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The present invention concerns a game of the kind
in which pileces are moved by the players on a board according
tb ceriain rules.

The game according to the invention comprises a board
comprising of K chains of triangles which are connected
in the angles one above the other. A chain of trianélea is
built in the following way: on a straight line, which is
the base line of the triangles; the triangles are arranged
so that if the i triangle (1 runs from left to right) is
above this line, the (it;)-triangle is under th;t line;
or 1f the j triangle (J runs from left to right) is under
that line the (j+l) triangle is above that line. The i,j
triangles are connected to the (i, jii) triangles, in such
a manner, s0.that the two triangles create two vertex anglas.
The number of triangles ébove that 1line is (n i 1) in relation
to the number of triangleg under that liné which is n.
The second chain of triangles is a 180°‘turn from the first
cﬁain of triangles; the kth chain of triangles is a 180°
turn from the (I(-l)t:h chain of triangles.. The last chain
of triangles has to be a 130° turn ffom thé first chain of
triangles. The angles create rows of‘points, so.that on
the line that forms thg‘basa of the triangles there is
2(n+l) points, if the number of the triangles above that
line is (n+l), or 2n 1f the number of triangles above that
line 1s (n-1). The row of points under that line has n points
and the toﬁ of points above tﬁat line has (a+l) points or
(n~1) points corresponding to‘the number of triangles above
that base line. The game according to the inventilon
comprises also a set of n pieces of one kind and a set qf.(q-l)
pleces of aﬁother kind for -each one of the two players.

The pointslcan be 1ntefc6nnected with gtraight lines

according to m&ny possibilities as has been described above



and horizontally and vergically.

It is preferred that the triangle beiequilateral.

It is also preferred that the board be composed.of
8ix chains of triangles or thirteen rows of points and that
the number of triangles under the base line be n=3 and above
it (n#l) = 4. -

Further, it is preferred that the board be divided into
three sections: two areas which will be called "camps" and one
area ‘which will be called the "battlefield". Each onf of the
two players will have one camp: ‘the first or-tha last
row of n pqints. Between the two camps and the area of
- the¥b§ﬁcléfie1d pass the "border lines" which are the first

. and tﬂe last 2§n+1) or 2n rows of pointas, '

'It is g;so p;eferred that the ﬁoin:s of the tﬁo camps
be distinguished .(by fo;m and/or by colour) fram‘the points
of the pa;tleﬁield and fromlthe points on the b&rde; lines;
" and tha points of‘the battlefield be distinguished (by form
and/or' by cplour{vftom ;he points on the border lines..

The game can also be played with the following modificatiogs
to the board as described above: The board will be compdsed
of rows of poings as described above; the 2(n+l) or 2n rows
of pointp will be connected with straight lines; the n, (n+l)
or 1) rows of points will be connectgd ﬁo‘the.two adjpcent‘
2(ﬁ+1) or 2n rows of points with gtraightllinesvpass;ng through
the pgints of théﬁﬁ;;(n+1) or (n-1) Tows of points creating

- a 90° angle between them and the 2(n+l) or 2n rows of points.

B

The length of these vé;ticalllineq ﬁill be aqual to the distance
between two rows of points. . N o | ‘ ,

- The invention 19‘illust:ated,’by_way’of'examp}e only, in
thevgécOQpanyigg_drawinég in.which:

i




FIG. E§is a scheme fof a board of a game according to the invention
Mdesignéted for n=3 triangles under the bage line and

. (o+l) = 4 triangles above that line and the number of the

tows of points is equal to K = 13.
FIG. 2 is a scheme for a bo&rd‘of‘a.game'acqording to the invention
| .designated for n=3 triangles under the base line and

(n=1) = 2 triangles sbove that line; with vertical lines

- connecting two‘adj§cept 2n = 6 rows of points and the

. number of rows of pointa is’equal to Kel3,

" The board ‘illustrated in FIG. 1 is a composition of

A'6 chains of triangles one above the other. The first chain
of triangles (rqu of points 1,2,3) 4is built from 7 equal'
triangles; thé'fipst triangle (i=1) (2a, 3b, 2c) is above the base
line of the triangle row No. 2; the second triangle (2c, 1d, 2e)
1s under that line; these twﬁ triangles create two vertex angles
at the ppiqt 2¢. The second chain of triangles i3 a 180° turn
from the first chain of triangles and itvis connected to the
firat chain of tfianglee at the points: 3b, 3{,‘31 and 30, creating
at these points 4 vartex angles. The last chgin.ofvtr;angles
(rows of points: 11, 12, 13) is a 180° turn from thg first chain
of triangles and a 180° turn from the 5th chain of triangles.
Row of points "l";form:che first camp and row of points "13"
form the second camp; réws‘of péints "2" and "12" are the
border lines and rows of pointp 3,4.......,.11 form ghe
battlgfield. These‘sectioné are distinguisheQ from each other
by colour and/or form. On th;e board game, two players may
pléy’with three pleces of one kind énd two pieces of another

kind for each one oi the two players..



The board i1llustrated in Fig. 2 ig built inlthe same

way as the board llustrated in Fig. 1, but it has only 5 |
triangles (broken lines and straight lines) two above
the base line of the t;iangle_and three under it, The
double straight'lipeé and the straight lines are another
example of the same board game, but without triangles.:
Row of points No. 2:15 connected with rows of points No. 1
and No, 3 by vgrtical<linea which pass through the points
at row No. 1 and No. 3. The length of the vertical lines
is eqﬁal to the digﬁance between the rows of points. In
"this boa;d‘game'tyo<playeré may play with three pieces of ome.
\kind;and‘dné plece of another kind for each one of the
two Playgrs;

As a practical example, let us dempnstga?e,thevgamev
on Fig, 1; the s;artiﬁg.position of the game ig thejpamps} .
rows of ppints_i and 13; at each point. each player puts one
- of the three pieces of the éirpt kind, which we shall
;cal@ only as gﬁ egémple, "Bo;diers"; also, only as en example,
tﬁe golourfof,the soldiefs_fo: one player will be black -
(and the capp of'hié soldiers willlﬁé ;he‘black‘circiee). ‘~..I
» aﬂd'fprnthe,sgcond player the colour will be white (and the
camp of h193§§1diera will be vhite double circles.) The
two other kinds of'piécps will;beeqalled,'only'as an- -
example "barriers". The player who has three black soldiers
will have two black barriers and the player who has three
white soldiers will have two white barriers. Barriers
are not put on‘the,board;,hntvintroduqed according to
certain rules., The soldiers and the barrie:q-aré~moved
on the board according to the following rules (white

moving fiirst): .



1. The ain of the game 18 to transfer the black soldiers
frqﬁﬁpeir camp to the white camp, and vice versa to reach
a pééition of victdry. (see 14). _
2., Soldiers aia moved from one point (circla‘and/or diamond)
to other points along the lines, which comnnect the points.
3. Soldiers‘can move only forwards or sidewards.
4, FSoldiera of barrierg caunot move to a point which is oceupied
by another pilece.
5. A barrier may be moved to any point from_ény point,
6. A barrier is not allowed to be put.on the pointe ofthe
_camps or on che.pointa of the border lines,
7. Each player may meke in his turn one of the following moves:
a) Move onme goldier two steps (2 points)
b) Move two soldiers one step each
¢) Move one soldier one step and a barrier from one
point to agother point ox vice versa, pi introduce a yarrier.
8. ﬁﬁ‘aoldier cannot move one step to a point and then return to
the ;ama position in the aaﬁe turn.
9. partiete c#n be introduced to the board only once in one
turn.
. 10. A barrier that has been introduced to the board may not be
subsequently 'taken away from the board.
11. 1If a player camot move any of his soldiers when it ie{hié
turn to move, he‘haslto,remove one of his barriers from the
board; he 1@y decide which oné to remove; if he has only one
bar?iat on the board, this barrier must be removed; if he has
neither barrier on the board he cannot introduce a barrier.
Once a barrier 1s rembvedlfrom tha board, it may not subsequently
be reintroduced. Thig is the player's only move in his turn.
12, If a player has ;emovéd the two barriers and he cannot
move any of his soldiers.'the second player will move hig soldiers
until the first playexr is in the position to move his) eoldiers.

13. A soldier stepping out of his camp or stepping into the
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enemy camp, oﬂce’alyeady positioned on the border liné, must
. do. g0 with the minimum number‘of’stépa‘bd the border line; if

the point hekuh;s to reacﬁ 15 occupled by another plece, the soldier
will have to move along the bérder line to the nearest point of

entry or exit. .

14. A position of vi;cory ia'achigved (a) when one of the

players haé succeeded in being'the first to transfer his three
soldiers from his camp to the other player's camp; If each

soldier which.reachee‘:he goal pointlwina one positive point,

then a victory could be one of the following:"S:O; 3:1; ,3:2'

(bi When one of the players transfers one or two of his soldiers
from his camp to ;he other camp end in the gane a situation is
created in which eaéh(f the players can move at least one

of hia‘soldiefa‘oqép&e of the horizontal lines ad infinitum

a victéry of this kind could be: 2:0; 2:1 or 1:0.

15, A position of equality (no victory position) is created when
neithar playar Erénsféfs any of ‘his .goldiers from his camp t§

the other éﬁmp and‘a'éituatiAnlis‘created in the game in which

eacﬁ ofjthe ﬁl&yers‘EAn‘ﬁbve at leasf oﬁe of hiﬁ soldiers

on one of the horizontal 1inés ad infinitum,

As another practical ékample, let us demonstrate 'a variation of

the'gamélpIQYed on Flg. 1 described above; the rules are the same
.except for rule 11 éndl}2‘ahd to'rule:14, aﬁother situation of victory
. 18 addqd.

11. 1If a player cannot move one of his soldiers, because the routes
aré'oécupiedABy the other player's pileces, -in his turn, he must
Temove ﬁhat goldier froﬁ the game. This 18 the player's only move in
his turn. |

12.V'If a player has rEmove§ all his soldiers from the game, the

game 1s finiﬁhed. (See 14(e)). |

i4. (c)” Wheﬂ'one of the players has succeeded in being the first to
' force the other player to remove all his soldiers; a vic;ory of his kind

could be: x:0; x = No. of victorious player's soldiers on the board.




HAVING NOW particularly described and ascertained the
nature of my said invention and in what manner the swme i% éb
be performed, I daclare tha::what 1 EIaim'ia: -
1, A game‘comprieing a board provided with K chains of trianglea
which are connected in the anglea one above the other, wherein-a chain
of triangles 1s built in the fdllnwing way: on a étraiéhé 1ine
~ which’ is the baae line of the trianglee, the trianglee are arranged ao

that if the 1 triangle (i runs from 1eft to right) ie above thie
line, che (i+1) triangle is under that line, or if the i triangle
(i runs from left to right) ia under that line the (j+1) triangle
‘ie above 'that line. the 1, j trianglee being connected to the (4,
j —-1) triangles in such a manner, do that the two triangles
create two vertex anglea, the number of trianglee above that 1ine
being (n -l) in relation to the number ‘of trianglea under thac
line which is n, the second chain of triangles being a 180° turn
from the first chain of trianglna, the Kth chain of :rianglea being
180° turn from che (K—l) chain of triangles, the last chain of
trianglee Being'a 180° furn from thevfirst chain of triangles, the
vertex anglea creafing rows of points so that on the line that forms the
base of the triangléa :here ie 2(n+1) points, if the number of
triangles dbove that line is (n+1), or 20 if the number of the trianglee
above that 1ine ¥} (n-l}. 80 that the row of points under thnt line
.haa n pointe and the row of pointe has (n+1) pointa or (n-l) pointe
correeponding to the number of rriangles above that base line, the game
camprising also a set of n pieces of one kind and a set of (n-l) piecee
of another kind for each one of the two playere. '
2. Boards for a game according to 01aim 1, substantially
a8 deecribed. |

Dated the ISthAMgud; 1988
‘Sam S. Raknver

G §. (llesr?””
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