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57 ABSTRACT 
A parlor game having the "age of piracy' as its theme 

Y 

R 

includes a board marked in a matrix of spaces repre 
senting locations at sea extending between land 
masses on opposite sides of the board, each land mass 
having several ports where "cargo' is to be bought 
and sold. Players are represented by corresponding 
ships to be moved about the board, and each player 
attempts to purchase cargo of a desired valuation 
when his ship is in port and then move his ship to a 
port on the other side of the board where he may re 
ceive a profit proportional to the value of the ship 
ment successfully reaching port. Ships transporting 
cargo may land on certain spaces of the board which 
result in aiding them in reaching port. Ships transport 
ing cargo also risk encountering hazards which can ei 
ther interrupt their course of travel or cause them to 
lose their cargo enroute to port. Such hazards include 
the possiblity of interception by competing players 
acting as non-cargo-carrying "pirates,' or interception 
by cargo-carrying ships of competing players or "pri 
vateers' bearing armament which is purchased for the 
purpose of doing battle with competing cargo-carrying 
ships, so the battle winner will gain the loser's cargo. 
Players also can purchase treasure maps which may 
lead the player to buried treasure and provide a sub 
stantial increase in his assets and thereby enhance his 
ability to purchase more cargo and/or armament. 

19 Claims, 12 Drawing Figures 
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22.6 
92a 

s To R v i ! : 
ALI, PLAYERS MUST REACH ANY LAND 
WTHEN 1 THROW OF THE DICE OR 
IOSE ALL CARGO. ANY INSTRUCTIONS 
RESULTING FROM ANY MOVE ARE TO 
BE FOLLOWED EXCEPT THAT A PORT 
CARD CANNOT BE TAKEN BY ANOTHER 
PLYER...WHEN A PLAYERS HAVE 
E HER REACHED AND OR LOST 
CA 30, TAKE ANOTHER CARD. 

S O A A 

BAD LUCK 

YOU LOSE ALL CARGO. 

C O G R A J L A O L S. S CD BR R Y 

YOUR GOODS ARE IN HIGH 
DEMAND 

200 MARKUP 

GOODS PERISHED ENROUTE. 
LOSE ALL CARGO. 

YOUR SHIP NEED SAILORS 
YOU MUST PAY THEIR 
SALARIES OF 20,000 
DOEJBLOONS BEFORE YOU SAI, 
FROM ANY PORT WITH CARGO. 
TAKE ANOTHER CAR). 

CAN'T SELL GOODS. 
LOSE TURN THEN SELL 
FOR O OVER COST. 

MARKUP GOODS 0. MARKUP GOODS 20. 

GOODS ARE NOT IN HIGH 
DEMAND. SELL FOR iOt 
OWER COST OR GO TO 
ANOTHER PORT. 

DOUBLE YOUR MONEY 

003 MARKUP 

22a 

7 
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22A 

B O Y CO 

GO TO ANOTHER PORT 

YOUR SHIP NEEDS REPAIRS 
PAY 25,000 DOUBLOONS 
BEFORE YOU LEAVE ANY PORT 
WITH CARGO TAKE 
ANOTHER CARD. 

DAMAGED FREIGHT -- 
BREAK EVEN 

MARKUP GOODS 50 

SELL FOR 50 OF WALUE 

AND BE GLAD TO GET IT. 
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OSE ONE TURN THEN RETURN 
TO THE PORT YOU CAME FROM 
AND TRY AGAIN 

O a D 

OSE URN 

D R A 

ANOTHER CARD OR 
GO SPACE TO THE REAR 

O O. D. D S 

GO 4 SPACES IN ANY 
DIRECTION 

t 

St IEET 4 OF 5 
122 

GO BACK 3 SPACES 

R. 874, 67 l. 

G O a D S 

ADVANCE 5 SPACES IN 
ANY DIRECTION 

G O (O D S G O O. D. W. D S 

AKE 2 TRNS NOW GO DIRECTLY TO ANY PORT 

G s P S A S 

ADVANCE 2 SPACES IN ANY ANOTHER ROLL OF 

is is 
S 

Move 2 SPACES TO THE 
REAR 

DIRECTION, 

MOVE A SPACES TO THE 
REAR 

THE DICE 

C. A C 

THE NEAREST TRADE WIND 
AND SAIL. 

GO BACK SPACE 
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GAME BOARD APPARATUS 

BACKGROUND 

This invention relates to parlor games, and more par 
ticularly to a game involving strategy and skill, together 
with the element of chance, and having both educa 
tional and entertainment value. 

SUMMARY 
Briefly, the game includes a board marked with 

spaces providing a course extending from one or more 
starting points to one or more points of destination on 
the board. Players are represented as ships at sea to be 
moved about the spaces on the board. Preferably, each 
player is provided with the equivalent of money for 
purchasing articles representing cargo prior to moving 
their ships from a starting point to a point of destina 
tion. A player whose ship reaches a point of destination 
with cargo still in his possession has the opportunity of 
obtaining a profit proportional to the value of his cargo. 
Players landing on certain spaces of the board may en 
counter hazards enroute to a point of destination caus 
ing each player to run the risk of losing his cargo before 
reaching his destination. 
Preferably, the chance of obtaining a profit is pro 

vided by a set of cards one of which is to be drawn by 
each player whose ship safely reaches a point of desti 
nation. The cards provide the player with indications of 
possible percentage markups in the valuation of his 
cargo. 

In the preferred form of the game, the hazards which 
a player may encounter include the possibility of inter 
ception by ships of competing players bearing arma 
ment to be purchased by the player for the purpose of 
"doing battle' with competing cargo-carrying ships 
which can result in the loss of cargo by the ship losing 
the battle. 
The game preferably has several elements of chance, 

including the possibility of each player obtaining buried 
treasure which will substantially increase his assets and 
thereby provide him with the opportunity of purchasing 
more cargo and/or armament. Other chance elements 
include the possibility that landing on certain spaces of 
the board will either aid or impede a player's progress 
across the board, or might result in a player either gain 
ing or losing at least a portion of his cargo. 
The entertainment value of the game results not only 

from its chance elements, but also from the variety of 
strategy decisions required during the course of the 
game. For example, the basic strategy requires each 
player to decide how much of his money should be used 
to purchase cargo and how much should be used to 
purchase armament to defend his cargo. Moreover, the 
game board preferably is marked in a matrix of spaces 
so that in a given move a player has a choice of moving 
in any one of several directions. This provides a rela 
tively large number of possible encounters between 
competing players and thereby adds to the strategy of 
the game. 
Besides the educational value inherent in the strategy 

decisions to be made by each player, the game also pro 
vides the educational value to be gained in figuring per 
centage markups or percentage losses incurred when 
the players' cargo-carrying ships reach their destina 
tion. 
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2 
These and other aspects of the invention will be more 

fully understood by referring to the following detailed 
description and the accompanying drawings. 

DRAWINGS 
FIG. 1 is a plan view showing the preferred arrange 

ment of the game board of this invention; 
FIG. 2 is a perspective view showing one of a variety 

of ship-form tokens or symbols for representing the 
various players of the game; 
FIG. 3 is a perspective view showing a six-sided die 

to be used in determining the length of the moves of the 
players; 
FIG. 4 is an elevation view showing the various de 

nominations of token money to be used by the players 
during the play of the game; 
FIG. 5 is an elevation view showing some barrel 

shaped pieces representing cargo to be purchased and 
kept in the possession of the players during the play of 
the game; 
FIG. 6 is an elevation view showing the various so 

called port cards to be drawn by players when their car 
go-carrying ships reach port; 
FIG. 7 is an elevation view showing various so-called 

50/50 cards to be drawn by players landing on certain 
spaces of the game board; 

FIG. 8 is an elevation view showing pieces shaped as 
cannon and representing different sized armament to 
be purchased by the players during the course of the 
game; 
FIG. 9 shows a treasure chest of a predetermined val 

uation which can be obtained by the players during the 
course of the game; 
FIG. 10 is an elevation view showing various so 

called treasure maps to be used in determining whether 
a player can or cannot obtain possession of the treasure 
chest; 
FIG. 11 is a perspective view showing a symbol to be 

used to represent players who represent pirates rather 
than cargo-carrying ships during the course of the 
game; and 
FIG. 12 is an elevation view showing a form of slide 

rule for easily calculating percentage markups of cargo 
reaching port. 

DESCRIPTION 

The present invention provides a parlor game based 
on a theme of sea-going vessels during the "age of pi 
racy' which adds interest and entertainment value to 
the game. The game also involves numerous strategy 
decisions and arithmetic calculations which provide ed 
ucational value to the players in addition to being en 
tertaining. 

Referring to FIG. 1, the invention includes a game 
board 20 preferably marked off in a relatively large 
number of square spaces 22 in a manner akin to a chess 
board. Although the game could also be played on a 
board marked in a course formed by a singular row of 
squares extending about the board, it is preferred to use 
a relatively large matrix of spaces, such as the fourteen 
by sixteen matrix shown in FIG. 1, which provides for 
a relatively large number of possible moves by each 
player on a given turn so as to add to the strategy of the 
game. 
Game board 20 preferably has the appearance of a 

large map in orthographic projection, in which the 
straight lines which mark off spaces 22 are representa 
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tive of geographical latitude and longitudinal lines of 
projection. Representations of land masses 24 and 26 
are located along two opposite edges of the board. 
Preferably, three darkened areas 28, 30, and 32 are lo 
cated adjacent land mass 24 to represent separate 5 
"ports' along the land. Similarly, darkened areas 34, 
36, and 38 represent "ports' along the shore of land 
mass 26. Preferably, a majority of the spaces extending 
between the two land masses are colored blue to repre 
sent a body of water extending between the two land 10 
masses. As will become clear from the description be 
low, one purpose of the game is for players to move 
from any of the ports on one land mass, across the cen 
ter of the board, to any of the ports on the land mass 
on the opposite side of the board. To add interest to the 15 
game, the center of the board can be marked as the 
prime meridian so that the players will move between 
land in the western hemisphere, such as the Caribbean 
area, and land in the eastern hemisphere, such as Af 
rica or Europe. To add further interest to the game, the 
ports on the Caribbean side can be separately labeled, 
such as “Port Royale,' 'Santo Domingo," "Kingston,' 
and the like, and the ports on land mass 26 can be la 
beled “Cape Town,' Port Said,” “Tripoli,” “Pen 
Zance,” “Liverpool,” “Plymouth,' or the like. The cen 
ter of the board also can be marked as the equator, in 
which case players would be moving between north and 
south, such as between Caribbean and South American 
ports, for example. In the description to follow, the line 30 
marking the center of the board will be referred to as 
the equator. 

In the preferred form of the game board there are 
representations of several "islands' between the two 
land masses and around which the players must move 35 
when traversing from one side of the board to the 
other. The islands preferably include an island 40 des 
ignated "Treasure Island' having on it the numerals 
one through six located at 42 and spaced radially apart 
and progressing numerically in order in a clockwise 40 
fashion. Treasure Island also includes a space located 
at 44 where a “treasure chest' is to be placed for the 
purpose of being discovered during the play of the 
game. The game board also includes an island 46 desig 
nated “Pirates Island' and located diagonally with re- 45 
spect to and on the opposite side of the equator from 
Treasure Island. Pirates Island preferably includes an 
inlet 48 marked by a darkened space 50 and designated 
"Pirates Cove.' Pirates Island also includes a space 51 
where a set of “treasure maps” (described in detail be- 50 
low) is placed. 
Game board 20 also includes a pair of islands 52 and 

54 located diagonally with respect to each other on op 
posite sides of the equator. Island 52 includes a space 
at 56 where a deck of so-called "Port' cards is placed, 
and island 54 includes a space at 58 where a deck of so 
called 50/50 cards is placed. 
Several of the spaces designated 60 are darkened to 

distinguish them from the other unmarked spaces on 
the board. Several other spaces are marked with an ap 
propriate symbol, such as the symbol at 62 representing 
a “hurricane' at sea. The board also includes several 
spaces 64 which are marked with an X and represent 
the starting point of corresponding relatively long lines 65 
66 extending about halfway across the board. Each line 
66 terminates at a respective space 68 represented by 
an arrow. Players landing on spaces 60, 62, or 64, or on 
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4 
the space 50 at Pirates Cove 48, will incur various con 
sequences to be described in detail below. 
FIG. 2 shows one of several tokens 70 for use in rep 

resenting the various players of the game. Each token 
preferably is shaped as a ship, and the sail of each ship 
has a corresponding symbol 71, such as the "iron 
cross," to distinquish the various players. The ships also 
can be in different colors to distinguish the players. 
During the play of the game, the players move across 

the board according to the throw of a six-sided die rep 
resented at 72 in FIG. 3. Each player starts in any one 
of the six ports represented by spaces 28, 30, 32, 34, 
36, and 38. The main purpose of the game is for each 
player to purchase as much "cargo' as he desires when 
he is in port and to then move his ship to a port on the 
opposite side of the board where he then has the oppor 
tunity of selling his cargo at a "profit,' the amount of 
profit being in direct proportion to the value of the 
cargo which is successfully transported across the 
board. All players transporting cargo must move their 
ships across the equator of the board to a port on the 
opposite side to sell their cargo. Players may not merely 
travel down the coast to another port. 
The players are provided with game money illus 

trated in FIG. 4. Preferably, the game money includes 
three sets of small circular plastic pieces 74,76, and 78 
resembling coins and colored copper, silver, and gold, 
respectively. The small copper, silver, and gold coins 
preferably are in denominations of 1000, 5000, and 
10,000 doubloons, respectively. The game money also 
includes three sets of large circular plastic pieces 80, 
82, and 84 resembling coins and colored copper, silver, 
and gold. The large copper, silver, and gold coins pref 
erably are in denominations of 20,000, 50,000, and 
100,000 doubloons, respectively. The game money also 
may include several tokens illustrated at 86 and shaped 
as a gold bag representing a value of one million dou 
bloons. 
The number of players in the game is not fixed. Any 

number can play, but four to eight players have been 
found to be most desirable. Before the game starts one 
of the players is chosen as the “banker' to provide 
each player with money and to handle all transactions 
on behalf of the bank. Each player receives from the 
bank 100,000 doubloons in any assortment of denomi 
nations. 
At the beginning of the game the players each throw 

the die 72 to see who goes first, the player having the 
largest throw going first, and the player to his left going 
second, etc. As described above, players may start their 
ships in any port and attempt to move across the board 
to any of the ports on the other side. On any given 
throw of the die, a ship representing a given player may 
move either forward, backward, sideways, or diago 
nally, as long as the move is in a straight line, i.e., in a 
manner akin to the queen in the game of chess. Any 
move interrupted by any land, or the side of the board, 
results in the player forfeiting any unused part of the 
move remaining. 
The "money" in the possession of each player can be 

used to purchase cargo prior to their trip across the 
board. Preferably, the cargo is represented by three 
sets of playing pieces shaped as copper colored barrels 
88, silver colored barrels 90, and gold colored barrels 
91 shown in FIG. 5. Preferably, the denominations of 
the copper, silver, and gold colored barrels are 20,000, 
50,000, and 100,000 doubloons, respectively. A player 
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can only purchase cargo when his corresponding ship 
is stationed in port. The money used to purchase cargo 
goes to the bank. The player purchasing cargo may pur 
chase as much cargo as he wishes, limited only by his 
purchasing power represented by the value of game 
money in his possession. If a player who purchases 
cargo is then successful in moving his ship across the 
board to a port on the opposite side without losing his 
cargo enroute, then the player has the opportunity of 
gaining a "profit.' There are a variety of ways in which 
a profit can be provided for a player whose ship suc 
cessfully reaches port. For example, each player reach 
ing port can be given a fixed amount of game money, 
such as 20,000 doubloons. Alternatively, each port 
could have a fixed reward associated with it, or each 
player's profit could be determined by the throw of the 
die. However, the preferred system for rewarding a 
player who successfully transports his cargo is to pro 
vide him with the opportunity of gaining a profit in pro 
portion to the value of the cargo he has in his posses 
sion when he reaches port. Each player's profit when 
reaching port is determined from a set of so-called 
“Port" cards 92 shown in FIG. 6. During the play of the 
game the stack of Port cards is placed face down at 
space 56 on island 52. Each player reaching port draws 
a card from the top of the Port card deck and follows 
its instructions. The particular set of Port cards shown 
in FIG. 6 are merely representative of each preferred 
type of instruction contained in the Port card deck. 
Preferably, the Port card deck includes two of the cards 
designated 92A, three of the cards designated 92B, 
four of the cards designated 92C, four of the cards des 
ignated 92D, and two of the cards designated 92E. 
Thus, a review of the cards in the Port card deck will 
indicate that there is about a sixty-five percent chance 
for each player to obtain a monetary benefit when he 
successfully reaches port. 
One of the cards included in the Port deck 92 is a 

“Storm' card shown at 92F. Whenever a player draws 
the Storm, card he in essence throws a storm over the 
entire board. The player drawing the card is in port, 
and therefore he is safe from the storm. However, for 
all the other players to be safe they must either be in 
port, in a space adjacent to land, or must reach land in 
one throw of the die. Thus, starting with the player to 
the left of the person who drew the Storm card, each 
player at sea during the storm takes his turn by throw 
ing the die to see if he is able to reach land. If any 
player cannot reach land within one throw of the die he 
loses all of his cargo since, in essence, it must be thrown 
overboard to lighten the ship during the storm. No 
other losses are incurred. When all players at sea have 
taken their chance to reach shore during the storm, the 
player who drew the Storm card may then take another 
card from the Port deck. Any player able to move into 
a port during the storm must wait until his next turn 
comes up before taking a Port card. 
Another purpose of the game is for each player cross 

ing the board to encounter many "hazards' which can 
result in either an impediment to his reaching port or 
in a loss of some or all of the value of his cargo. Thus, 
there is a certain amount of strategy involved in each 
player's decisions on how much cargo to purchase and 
risk during transit and which direction to move in a 
given turn so as to avoid the potential hazards which 
can result in his loss of cargo. The strategy of the game 
even includes the possibility that players may choose to 
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6 
not carry cargo, but look for buried treasure instead, or 
attempt to "do battle' with the ships owned by compet 
ing players for the purpose of "robbing' their ships and 
thereby causing them to lose their cargo. 
A major hazard to ships carrying cargo is vulnerabil 

ity to attack from ships owned by other players. In the 
ory, cargo-carrying ships owned by competing players 
are similar in nature to merchant ships or "privateers' 
during the age of piracy who were commissioned by 
merchants in a certain country to attack the ships of 
other enemy countries. Players can defend themselves 
against attack by purchasing "armament.' Armament 
preferably is represented by gray and black playing 
pieces 94 and 96, respectively, shaped as cannon and 
shown in FIG.8. Cannon may only be purchased when 
a player's ship is in port. Preferably, cannon cost 1,000 
doubloons each, and cannon must be bought in lots of 
five, up to a maximum of 60 cannon per ship. Each gray 
playing piece 94 represents five cannon, and each 
black playing piece 96 signifies ten cannon. The can 
non are to be carried on each player's ship after they 
are purchased so as to be displayed at all times. Prefer 
ably, each cannon is clipped to its owner's ship by slip 
ping the barrel of each cannon through a respective 
one of several holes 98 formed in the gunwales of play 
ing pieces 70. 
During the play of the game "battle' occurs when 

two competing ships meet on one square. Whenever 
the two ships are together they are considered to be "in 
battle,' and the ship with the more cannon wins. The 
winner takes all of the other ship's cargo or treasure 
maps (to be described in detail below), but the money 
in the possession of the losing ship owner is considered 
to be banked ashore and therefore cannot be collected 
by the battle winner, unless money in the possession of 
the losing ship owner is treasure booty (also to be de 
scribed in detail below). If two ships meeting on the 
same square have the same number of cannon, or if nei 
ther has cannon, the battle is decided by the throw of 
the die, with the higher number winning all. Ships that 
either do not have any valuables except cannon on 
board, or nothing on board, are considered "sunk' if . 
they lose a battle, and therefore must withdraw from 
the game. Cannon cannot be collected from another 
ship, but are considered to be thrown overboard and 
returned to the bank. The players at sea when a Storm 
card is drawn may do battle during the storm providing 
they reach a space that borders land. If such an event 
occurs it proceeds as if it were one of the battles occur 
ring during the normal course of the game. Three ships 
are never allowed on one square, so a player must move 
elsewhere and not move to an occupied battle square. 
If this is not possible he may take another throw of the 
die. No battles may take place in a port. 
All battles occur only when ships and directly on a 

square occupied by an opponent. If there are more 
spaces remaining in a move when a player lands on a 
square occupied by an opponent, the player's ship must 
continue on for the full number of spaces indicated by 
the throw of the die so that he bypasses the opponent 
rather then engaging in battle. Battles may not occur on 
any of the darkened spaces 60. 
A potential advantage is provided to players landing 

on squares 64. The lines 66 extending away from these 
Squares are to represent trade winds which each player 
may take advantage of by following the course desig 
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nated by each line 66 and ending at a square 68 indi 
cated by the arrow. 
Another one of the potential hazards which players 

may encounter is landing on squares 62 which repre 
sent "hurricanes' and result in the loss of all the ship's 
cargo. No other losses are incurred by a player whose 
ship encounters a hurricane. 
A substantial element of chance is added to the game 

by the use of a deck of so-called 50/50 cards 100 shown 
in FIG. 7. The 50/50 cards are to be placed face down 
on space 58 on island 54. Players landing on squares 60 
draw a card from the top of the 50/50 deck and follow 
its instructions. Fifty percent of the cards in the deck 
are good moves and fifty percent are bad moves. The 
50/50 cards shown in FIG. 7 represent each type of in 
struction provided by the cards in the deck. Preferably, 
the deck contains three of each of the cards designated 
100A and 100B, and two of each of the cards desig 
nated 100C and 100D. 

Players not carrying cargo may elect to search for 
"buried treasure' during the course of their travel 
across the board. To obtain buried treasure a player 
must move to Pirates Cove 50 where the player buys a 
"treasure map' to aid him in finding the buried trea 
sure. The treasure maps are shown at 102 in FIG. 10. 
The maps preferably comprise six pieces of parchment 
resembling treasure maps and having the numerals one 
through six, respectively, on them. A player reaching 
Pirates Cove can purchase a treasure map for 5000 
doubloons which is paid to the bank. The treasure maps 
are placed in a stack face down at space 51 on Pirates 
Island, and the player purchasing a treasure map takes 
the top map from the stack. After a treasure map is pur 
chased, the player then attempts to move to Treasure 
Island to search for the buried treasure. Upon reaching 
any of the spaces bordering Treasure Island (with the 
exception of darkened spaces 60) the player throws the 
die, and if the number on the die corresponds to the 
number on his treasure map the player wins the buried 
treasure. Preferably, the buried treasure is in the form 
of a playing piece i04 shaped as a treasure chest and 
placed on space 44 on Treasure Island. The treasure 
preferably is worth 100,000 doubloons. The game may 
include only one treasure 104 which is to always re 
main on Treasure Island and merely be symbolic of the 
hidden treasure, or the game may include several trea 
sure chests which can be taken by the player winning 
the treasure and kept in his possession and thereafter 
used as money worth 100,000 doubloons. If the num 
ber thrown by the player does not equal the number on 
his treasure map, but if the number thrown is located 
on either side of the number corresponding to the num 
ber on his map (e.g., four or six if the number on the 
map is five), then the player receives 5,000 doubloons 
for his effort. Thus, a player searching for buried trea 
sure has a 50-50 chance of at least breaking even. In 
the event a battle occurs with a player having either a 
treasure map in his possession or treasure booty, the 
player having the treasure map or treasure booty runs 
the risk of losing it if he loses the battle. 
Any player who becomes bankrupt or is unable to 

purchase cannon, cargo, or treasure maps has the op 
tion of either leaving the game or choosing to remain 
in the game by turning "pirate.” In the instance where 
a player turns pirate, a playing piece shown at 106 in 
FIG. 11 which resembles a "lolly Roger' flag is at 
tached to the mast of the player's ship so that the player 
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8 
turning pirate may be easily distinguished from the 
other players who are cargo-carrying privateers. A pi 
rate cannot purchase cargo or go to any port. If a pirate 
ends up in any one of the ports he is considered caught 
and must withdraw from the game. The pirate may ob 
tain profits by doing battle with ships owned by his op 
ponents. The pirate can purchase cannon at its regu 
larly established price only when the pirate ship moves 
to space 50 at Pirates Cove 48. Any booty taken by a 
pirate can be sold only in Pirates Cove at 10 percent 
over its value. A player is not able to win the game 
while he is a pirate, although he may first pay a fine of 
250,000 doubloons to be pardoned and then he will be 
allowed to take down his 'Jolly Roger' flag and re 
enter the game as a cargo ship. A player may turn pi 
rate only when he has no cargo, no treasure map, no 
booty, or is unable to purchase cargo, cannon, or trea 
sure maps. He may turn pirate whether or not he has 
cannon. Pirates can search for buried treasure, and pi 
rates may elect not to be pardoned and merely amass 
a fortune. They cannot win the game, and the last car 
go-carrying player remaining in the game after others 
are pirates or bankrupt is the winner. 
Thus, the game involves a substantial amount of 

strategy and skill in determining how much cargo to 
risk carrying in hopes of possibly making a profit which 
the player can then use to purchase more cargo, arma 
ment, and/or treasure maps. A substantial amount of 
strategy also is involved in deciding which of several 
possible moves a player can make after each throw of 
the die. The strategy inherent in the game, together 
with the variety of chance elements involved, provides 
substantial entertainment as well as educational value 
for the players. Additional educational value is inher 
ent in the exercise of determining percentage markups 
in the valuation of cargo successfully shipped to port. 
To aid players in quickly determining the percentage 
markup of a given shipment, a form of slide rule 108 
shown in FIG. 12 may be used. Preferably, the slide 
rule is made of cardboard or a thin sheet of plastic, and 
includes a base 110 having several spaced apart col 
umns of numbers on it representing shipment values. 
The number at the top of each column represents the 
value of the shipment, and the numbers below the top 
figure represent the value of the shipment after it has 
been marked up 10 percent, 20 percent, 30 percent, 50 
percent, 100 percent, and 200 percent. A slide element 
112 adapted to slide back and forth on base 110 in 
cludes a column of numerals representing the various 
percentage markups for the cargo shipments. The slide 
element also includes an opening 114 to be aligned 
with a certain column of numbers on the base associ 
ated with a given shipment value to be marked up. 
After the percentage markup is known from the player 
drawing a Port card, the marked up value of his ship 
ment is shown by a number appearing in opening 114 
immediately adjacent the percentage markup figure lo 
cated on slide element 112. Thus, in the example slide 
rule shown in FIG. 12, a shipment having a value of 
500,000 doubloons when marked up 50 percent is 
shown to have a final valuation of 750,000 doubloons. 

I claim: 
1. Game board apparatus comprising: 
a, a board having indicia thereon providing a course 
of travel extending from one or more starting 
points to one or more points of destination so that 
players can move player position markers about 
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the board from a starting point to a point of desti 
nation, 

b. means representing the equivalent of money to be 
in the possession of each player; 

c. a plurality of articles symbolic of cargo having a 
predetermined value to be purchased with the 
money in the possession of the players; 

d. means for providing indications of a plurality of 
numerically different percentage markups in the 
value of the cargo and for associating a given per 
centage markup with each player who successfully 
moves his position marker to a point of destination 
with cargo in his possession but for preventing the 
amount of each percentage markup from being 
known to each player in advance of his reaching 
the point of destination; and 

e. a plurality of articles symbolic of armament having 
a predetermined value to be purchased with the 
money in the possession of the players for the pur 
pose of enhancing each player's ability to defend 
his cargo from loss enroute to a point of destination 
in proportion to the value of the armament in his 
possession, 

whereby each player must make a business decision 
as to the amount of money to invest in the possibil 
ity of making a percentage markup on his cargo as 
compared with the amount of money to spend to 
defend his investment against potential loss. 

2. Apparatus according to claim 1 in which the 
means for providing indications of percentage markups 
comprise means of chance for determining one of a 
plurality of possible percentage markups in the value of 
each player's cargo. 

3. Apparatus according to claim 2 in which the 
means of chance includes a set of cards one of which 
is to be drawn by each player reaching a point of desti 
nation to provide the player with the particular per 
centage markup in the value of his cargo. 
4. Apparatus according to claim 1 including means 

for providing indications of a plurality of numerically 
different percentage losses in the value of the cargo and 
for associating a given percentage loss with each player 
who successfully moves his position marker to a point 
of destination with cargo in his possession. 

5. Apparatus according to claim 1 in which the arti 
cles representing cargo include indications of value in 
dependent of any specific location on the game board 
so that only the player's purchasing power limits his 
ability to purchase cargo. 

6. Apparatus according to claim 5 in which the arti 
cles symbolic of armament include indications of value 
independent of any specific location on the game board 
so that only the player's purchasing power limits his 
ability to purchase armament. 

7. Apparatus according to claim 1 in which the board 
includes indications symbolic of land masses on oppo 
site sides of the board, and indications symbolic of one 
or more ports on each land mass; and further including 
means for associating the indications of percentage 
markups with the ports indicated on the board. 

8. Apparatus according to claim 1 including an arti 
cle symbolic of buried treasure and having an indica 
tion of value providing a substantial potential increase 
in the assets of a player who obtains the treasure, an ar 
ticle symbolic of a treasure map having information 
thereon for potentially allowing the player to obtain the 
treasure, and means on the board for providing indica 
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tions to be used in conjunction with the information on 
the treasure map for allowing the player possessing the 
treasure map to obtain the buried treasure. 

9. Apparatus according to claim 8 including means 
for providing indications of a specific location on the 
board where a player is required to move before the 
treasure map can be obtained. 

10. Game board apparatus comprising: 
a. a board having indications thereon representing 
land masses on opposite sides of the board, one or 
more ports on each land mass, and marked spaces 
between the land masses for providing a course of 
travel extending from a starting point at a port on 
one land mass to a point of destination at a port on 
the other land mass, 

b. a plurality of differently identified position mark 
ers symbolic of ships at sea to be moved by the 
players from a starting point to a point of destina 
tion; 

c. means representing the equivalent of money to be 
in the possession of each player; 

d. a plurality of articles symbolic of cargo having a 
predetermined value to be purchased with the 
money in the possession of the players; 

e. means of chance for providing indications of one 
of a plurality of numerically different percentage 
markups in the value of the cargo and for associat 
ing a given percentage markup with each player 
whose ship successfully moves to a point of destina 
tion with cargo in its possession but for preventing 
the amount of each percentage markup from being 
known to each player in advance of when his ship 
reaches the point of destination; 

f. a plurality of articles symbolic of armament having 
a predetermined value to be purchased with the 
money in the possession of the players for the pur 
pose of enhancing each player's ability to defend 
his cargo from loss enroute to a point of destination 
in proportion to the value of the armament in his 
possession; 

g. means for providing indications in certain spaces 
of the board symbolic of a net financial gain to a 
player whose ship lands on the space; and 

h. means for providing indications in certain spaces 
on the board symbolic of a net financial loss to a 
player whose ship lands on the space, 

whereby each player must make a business decision 
as to the amount of money to invest in the possibil 
ity of making a percentage markup in the value of 
his cargo as compared with the amount of money 
to spend to defend his investment against potential 
loss. 

11. Apparatus according to claim 10 in which the 
means of chance includes a set of cards one of which 
is to be drawn by each player reaching a point of desti 
nation to provide the player with the particular per 
centage markup in the value of his cargo. 

12. Apparatus according to claim 10 including means 
for providing indications of a plurality of numerically 
different percentage losses in the value of the cargo and 
for associating a given percentage loss with each player 
who successfully moves his position marker to a point 
of destination with cargo in his possession. 

13. Apparatus according to claim 10 in which the ar 
ticles representing cargo include indications of value 
independent of any specific location on the game board 
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so that only the player's purchasing power limits his 
ability to purchase cargo. 

14. Apparatus according to claim 13 in which the ar 
ticles symbolic of armament include indications of 
value independent of any specific location on the game 
board so that only the player's purchasing power limits 
his ability to purchase armament. 

15. Apparatus according to claim 10 including an ar 
ticle symbolic of buried treasure and having an indica 
tion of value providing a substantial potential increase 
in the assets of a player obtaining the treasure, an arti 
cle symbolic of a treasure map having information 
thereon for potentially allowing the player to obtain the 
treasure, and means on the board for providing indica 
tions to be used in conjunction with the information on 
the treasure map for allowing the player possessing the 
treasure map to obtain the buried treasure. 

16. Apparatus according to claim 15 including means 
for providing indications of a specific location on the 
board where a player is required to move before the 
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treasure map can be obtained. 

17. Apparatus according to claim 10 in which the 
game board is marked with a matrix of areas so that, in 
a given move, a player has a choice of moving his ship 
in any one of several directions to thereby provide a 
relatively large number of possible encounters between 
the ships of competing players as they move about the 
matrix. 

18. Apparatus according to claim 10 in which the 
board includes an indication of a geographical bound 
ary line between the two land masses so each player's 
ship must travel from a port on one land mass, across 
the boundary line, to a port on the opposite side of the 
board before the player can obtain a percentage 
markup in the value of the cargo in his possession. 

19. Apparatus according to claim 10 including means 
for designating certain players as the equivalent of pi 
rates to distinguish them from the ships of players who 
are transporting cargo. 
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