Jan. 17, 1950 LE ROY HOWARD 2,495,007
BOARD GAME APPARATUS :

Filed March 5, 1947 3 Sheets-Sheet 1
= 3
N )
i b M [TEE
3 ‘ MilEe
B ) slili==

Ty 0T o A T

§’\—— . # E §
: | i
53
: V=
% S s~
; W il
it
A AT
Lﬂ\ % o g g
: il
LXTIE:Y @\% .
N oeel® @ ﬂq & o N
3 wllly =i
3 - il
@@o ‘o \x&) s{“ :E, i %ﬂrk\ .
Pl ) -
= Rl WIS | =T ] 1
E | i “% \%‘n
i

T

zﬂ

b B R e P e e R e L)
==
eyl tesd
2
f
1 T
W 1+ i
H
A >
; ﬁ

Sleli=

_l_-{‘:['rr| {

i S "
SHens

=1 E
=(lell=

J “INVEN 7R
Y ay '7/14.@ Roy Howard
Sanard ACEorr e,é:s;‘“"




LE ROY HOWARD 2,495,007

BOARD GAME APPARATUS

Jan. 17, 1950

- 3 Sheets—Sheet 2

Filed March 5, 1947

TE¥—

ﬂ_._._._._._._._._.

m::__:_:_::.___:_:__::_:::\:_:__:::E
V4 6/ o/
) ]
e(e Jolf __________________________________:___:::::.%
O ° o ‘ &
/& ] e @
._._._._._.,_._._._\
77 ]
u%.@ w

Q%ww

- IWVVENTOR

le /?oy Howard.

/e

g

AtLorneys

8y

oy e,

I I _W
) v 29+ vY. g, vl v/, e 2
MA O 0 UE dE (0E JoE =k [,
11 »9 9 »9 g g7 9 28, F)
Z SO === —=— =i = 2= RS
5 E 7 7 MMM — = wWmemm
‘o X2 ».G c mw %M & \
i % o
b -
&t £/ Y g/



2,495,007

LE ROY HOWARD
BOARD GAME APPARATUS

Jan. 17, 1950

3 Sheets-Sheet 3

Filed March 5, 1947

NYVENTOR

oy SAoewared

HOLNET §0209
HLOE A8 GISH

Moy

LINZS

THL

\

Mo
A LTSS

JAOTTI af MO777A

oBLr

( SHLE 7L %w\wnﬁw

./4 & z‘:arz&rﬁy&

I
B

i

o




Patented Jan. 17, 1950

2,495,007

UNITED STATES PATENT OFFICE

2,495,007
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Parker Brothers, Inc., Salem, Mass., a corpora-

tion of Maine
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(CL 273—134)

10 Claims.
1

This invention relates to board game apparatus.

In order that the principle of the invention may
be readily understood, 4 single embodiment there-
of is disclosed in the accompanying drawings,
wherein—

Fig. 1 is a plan View of the entire apparatus,
including the packaging box, with cover removed,
showing the several parts or elements in their
assembled position in the box prior to play;

Fig. 2 is a similar view of the playing board
with the playing pieces in their proper position
for beginning the play;

Tig. 3 is a plan view of the leader or Pharaoh
and one common man of each of the two sets of
colored pieces;

Tig. 4 is a plan view of one of the dice em-
ploved in playing the game;

Tig. 5 is a diagram showing the two paths of
play of the opposing sets of playing pieces; and

Fig. 6 on a greatly reduced scale represents a
modification showing the playing board marked
for four players.

A board game called “Senet” originabed  in
Egypt some four thousand years or more ago and
is believed to have been the favorite game of the
Pharaohs and their subjects, as indicated by
mural paintings found in excavations of ancient
temples and tombs, but of what that game actu-
ally consisted or how it was played is unknown
and can only be conjectured.

The present invention, introduced upon the
market as Senet, is, however, original with the
present applicant though having as an underly-
ing or basic feature g playing board along spaces
of which pieces are moved subject to being taken
or captured by opposing pieces of the other player,
and which may have been the general scheme of
play in such vague disclosures of the ancient
Egyptian game of Senet as have been discovered.

In the novel game herein disclosed there is
provided a board having the general shape of, but
larger than, the usUal cribbage board and differ-
ing entirely therefrom in all other respects. The
board of the present invention is provided with
three parallel longitudinal rows each divided
along its length into an equal number of spaces,
which are ten in the present embodiment of the
invention. Each of the ten or other number of
spaces of the two outer Tows desirably has 2
single piece-receiving hole or socket, but each of
the spaces of the middle or intermediate row has
two piece-receiving holés or sockets, one for play-
ing pieces of one player and the other for playing
pieces of the other player only. The said two
outer fows constitute safety rows for the pieces
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of the two players respectively and the middle or
intermediate row constitutes the taking row for
the opposing pieces of the two players and may
be referred to as the Senet row. The playing
pieces of one player may not enter the safety row
of the other player. Thus each player has a con-
tinuous substantially elliptically shaped path of
play, and it is only where these two paths extend
along the Senet row that pieces can be taken.

The playing pieces preferably consist of two
sets of five pieces.each, which sets are contrasted
with each other as by distinctive coloring. There
are also provided dice or the like constituting
the chance element and preferably there are two
pairs of ordinary dice provided, one pair for each
player.

Referring only to the disclosed embodiment of
the invention, to which the invention is not Im-
ited excepting as set forth in the claims, the five
playing pieces for each of the two players com-
prise a leader or so-called Pharaoh and four com-
mon men. Preferably all these playing pieces are
formed as long pegs for insertion in the holes or
sockets of the playing board. The pieces known
as common men have each a head or other suit-
able enlargement and the leader or Pharach is
preferably distinguished by keing double tipped,
that is, by having a head of twice the height of
the head of each common man.

Within the scope of the invention the playing
pileces tnay be otherwise constructed and the
leaders or Pharaohs may be distinguished from
thé common men otherwise than by being double
tipped. Furthermore within the broad scope of
the invention, it is not essential that the playing
piéces be formed as pegs to be received in holes or
sotkets in the spaces of the playing board, but
preferably the playing pieces are formed as pegs
and are received in the playing holes or sockets
of the playing board.

According to the preferred manner of playing
the game, the appropriate leader or Pharaoh of
a player is at the oulset of the game pegged into
the right-hand corner space of the outer row of
each of the two players who face each other at
opposite sides of the board, and the four common
men are pegged into the holes of the next four
spaces toward the left of each player, thus leav-
ing unoccupied the five remaining spaces of each
of the two outer rows at the left of each player
and also the middle row. The two outer rows con-
stitute safety rows. In the playing of the game,
and in accordance with the throw of the dice
after the leadership is determined as by the
higher dice throw, the first player moves one or
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two of his pieces toward his left and thence into
the middle row if the dice so determine, but en-
tering only the distinctively marked holes pro-
vided only for his playing pieces in such middle
row. One such piece may be moved by him a
distance indicated by the sum of the two dice
thrown by a player, or two pieces may be moved
by such player, each to the extent of the num-
ber indicated by either one of his two dice, but
the number indicated on either one of the dice
cannot itself be “split,” but must be used in its
entirety for the movement of playing piece to
which it is applied.

The common men of each player may move
only in a forward direction, that is, to such play-
er’s left along the outer row of that player and
then, upon entering the left-most space of the
middle row, may move only to that player’s right
along such middle row, but in the holes only for
that player, and, having reached the last or right-
hand space of the middle row for that player,
they re-enter the outer or safety row of that
Player at the extreme right thereof. Thus the
men of each player, unless taken while they are
traveling along the middle row, move in a con-
tinuous circuit, as indicated by the arrows in
Fig. 5.

While the playing pieces of the two players,
or of either of them, move along the middle TOW,
but only in the respective holes for the playing
pieces of the players in the middle row, the play-
ing pieces of each player are subject to be taken
or captured by playing pieces of the other play-
er. This taking or capturing occurs when either
a Pharaoh or a common man of one player ends
his move in the corresponding hole of the spbace
wherein a playing piece of the other player is
begged in that same space, but in the hole for
that other player, or when the first counted die
of that throw carries a piece of the player to such
hole. That is to say, inasmuch as each space of
the middle row is provided with two holes, one
for pieces of one player and the other for pieces
of the second player, the taking occurs when ga
piece of one player is entered by him in his move
or turn of play into his hole of a space, and there
is already there in that space a playing piece of
the other player in the other hole of that same
space. That last referred to playing piece is
thereby taken and is removed from the board.

There are directional markings provided to
show the course of movement of the pieces of
the two players and preferably such markings
consist of arrows colored to accord with the
colors of the two sets of playing pieces respec-
tively, and preferably enveloping or surrounding
the holes for those pieces in the middle row,
though the location of such markings and their
color may be suitably varied. Also the final or
left-hand space of the outer row of each player
has a similar marking extending toward the left
and preferably continuing in attenuated form
over into and joining the desecribed marking of
the left-most or entering space of the middle
TOW.

It will be observed that the two sets of mark-
ings of the middle row extend in opposite direc-
tions, inasmuch as the playing pieces of the two
players travel in opposite directions along said
middle or taking row. It is to pe understood,
however, that while the common men may move
only forward, the leaders or Pharaohs, when in
the middle or taking or capturing row, can move
either forward or backward if the throw of a
player’s dice permits him to do so, and in doing
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so he can jump over any of his own men into
an unoccupied hole, however, counting the space
occupied by the man of his color.

Referring more particularly to the drawings,
wherein the colors are indicated in accordance
with the chart for draftsmen in the United States
Patent Office Rules of Practice, the playing board
is indicated generally at { in Figs. 1, 2 and 5.
It is provided with three rows 2, 3, 4, each hav-
ing ten spaces generally indicated at 5, 6, 1, re-
spectively, the rows 2 and 4 constituting the outer
or safety rows and the middle row 3§ constituting
the taking or Senet row. Each space of the
outer or safety row 2 is provided with one, prefer-
ably centrally positioned, hole or socket 5¢. Each
space of the outer or safety row 4 is similarly
provided with a single hole or socket 7@, and
each space of the middle, taking or Senet row
is provided with two holes or sockets 8a, 6b re-
spectively. The series of holes or sockets 6a and
60 are preferably each in longitudinal alignment
nearer the outer or safety row with which they
are alone associated in play.

Preferably a series of arrows or other mark-
ings 8 are provided along the Senet row 3 adja~
cent to and if desired surrounding the holes or
sockets 6a, 6b pertaining to the respective play-
ing pieces. Such arrows or other markings 8 are
provided to indicate the direction of movement
of the two sets of playing pieces respectively,
and, as indicated in Figs. 1, 2 and 5, there are
arrows 8 at each end portion of the continuous
track, path or course of each set of playing pieces
to indicate that any surviving playing pieces
move from the right-hand end of a player’s track,
path or course in the Senet row 3 into the right-
hand end of the safety row of that player and
again emerge from the left-hand end of the
safety row of that player into the taking or
Senet row 3, and so on until all the pieces of
one player are taken.

The playing pieces are five in number for
each of the two players, two of each of the
sets of the playing pieces, namely, a common
man and a Pharaoh being shown in Fig. 3. All
five of the playing pieces of each player are
shown in Fig. 2 in their starting position at the
commencement of the play. Those of one play-
er, which may be colored red, are indicated at
9, 10, 11, 12, 13 and those of the other player,
which may be colored yellow, are indicated at
{4, 15, 16, IT and 18.

The said playing pieces are shown as elongated
pegs, the common men each preferably having
a head of the height shown and each leader or
Pharaoh having a head of contrasting shape, be-
ing preferably twice the height of the head of a
common man.

Each of the players is provided with two dice
18 and 20 respectively, as indicated in Pig. 1,
one of the dice being shown in Fig. 4. Desirably
all the elements or parts of the game, when the
playing is not in progress, are placed in a shallow
box 21 provided with a suitable cover. The play-
ing board [ is preferably centrally positioned
therein as shown in Fig. 1, and at either side
of the playing board { there are preferably ar-
ranged card-board pieces having downturned
edges, in which suitable glits may be provided
for receiving the playing pieces and the dice
19, 20, as shown in Fig. 1. The reason for the
provision of the two holes in each space in the
middle, taking or Senet row is to provide room
for opposing playing pieces to pass by one an-
other, each on its own separate path or course,
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but at no titie may a playing piece of either
player occupy any hole or socket in the path or
coilise of the other player. Eaeh of the said two
paths is cohtinuous abd duribg the playing of
the game oie or more of the playing pieces of a
player fnay sucéeed in rhaking several circuits
around His own path before the game i§ finished
by the capture of the last playing piece of his op-
ponent.

THe position of the several pieces at the com-
ineneerment of the play hés been déseribed and is
shown in Fig. 2, thé préper Pharach or leader
Being placed in the right- hand cornér of each
player ih his saféty row 2 or §. Preféerably the
dice are rolléd to determine the starting player,
the one rolling the higher moving first. The
§tarting playetr now rolls again and moves. If
the throw -at any time be Doubles, this fact has
no spécial sighificance. Either player may choose
t6 combine the count of both dice as thrown by
him or her, and move énly oné playing piece in
oné tirn or may move two playing pieces;, one
for each die in one turg, but he must complete
his move if pessible. The common ren may not
méve backward at any time, and they may not
pass another playing piece of the same color.
The Pharaoh, however, has greater power and
may be moved forward ahd also backward, but
may be moved backward only when in the mid-
dle, taking or Sénet row. A common man may
capture the obposing Pharaoh and, of course, the
Pharaoh may capture ahy opposing playmg piece,
but, as already indicated, no playing piece, not
even the Pharaol, may move backward while on
its own safety path or row. Inasmuch as cap-
titres can be made only in the middle, taking or
Seniet Fow, a shrewd player may choose to move
at least one and perhaps two pieces out onto
the middle, taking or Senet row early in the
game in the hope of capturmg an opposing piece
already in such row. His opponent, however,
may be planning the same campaign and the
contest may become intensely exciting.

Whenh a comifion mah of a player has reached
the last space in the middle, taking or Senet
row for his color (i. e. in his hole in the space
at the extréme rlght hand of that player) such
common man must remain in that hole on that
$pace until & one has been thrown by that player,
before such common man may be returned to
the safety row of that player. If such cominon
man has reached such énd space by virtue of
the count on one die and the reading of the
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be moved into the first space of its safety row
at once, thereby escaping possible capture for a
while. However, such first space in such safety
row must be unoccupied at the time to permit
such common man to bé moved into it. Other-
wise the move cannot be made at such time and
some other piece must be moved instead or the
play must be forfeited. A player’s move is for-
feited if he cannot use the complete count for

either die. That is to say there may not be suffi-

cient distance between the playing pieces of such
player to permit playing the complete count for
at least one die. For example, such player may
roll a five and six, but there may be only four
spaces separating his pieces. Therefore, he can-
ot move unless he can mové his leading common
man or his Pharaoh into the middle, taking or

Senet row, and he therefore forfeits that move
and his furt in question ends. However, if it
is at all possible to make a miove it must be done
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even if this means moving the Pharach into &
dangerous position, that is, into the middle, tak-
ing or Senet row.

The Pharaoh has certain priviliges hot pos-
seased by the commion meh. A Phairash may pass
any corimon nah of his oWwn color anywheré on
his playing path or course, whether in his saféty
oW or in the middle, taking or Senet row. AS
stated, the Pharach may move forwaid and
backward, but his power to move backward is
possessed only while he is on the middle, taking
or Senet row. The Pharaoh may move forward
a§ the result of the rolling of one die and imme-
diately move backward because of the rolling of
the othet die on that turn, but neither & Phataoh
nor o commen man may split the count of either
die.

Finally, the Pharaoh is privileged to move, if
the dice thrown allows, from the middle, taking
or Senet row to his own safety row in one turn
without waiting for a one to be turned up by a die,
which is contrary to the power of the common
men as above stated. When a player has lost his
Pharaoh and all of his common men but one,
that ohe common man assumes all the powers
and privileges of a Pharaoh.

The winner of the game is the playér who first
captures and rémoves all of his opponent’s play-
ing pieces from the board. If desired, special
methods of scoring may be resorted to. For ex-
ample, according to one manner of scoring, a
Pharaoh saved from capture counts 25 and each
common man saved from capture counts 10 for
the winner, the opponent, of course, getting no
points, and if all five of an opponent’s playing
pieces have been captured without the loss of
any one of the winner’s playing pieces, the score
for the winner is doubled.

This game has been described as for two play-
ers and that is the preferred embodiment thereof.
Tt may, however, be so constructed and arranged
on g considerably larger board as to be played by
thiee ot more peérsons, the board in such case
having for each player a safety path or row con-
stitutirig part of the track or course, and a takmg
row or portion of tr. ack for each player extendmg
in substantial parallelism or proximity te the eor-
responding portion of the track or course of each
of the other players, and in such case the track
or course of each of the players would be con-
tinuous as in the preferred embodiment, and each
player would have playing pieces as in the pre-
ferred embodiment.

If the board is arranged for four players, it
would preferably be square, and the four players
would be arranged about it at the four sides
thereof. The safety path or row for éach player
would extend in parallelism with his side of the
board, and his Senet or taking row would con-
stitute two sides of an equilateral triangle, the
base of which is his safety row. Thu$ the respec-
tive sides of the four triangles would all extend
to or nearly to the actual center of the board, and
in such embodiment of the invention the four
Senet rows would be arranged like a St. Andrew’s
eross, along the four arms of Which the pieces of
the players would move in respectively opposite
directions to each other. Fach player would move
his pieces to the left of his friangle where his
pieces would be subject to being taken by his op~
ponent to his left, then along the other side of his
triangle where his pieces would be subject to be-
ing taken by his opponent to his right, and then
into his own safety row if he escapes capture.
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Each arm or part of his Senet or taking path is
parallel with an arm of his opponents’ Senet path,
both to the right and to the left, and each of these
four inclined paths (which constitute the two di-
agonals of the board) would be divided into an
equal number of spaces, such as ten, and each
such space would have two holes or sockets, as
in Figs. 1, 2 and 5. Such a board formed and
delineated for four players is shown in Fig, 6
wherein the safety paths or rows for the four play-
ers are shown at 21, 22, 23 and 24 and the Senet
or taking paths at 25, 26, 27 and 28.

Having thus described two illustrative embodi-
ments of the invention, it is to be understood that
although specific terms are employed, they are
used in a generic and descriptive sense and not
for purposes of limitation, the scope of the in-
vention being set forth in the following claims.

I c¢laim:

1. In a piece-taking board-game apparatus
adapted to be played by two players, each having
a plurality of pieces until all pieces of one player
are captured and involving the use of a chance
movement-determining device or devices; a
playing board of rectangular elongated form hav-
ing marked thereon three adjacent, parallel,
straight rows lengthwise said board and constitut-
ing the marked part of the playing field, said
three rows having their respective ends in sub-~
stantially coterminous alignment transversely of
the playing board and adjacent opprosite ends
thereof, said playing board as so marked delineat-
ing two opposite, outer, safety rows for the pieces
of the two players respectively, and an interme-
diate or taking row, each of said three rows being
divided into an equal number of spaces, each of
the spaces of the two outer safety rows having
only a single piece-receiving hole for the pieces
of only one of the two players, and each of the
spaces of the said intermediate or taking row hav-
ing two piece-receiving holes for the pieces of the
two players respectively.

2. A board game apparatus in accordance with
claim 1, but wherein the said intermediate or tak-
ing row has entering indications at the opposite
ends for entering into said intermediate or taking
row of the playing pieces of the two players re-
spectively, at said opposite ends.

3. A board game apparatus in accordance with
claim 1, but wherein each of the spaces of the
intermediate or taking row has indications there-
at for the reception in different parts of said cor-
responding spaces of playing pieces of the two
players respectively.

4. A board game apparatus in accordance with
claim 1, but wherein the said intermediate or
taking row has directional indications thereon
that the playing pieces of the two players are
to move only in respectively opposite directions
along said intermediate row.

5. A board game apparatus in accordance with
claim 1, but wherein the said intermediate or
taking row has directional indications thereon
that the playing pieces of the two players are to
move only in respectively opposite directions
along said intermediate row, and also having di-
rectional indications that the playing pieces of
the respective players move only from the termi-
nal end of such player’s safety row, into the said
intermediate or taking row, at the adjoining end
thereof.

6. A board game apparatus in accordance with
claim 1, but wherein the two piece-raceiving
holes, in each of the spaces of the intermediate
or taking row, for the pieces of the two players
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respectively are in alignment transversely of the
board.

7. A board game apparatus in accordance with
claim 1, but wherein the said three straight rows
respectively laterally adjoin and constitute the
marked part of the playing field of the board.

8. In a piece-taking board-game apparatus
adapted to be played by a plurality of players each
having a plurality of pieces until all pieces of an
opponent or opponents are taken, and involving
the use of a chance movement-determining device
or devices: g playing board having marked there-
on a plurality of safety rows corresponding in
number to the number of players and each per-
taining respectively to a single player only, and
also having a common taking row for each two
next adjacent players, each taking row having
two ends which are respectively coterminous with
and adjoin the two ends of the safety row of a
player, each of the said safety rows and each
taking row being divided into an equal number of
spaces, each of the said spaces of the safety rows
having a single biece-receiving hole only for the
pieces of one only of the players, and each of the
spaces of any taking row having two piece-re-
ceiving holes for the pieces respectively of a player
and an opposing player.

9. In a board game apparatus for four players,
each having a plurality of playing pieces includ-
ing a contrasting piece, and involving the use of
a chance movement-determining device or de-
vices: a square board having a safety track or
course for each only of the four players respec-
tively, and each extending in proximity to and
parallel with one outer edge only of the board,
the said four safety tracks or courses being each
divided into the same number of successive
spaces, a taking track or course for each. player
connected to both ends of that player’s safety
track or course and constituting two sides of an
equilateral triangle, of which that player’s safety
track is the base, and extending inward in a diag-
onal direction from the respective corner portions
of the board so as to meet at their apices in the
center of the board for continuous play by each
player around his own triangular path only, and
so that from the respective corners of the board
to the center thereof each portion of g taking
track or course is common only to two next ad-
jacent players, the said four taking tracks or
courses being each divided into an equal number
of spaces, each of the spaces of the safety tracks
or courses having a socket therein to receive the
stem of playing pieces of that player only, and
each of the spaces of the taking tracks or courses
having therein two sockets to receive respectively
the stems of the playing pieces of the next ad-
jacent players at either hand.

10. In a board game apparatus for two players,
each using a set of playing pieces, including one
piece differentiated from the others of that set,
and wherein g chance movement-determining de-
vice or devices are employed: a rectangular, elon-
gated board having three, closely adjacent, par-
allel rows each divided into an equal number of
spaces, each of the spaces of the two outer rows
having a single peg or piece-receiving hole, and
each of the spaces of the middle or intermediate
row having two pegs or piece-receiving holes, one
for playing pegs or pieces of one of the players
only, and the other for playing pegs or pieces of
the other player only, the said two outer rows
of spaces constituting safety rows for the pegs or
pieces of the two players respectively, and the
middle or intermediate row of spaces constitut-
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