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This invention relates generally to games and, more 
particularly, to a novel boxing game in which the various 
features of a boxing match are realistically depicted dur 
ing play. 

Applicant has found that by the proper use of magnets 
in the construction of the "boxers' or pawns used in his 
game, a unique boxing game in which actual "knock 
outs' and "clinches' take place may be provided. The 
result is a game which is more realistic than any boxing 
game heretofore provided. Player interest is stimulated by 
the need to maneuver in a manner corresponding to the 
movements of an actual boxer in order to avoid a knock 
out or clinch. 

Accordingly, it is an object of this invention to provide 
an improved boxing game in the play of which knock 
outs and clinches are realistically depicted. 
To this end and in accordance with a feature of this 

invention, there is provided a boxing game comprising a 
game board having a plurality of playing positions 
thereon and a plurality of pawns, each of said pawns 
comprising a pedestal, an upright body portion, and arms 
extending outwardly from said body portion, opposite 
ends of the arms having opposite magnetic polarization. 
The above and other features of the invention will now 

be more particularly described with reference to the ac 
companying drawings and pointed out in the claims. It 
will be understood that the particular construction em 
bodying the invention is shown by way of illustration 
only and not as a limitation of the invention. The princi 
ples and features of this invention may be employed in 
varied and numerous embodiments without departing 
from the scope of the invention. 

In the drawings: 
FIG. 1 is a perspective view of a game board and 

pawns or boxers thereon embodying the invention; 
FIG. 2 is a pictorial view, partially exploded, of a 

"boxer" or pawn; and 
FIG. 3 is a series of pictorial views illustrating an alter 

nate form of "boxers' and, also, illustrating a knock-out 
and clinch. 
As illustrated in FIG. 1, my game comprises a game 

board 10 in the form of a boxing ring having a series of 
playing positions generally in the form of a checkerboard 
and a plurality of pawns 12, 14. 
The preferred embodiment for each of the pawns or 

boxers is illustrated in FIG. 2 and comprises a pedestal 
20 upon which is mounted a body portion or upright 
characterization of a boxer 22. The body 22 depicting 
a boxer may be made of any convenient material and 
manufactured in conventional manner. Magnets 24, 26 
having support extensions 28, 30, respectively, are 
mounted at the ends of arms 32, 34, respectively, of the 
body 22 in complementary holes 38, 40. The magnet 24 
is mounted in the arm 32 such that the north pole thereof, 
hereinafter referred to as the positively polarized end, is 
displaced from the arm 32 and forms the outer, terminal 
portion or hand associated with the arm 32. Conversely, 
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the magnet 26 is mounted in the arm 34 such that the 
south pole thereof, hereinafter referred to as the nega 
tively polarized end, is displaced from the arm 34 and 
forms the outer terminal portion or hand associated with 
the arm 34. The magnets 24, 26 may be interchanged in 
the arms 32, 34 to add deception in play of the game, as 
hereinafter discussed. 

In playing applicant's game utilizing boxers or pawns 
(of the preferred embodiment illustrated in FIG. 2, the 
game is initiated by positioning a boxer or pawn in each 
of two corners; e.g. A and B in FIG. 1. A pawn located 
in the corner A on a cross-hatched or shaded playing 
position may move only onto other cross-hatched or 
or shaded positions during play. Likewise, the boxer or 
pawn located in corner B on an unmarked playing posi 
tion may move only onto other unmarked positions dur 
ing play. The game is played by maneuvering the boxers 
or pawns into position to effect a knock-out. A knock 
out is accomplished by positioning a boxer in a playing 
position such that similarly polarized hands or terminal 
portions of arms 32, 34 are lined and will repel whereby 
to knock one of the pawns or boxers over. The critical 
positioning of the boxers within adjacent playing posi 
tions determines which boxer will be knocked over or 
out. Initial maneuvering is accomplished to determine 
which of a particular boxer's hands is positively polar 
ized and which negatively polarized. That is, when the 
boxers are located in certain spaced relationships, the 
magnetic attraction will effect slight movement of the 
boxers without effecting a knock-out or clinch. Thus, a 
player can determine the location of the positive and 
negative magnetic poles of his opponent's boxer. When 
the boxers are positioned in adjacent playing positions 
with the positive and negative poles alined, a clinch will 
result. A clinch will also frequently result when the 
opposite poles are substantially alined. In this case, the 
boxers actually spin or rotate under the attractive force 
of the magnets and go into a clinch. A knock-out can 
only be effected on an opponent's boxer when a boxer is 
positioned such that similarly polarized magnets are es 
sentially alined and the boxer stabilized with respect to 
the opponent's boxer. The angularity of the position of 
the magnets and the resolution of the magnetic force 
components require precise positioning to effect a knock 
Out. 

Thus, applicant has provided a game which requires 
considerable skill to play and is extremely realistic. The 
element of suspense is introduced by the ability to inter 
change magnets 24, 26 before a match. Applicant's game 
also has educational merit for younger players in that it 
requires an understanding of magnets and, to a certain 
extent, vector analysis of the magnetic forces required to 
effect a knock-out. 
An alternate embodiment for the pawns or boxers is 

illustrated in FIG. 3. In this embodiment the pawns 50 
are symmetrical and have no defined front or back. Thus, 
it is difficult continuously to identify the positive and 
negative arms or magnetic poles if a pawn is frequently 
rotated during play. The pawns 50 comprise a pedestal 
52, a symmetrical body 54 and a symmetrical magnet 56. 
View II of FIG. 3 illustrates a knock-out which is ac 
complished when similarly polarized hands are substan 
tially alined in repelling relationship. View III illustrates 
a clinch. It is noted that a knock-out is more easily ac 
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complished in this embodiment. The game is played in 
the same manner as described above with respect to the 
preferred embodiment. 

Having thus described my invention, what I claim as 
new and desire to secure by Letters Patent of the United 
States is: 

1. A boxing game comprising a game board having a 
plurality of playing positions thereon and a plurality of 
pawns, each of said pawns comprising a pedestal, an up 
right body portion, and arms extending outwardly from 
said body portion, the outermost portion of one of said 
arms being polarized to form a positive magnetic field 
and the outermost portion of the other arm being polar 
ized to form a negative magnetic field. 

3,409,295 
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3. A boxing game according to claim 1 wherein the 
body portion depicts a boxer's body and the polarization 
is provided by the arms having magnets having opposite 
polarity at the ends thereof removably secured to the ter 

5 minal portions of said arms. 
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