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; UVe3eUR| 46) T; ?r r - 1 TITLE: THREE- DI MENSI ONAL NOUGHTS AND CROSSES TYPE
OF GAME The present invention relates to a gane, notably to a

t hr ee- di nensi onal noughts and crosses type of gane. BACKGROUND TO THE

| NVENTI ON:  Noughts and crosses, or tic-tac-toe as it is also known, is a
gane in which two opponents each try to conplete a line of three or nore
noughts or crosses on a grid |ayout, wilst at the sane tinme preventing the
opponent fromconpleting a line, by each in turn entering a nought or cross
respectivel yrgnethe gHREE-DHRERSAONAE NOUBETSOANDACRELEESS TYPEt bES game,

but each re ires a line of a specified nunber of either noughts or crosses
(or other of synbols) to be conpleted. For sinplicity, the invention
will be descrlbed hereinafter in terns of the conpletion of |ines of
noughts or crasses In order to t he game mor e chal | 0 it has been
proposed to BFaFrﬁﬁgnﬁaﬁﬁvﬁﬁtﬂﬁpeéegﬁﬁﬁﬁs 8né 8A™Enr BET BE gDFg Fayers, each
havi ng recephaekesimandioukli hoagtisdapdt teblsard tagapbed ghaer.ecei ve a

col oured marbl e or other gane piece. However, such truly three di nensional
ganes are cunbersone and often conplex to play

BACKGROUND TO THE INVENTION:

Noughts and crosses, or tic-tac-toe as it is also
known, is a game in which two opponents each try to
complete a line of three or more noughts or crosses on
a grid layout, whilst at the same time preventing the
opponent from completing a line, by each in turn
entering a nought or cross respectively on the grid.
There are a number of variations of this game, but each
requires a line of a specified number of either noughts
or crosses (or other pairs of symbols) to be completed.
For simplicity, the invention will be described
hereinafter in terms of the completion of lines of

noughts or crosses.

In order to make the game more challenging, it has been
proposed to play the game in three dimensions on three
or more layers, each having receptacles laid out in a
grid pattern and adapted to receive a coloured marble
or other game piece. However, such truly three

dimensional games are cumbersome and often complex to

play.

I have now devised a simplified form of such a three
dimensional game which is compact and simple to play

and yet provides a wide number of permutations of play.
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| have now devised a sinplified formof such a three di nensional game which
is conpact and sinple to play and yet provides a w de nunber of
permut ati ons of play. - 2 SUMVARY COF THE | NVENTI ON: Accordingly, the
present invention provides a gane having the objective that a player should
conplete a row of four ganes pieces extending over at |east two surfaces of
a body nmenber adapted to receive its -gaames pieces in specified geonetric
rel ationship with respect to one another and conprising the conbination of:
a. a cube bgdyMmeyber havi ngvskyIeXposed conti guous planar side faces which
faces intersect along twelve Tines of intersection, which lines term nate
at each end thereof in an apex where three of said faces intersect to

provi de ei ghtcapdeeglyh. theppueakinty iakegdies presedagchogage points

provi ded upon sai d body nenber, each anchora oi nt. bei ng adapted to

e
receive and PB&&QetQGQQP§§Cﬁﬂ¥€et@fFanQ@Pye pSHOYAAd CHBRY ShEnBer i n

speci fi ed geeneblti ¢olel ghineRSPiRCeist Bxitespesy bee@t REr 1gages tRbeces upon
t he body nenber; and c. at | east two series of games pieces adapted to be

recei ved by SS&If@C&ScRér 2gEORYi AE ?be%héﬂépﬁedafP Fﬁ@eéﬁéhéFégéaHS§nts are
provi ded SOEQbﬁe%XE%r@@bbﬂfQ@dtG@oﬁ@@il%E&QQ%tWBﬁ%ﬁﬁb $akd gampecRl eces are
adapted to be carried solely externally upon said body nmenber; a single
anchor age p&PnPiBePRGEIGEared SOTRAER ISP $ARd COMGRP 24P EeST: each of the
side faces carrying azseh@canelyr aganpRe RhWMRGCR ks kpeaked substantially

centrally upon the side face and a single anchorage
contiguous planar side Taces which faces intersect

along twelve lines of intersection, which lines
terminate at each end thereof in an apex where
three of said faces intersect to provide eight
apices;

b. a plurality of games piece anchorage points
provided upon said body member, each anchorage
point being adapted to receive and locate a games
pliece externally upon said body member in specified
geometric relationship with respect to other games
pieces upon the body member; and

c. at least two series of games pieces adapted

to be received by said anchorage points,

wherein:

all the anchorage points are provided solely externally
on the body member whereby said games pieces are
adapted to be carried solely externally upon said body
member; a single anchorage point being located at each
of said eight apices, each of the side faces carrying a
sole anchorage point which is located substantially

centrally upon the side face and a single anchorage



- 3 point being |ocated substantially m dway al ong each of said twelve
lines of intersection to provide for a total of twenty six ganes pieces to
be carried by the body nenber. Preferably, the body is a right cube and for
conveni ence, the invention will be described hereinafter in terms of a cube
body nenber. Such a body nenber has six exposed faces and, preferably, all
six faces are available for use in playsng the game. However, if desired,
one face may be excluded as being the base face upon which the cube rests
and, as suclpoint metingn lexpesed shaee aherialhe pudReses 18hgpleaying t he gane
as described hel qw. Eac face presents a. right square surface which
intersects wirth tWS1d§) addFt £ cé§%F5sF€FH1° &6 REPVSAS K& cdhe. That
corner is amcapax odf ﬂm@at@o@uxn@ﬁh@@ @ dehere et Rirghledsugh tapi ces to the
cube. Two aﬂ;gﬁgntaﬁ¥gfaces intersect along the lines |linking each of the
apices to a Tapex to formthe side walls of the cube and each cube
has si x side malls including the top and bottomwalls of the cube. Each
wal | can be _of Qyﬁﬁyita?#F si ze .and cql our, but mnll typically be from2.5
to 10 cms sGIRTErP YdedNPe®OWhd Sudl FIFRY K806 SR8d fefwar dl y or out wardl y

to provi ded canvaesihel, C thkapeveattibe hady menMiRscribeshi ch case the lines
of |ntersec i on of the exposed surfaces will be curved rather than

strai ght. r@&ﬁ@éﬁ@én&@ CERAs) et CHR WYL ECHESEi bed hereinafter in
terms of a cube havi ng substantially flat wall surfaces. - 4 The

surfaces can be the exposed surfaces of a solid body, for exanple a die
cast, extrud¥d¢or r TRBREde 835l S4t C*PQEE€ %t agefaéRidned wooden or et al
cube. Howevelireflt@piyhe amay she Fahels awenprhen smade By lisekijpg together six
flat square panels of a suitable material to formthe side walls of the
cube. If deSlPYdNIstds FoAE-| SRVEYSE cdt KESHESE  bPNEnAFCEi MEYnget he wal |
panel s to OR&ANARER sUBNG S ¥heaBla@ S e RGFEHRI Al eAg eagR edge of the
panel, or by means of a stemor cup extending normal to the plane of the
panel and eR§EFiSnGnirt RSa S¥ehr &S S@Ppsit e¥prded masSedorotted within the
resul tant cuhepdsesa ofFaiptliaGihar |tY1eprg%§n%r hed d%@@:‘%@b@%mbelbbee cghen s formed
in two halves as hol |l ow noul dings which are a snap fit engagenent on one
anot her to f&CH PHESEHHSI &t & 1ghe SANGL Sc SHFERICEN ! lcﬁhéntﬁﬁéﬁpﬁén will be
descri bed hgrehnalicendiR e @k s t30lrodnC4P@ o rhRe 64D hieS RV ded with
anchorage points by which games pieces can be secured to the body nenber.
These anchof&d3é FEIREE d&naPar@ek Wfdéheakgeyomepbems andesdrdengrepon t he
nature of the aeMescpi 6ps esedo ThS cuble a%‘a%@g%c%lt“%ug‘%éc%%ke the form
of a netal disc or the l'ike where the ganes piece’is provi with a
magneti c foéPtGﬁS@F@ea&@ﬂgath@r1Wﬁ@ﬁellﬂﬁén@u§é0hsOﬁa@@efﬁ@#ﬁ&s to

ferro- magnetinC 5 I e +an aAge PQi a a break
in the paint or@g%ﬁgb%sﬁf%gcg%fﬁﬁgghgﬁg %ﬁgkcﬁggl%hpghkg ent%%‘gédthe
posi ti on at e@fPckUSechag magnéeide yadds pilasduiddngotbe &bbi rad to the cube.
The anchor a%%tﬁ%hn%am?c)é bakenet bebef,or ﬁ%chf% 19X0R! 8e20¢ §60f the hooked
portion of a hook and eye type fastening, the games piece - 5 carrying
the correspSiditalley &156r enencodpuyi cOuferdal Mymewedlyi bei rpreferred to
provi de thejascher age chy ga%@§eof trhe qRugh b, t tﬁggggqﬁE@% of,ca stem carri ed
by the games piece in a socket or recess in the r or vice versa.
The gane pléééhﬁﬁylﬁéaﬁééwe@rlQU§U§¢ﬁﬁdnt@yp#@Xﬁ§edfaa baypsheticype

mounti ng, bihaBel KoCth@NEBUSnkhbeks Y3URh1ESRLES! 26E0RY neBOB CONVeNi ence,
the invention W |l be described heréinafter in terms of a ganes pi ece
havi ng a sh&ﬁ%eﬁﬁé§élWﬁ| O itheackppeedosupdslresi willht beacyovkdt in the body
menber . SucQa&BE%rtﬁ@aagk@glgh%nksF%@dc%99%§&§ €an RROLnQAR Ukl abl e size
and depth. If desired, where’the cube is m from a sefies o pane
menbers, th&idBakr é&ﬁcéabﬁ¢ hergdnalfitgresineneirng pifnaocubeghandnghe socket
can have a capkeapendhAg %gg%aha?hogu§9 Eggt the shank and its pin can pass
through the aperture in"the pane prOV|8 by the recess. The ganes piece
can then be | ocked in position by twi sting the ganmes piece about the

| ongi tudi nal axis of the shank to carry the radial pin out of register with
the radial slot. Alternatively, the sockets can carry circunferential ribs
whi ch engage radial ribs on the shank of the ganmes piece to provide a snap
fit or screwfit locking of the shank in the socket. The shank and the
socket are preferably of a generally circular cross section. However, they
may have other forns, for exanple a squared or triangular cross section, so
that the ganes piece adopts a fixed orientation with respect to the body
menber once the stem has been engaged in the socket.



. - 6 For convenience, the invention wll be described hereinafter in terns
of a body nenber carrying a plurality of circular sockets into which the
cylindrical shanks of pins carried by the games pieces engage as a friction
push fit. The gane of the invention is characterised by the |ayout of the
anchorage points upon the exterior of the body nenmber. It has been proposed
in US Patent No 4, 129,303 to forma sol4d-cube and to provi de ganes pi ece
anchorage poi nts upon the surfaces of the cube. The anchorage points, are

laid out inmdeCemveRidedNdanded thl teRid @ @Gt aeR0SHd of aca ief the cube
with playing Iines joining_the anchorage points extending fromone face

onto an adj tr 2 SXa8ReFer?, HEnE3ST 1t RS TINARE &Fe SRt Bo¥léedocat ed at

the apices @flalshe CuR®e0loron HhRRHiines wloddh ¢ aRe waldupef. the cube
intersects another. In the present invention, by |ocating the anchorage

poi nts at tHEOWEiStes B (HEDHIRY MEnFetCdd@Waimeiesdt "G€ &Y each |ine of

i ntersecti on jkRHWRLR AR ihaGa% t0Ts JulkE e Pade 13AES PiseGRIPTRY be
positioned on the "bod nber at positions at which they can form

_ y ne c

conti nuous MaHES 1kt Fydmed fiheces deodidldd ot NEwE B -norld adj acent
exposed suri@GaSed,n Sutf GAHR1QWARGRY 236 RY Ratid @Ak Alrilthe n@pi ces of
t he body menber, games pieces |located in themcan formpart of Iines of
ganes pi ecedhex i IS 6N & Cayr SoR@ odh eth &t sgdjda Savit abilife $ s iimder sect i on

and/ or ont o xR ONE Ry erPUREYr VROI/ANACEST AS RS Wr o there is a
greater nunber of possible |ines which can be conpl éted as conpared to a

cube where HEWSeSU eedsncdmbadryedt é@ dhiey blangn@fortdige Rgdiedt s wit hin

the plan  Qffarfafdeh vR0seddAcs1 ISUBDRY WRHA nenfsf erred
enbodi ment of the’invention, anchorage points are | ocated one at each apex,

one nidvay diosideshet thilme thie ineserldeatt onbend die ac@artdlqulargon each
exposed surfAcE S0 RF etnf?)oQiri?n\é'ﬁQ:e, e RPRSIHY & ARRONLR0§ OIS 0 each

exposed face of the body, with possible Iine of ganes pieces extending from

one exposed dad@ldovamoadidkicas wisds ad ef acenapxifdidiengaalemegta dn ne of
i ntersecti orgm%ng[n%rth%ry Qoﬁ;}oggds_%%%ntco:ﬂﬁﬁ%t%f Jupler secti on via an apex or

any conbi nation thereof. ired, stead of a three by three grid
pattern for acdnwardemdeonsghef itvernddciformddd e dtescasibagst descri bed, the

grid patter @le@ﬁrg%t%s:yq?lgﬁtre'gﬁng for examle LlyLee by four, or may contain

nore than three points, nple a four by four or five by five grid
pattern. For conveni ence, the invention will be described hereinafter in

term of thady fgld ad IRA M 1Tee Bdrdl ROt iesatilhed. The
anchorage points are preferably all the sane 'so"that any games piece can be
attached to samesamcirsreageoibet sedowmererto ithedésidvedienties .andiersege poi nt's
may be of difiHSMad WAt AN THE HiRR NLSILWR 4, are awar ded for
usi ng an api ca aného age point in a larger layout ganme. It is also
preferred t epeariod nax peed theces tofret ke Bddy geenssepigle hsache sane,
al though thayymy e of, diddefello 6ol s AR P Suidace d extiures so that
initially only dertain ganes pi eces can-be attached to a given exposed face
so as to proMisde cadding dridle odrepleexitey gamash@igare.is proyided with

a magnetic foot or vice versa; or where, the cube is

made from a ferro-magnetic material, the anchorage

point can take the form of a break in the paint or

other surface finish to the cube which identifies the

position at which such a magnetic games piece is to be

affixed to the cube. The anchorage point may take

other forms, for example a disc of the hooked portion

of a hook and eye type fastening, the games piece



+ The games typically involves attaching two series of games pieces to the
body nmenber by two players in alternate turns in an attenpt to create a
line of four or nore simlar ganes pieces, whilst at the sane tine bl ocking
a line being created by the opponent. The series of ganes pieces can take a
wi de range of forns, for exanple nushroomtops of different colours, pieces
with round or cruciform heads or other sore conpl ex shapes. As stated
above, the ganmes pieces are typically in the formof a pin or stemcarrying
a distincti vargatg Ithdeyrebpdidie)y dyd g thlaaelcy MePhyrdhe game

si mul t aneously using the requi site nunber of different series _ of ganes

pi eces. As stOHEY®Tabdve,lst RESIRFERT &P CIRHE B @O TRIFolght s and
Crosses type3ae J vt Phshl 3% erifdmintt @ Clealt@nd dair1e f Yyhei r ganes
pi eces whil st bl ocki ng ancharage points which woul d enabl e their opponent
to create aGhendaFr YIRS Dildcds SO HreMEcEHs smiy? B&eapsidved to
variations eleréih & G8HR vedlsLXaARPIL MY i W ARy Ik LR Lrhgat ed by
two intersecting lines or where nore than one line i's to be created on a
body nenber P@érlrgﬁﬁorﬁ’g Mormeanrarr fa & Megens; ttybee Meund ipett &4t & anchor age
points. The Gan® iRy RIsIO £V alyv @ LAALY & ANYQl-dgpval of opponents ganes
pi eces as with draughts or O hello, thé junping of Oopponents ganes pieces
as with Chinese Chequers, and the upgradi ng of ganes pieces when certain
posi tions ordhe PR IRIHRET 3L iQQLHYIF 35 11N e aughtSprelhe i nvention can
be applied to a wide range of such games and is not limted to noughts and
crosses. Fuhi&immiden Ha Janes of ag gamep ipdheslevdaidmne ehadhanko pl ayers or
may be played L% qr3Qle iR &y & dMidrShuldhe Aiveanidon hasheen desg i bed
above in terns of a ganme in which two players attach games pieces openly to
t he body nmefssly FEMedt- orfelqhl dyde rcan Idad neh sthagtksaciideros Kedve been nade
by the ot her. | ayelor the IAMEUIY B BeARRIJERD ta (RS fidy whi ch ganes
pi ece attachnments are carried out wi thout the other player being able to
see what at tvheneeihe take Heemageddnom id sedigiserofsage lofmerfrengane. To
this end, i i.rahl i rowt lip, on or

ot herw se rgtnht%?g%?kgﬁri%]& S:lsgrv%\/rﬁc %a?rigggé%%ft%%g%ingﬁ%e o\g‘oc}&gcngr%ﬁer from
vi ew by an difysors@ske tDESORINETEON O rFidE PORMANNGS:adA adarstlicdulsar Ibhagr ef er r ed
enbodi ment qf, { game, t.he j:nv i j 1L b e i . way of
illustrati o%hv% Fﬁlar espéﬁ lﬁ% tﬁhlg] ?%gfo%as\rllgyitr%%%\ﬁgw%r%sSa:i##\?ﬁl:}ceﬁ)iﬁ gure 1 is
a perspect i \nevipamnedf ool dryr yiheg telve senc hdiheg @ peisntes. eas garhr ee by
three grid tier Fi 21 i grgmm;-i .l t Vi f two
forms of ga%,%etnpibe%celdfcg{;érdctjs%1 \ﬁ%tsﬁ‘tt 021 (]:O be olfsctﬁ'?l u\rlcglel; |egsu g\gf%l S a

di agr ammat i @beruds $hse dtargn tudigegh axies adbdahef shiagkr ol cshrowi ridpeone f or m of
constructio . he .cuhe; gune .4 j.5.a r tive vi.ew of a cube
formed fromq:'ta\?\{)lal%o%lglw %écl \?)ggrle% %ﬁ%\ﬂ r‘iJQLSt(glutt\jl!\}ger gﬁg%lﬁ(?()ln\ef'elftf'aces to the
cube. - 1@ 1PESCRIIFHION OReT e dRRERERRED dEVBODIAVENTmM B ndddl nenber

conprises a Lﬁbsew%-t&vigggﬁs serdfs 10f,; %eqh%q%r%gaocfest%,g%m , etc.
The cube can be machi ne ?Joeméa1 scsﬁjl I &lﬁ%g}k or can be rradehfr méa%seri es of
i Nt er - engagimigasqiar @nvarigles .a Anaghdwt iar Bogavwe 3t tlvesd nyard] $h30, 31, 32
can each cardy gn ;inweydly didiect ar, S‘?k tergmnat ing, i all 34. The
balls 34 are ansna'-1L|cI)1 fit ima central ssplal er gg SO t hat eheaar]:ltém 36 of each
panel bear s pagdiarstb itvhe fr iamg@nhegfa ldiy adjragd@r gaesls tsedtdrom.a snoot h cuboi d
body. However, they may have other forms, for example a
squared or triangular cross section, so that the games
piece adopts a fixed orientation with respect to the
body member once the stem has been engaged in the

socket.



- Each face 1, etc carries a nunber of anchorage points 10, both
substantially centrally upon the face and symetrically |ocated about the
peri phery of the face on the apices 20 of the cube and along the |ines of
intersection 40 of adjacent faces. These anchorage points are sinple
cylindrical bores or apertures in the surface of the cube 1 directed
towards the centre point of the cube.-1§ desired, the apices 20 and the
lines of intersection 40 can be flattened to provide a planar surface
around t he anhagereindess theas rshowidm wHilguie hHesdraned he cube is
formed froma series of .abutting nel.s 30, etc, the anchorage points 10
are forned é’serseéﬁa-fgcierrcﬁnartqrﬂlfeﬁfita\ RIS L ke gerifhéry of each panel
so that theylnegilster o tdi earlra8s pRYkdtg iindentlicmsnen adj acent panel s
when the cube iis assenbled to form,the anchorage point 10. As shown in
Figure 1, tﬁé’%ﬁﬂ?‘d@&g%@%%%% B &Y aF?’tenrgé@%yHlfﬁCé*é grid with
poi nts | ocateijarfe @aChH aeet2®rofpudte faube, centrally al ong each |ine of

i ntersection 40 between adjacent faces of the cube and - 11 centrally
upon each exposed face of the cube to provide a total of twenty six

anchor age painy fauRon Akheivhwintiages OfcHdie auha.schepliad ng pi eces
conprise a stem50 which is a push fit wthin the bores of the anchorage
poi nts 10. ARYB¥Hsh RSN ELTHIHRAING pirted s €X3dicdedt ¢4éh being
di stingui sheddly ridddeshape tan@d/ 0] YHopgdsdda hernd kG Ned by the stem
50. In playi ng ther%%arre, a first player inserts the stem 50 of a playing

pi ece from t4e 49 4& ifm @ FalHe wolke dMa e AT EgIIEMt X at the
centre of ongfe theddmere gfoiirftts_erm it AhrfHies ick ttheensiyee that the
first player can be defeated by his opponent. The opponent then anchors a
pl ayi ng pi ed& S rORNIHE e RHA ter ide i1 ithAWerd rarfc ke §R SN, and so on
in alternat Ry es il AN RIBKSIPIMS ReLYMIeld RGiR hWing of four

pi eces, at least one of which in |ocated in the anchorage point O in the
centre of omdafihe IE§fosdd Flaed st A @se RYLEPEl fenslidtbr age points

have been fidJlgfd Md ol idderaPlRYRIceadg a ddi&er,a ffr@W.od N the
formof cube shown in Figure 4, the exposed faces of the cube are outwardly

convex as sHdéth e aifge RNt fagrard®aRteshad fihe iang assgetthéhe wo hol | ow

hal ves of theudiRg cH&rHLiNnhLetMesh e 4P «Nd Rat tgm halyes s shown as
circunferential Iine 60 around the waist of the cube. The start point for

t he gane is ind@nsaqted anptditghor dde the mrogent identd@n.t By | i nes which

each player 1candyld A ML R FEREs at he RIAKRS @GN bR ieprified on
the surfaces of the cube, for exanple as scored or painted |ines.

Al ternati velMgmies sisvdt i @sguraaes on 1eadh ddqicaf batiaraadtlicand by rai sed
lines 61 muyAed RN UrdAc8 Ofr iR CUlR dydnig idisJmnylAacty e. The

cube 1 and the playing pieces 50/51 can be made. romany suitable
mat eri al s, RASIEIAAF® An e Mgl mankey et ines ifdwnded tivdsitdhe, | f

desired, thﬁcsﬂbg,gd:%élf&fm the PR RIRGES, 168D g}gﬁne@%efae@“ wood or netal,

and the ste fromanother material, for exanple plastic, to provide

vi sual vari éigfated heQjarisy giredeyre adjacent exposed surfaces. In
the case of anchorage points located at the apices of

the body member, games pieces located in them can form
part of lines of games pieces extending along any one
of the adjacent lines of intersection and/or onto any
one of the adjacent exposed faces. As a result, there
is a greater number of possible lines which can be
completed as compared to a cube where the games pieces

can be located only in anchorage points within the plan



.- 13 CLAIMS: 1. A gane having the objective that a player should conplete

a row of four ganes pieces extending over at |east two surfaces of a body
menber adapted to receive its games pieces in specified geonetric
relationship with respect to one another and conprising the conbination of:
a. a cube body nenber having six exposed contiguous planar side faces which
faces intersect along twelve lines of-imtersection, which [ines term nate

at each end t her eof

in an apex where three of said faces intersect to

provi de ei ghirapidessadh exgddialidae of @A teca RNChOAGE DaidY S

provi ded upon sajd body nenber, each anchorage point being adapted to
recei ve and q“&?ﬂlé“ed‘tgéhfestrtﬁ é&v%}&%alquW%ﬁﬂrﬁo%f%@er in
speci fied gaymitdds drd aft QsdH ipMat,h JriRspeGwd Y DR SHES LS upon
the body nenber; and c. at | east two series of games pieces adapted to be

received by dHSF

SHFAHAET G D AR SR dih:URPH §afd &Hidfsithe points are

provi ded solf]prd eydald e Ppidie RO e sy s W eersidbdamndy eces are
adapted to be carried solely externally upon said body nmenber; a single

anchor age pditht®

& fFRBEs P Fadh o d witghtPossiikde ddeh B the

side faces caimed ot FHIIHATE d0idHe WigdEdS dReated stibstantial Iy

centrally upon the

r~ - 14 side face and a single anchorage point being

| ocat ed subStEHRGHEY PHRIURREY BBy BEAN VNS APt V19 1’Es of
intersecti onrtQ ¥ idsh faid Aot Brilo An tavedert X iGaTRsE pi eces to be

carried by the body

nenber .

interséction via an apex or any combination thereof.

If desired, instead of a three by three grid pattern

for the

locations of the anchorage points as just

described, the grid pattern may be asymmetric, for

example
points,

pattern

three by four, or may contain more than three

for example a four by four or five by five grid

For convenience, the invention will be described

hereinafter in terms of the preferred three by three

grid layout just described.

The anchorage points are preferably all the same so

that any games piece can be attached to any anchorage

point.

However, if desired, the anchorage points may be

of different types, as when extra points/rewards are

awarded

for using an apical anchorage point in a larger

layout game. It is also preferred that the exposed

faces of the body member all be the same, although they

may be of different colours and/or surface textures so

that initially only certain games pieces can be

attached to a given exposed face so as to provide

additional complexity to the game.



2..A gane as clainmed in claim1, wherein the anchorage points are provided
by radially orientated recesses in the surface of the body nenber, and the
ganmes pi eces conprise a head nenber having a shank nenber extending axially
t her efrom whi ch shank nmenber is adapted to engage in the recesses. 3. A
gane as clained in any one of the preceding clains, wherein the body nenber
is asolid nenber. 4. A gane as clainedgis any one of clains 1 or 2,
wherein the body nenber is provided by two interengagi ng holl ow nenbers. 5.
A nmet hod of playing a game in which a player attaches playing pieces to
anchorage points in specified geonetric arrangenent relative to one anot her
on the exter®® J&MeadePdfcagd WodyVirdser alitasHiRe SHiCeSEti€SoPfconpl eting a

l'ine of playaiesPideRe XL RMNBRG axtche byuithac @10y dfae jhody nenber,
wherein: a. the body nmenber is a cube body nmenber having six exposed
conti guous PH&FNSdd UrEGes DWRINC B HEEERS b9t ersade &l dig e Wwél V@YY nes of

intersecti o,y W@ di18% 1t ¢aRats RlesfaGhilst b2 t@Rd SLher dfd N an apex
where three of said faces intersect to provide eight apices; and b. the

anchor age p&ilRCKiade aprdvicddeiag erpadedeyalthe GpONSAItd bdd® nenber, each
anchor age pQidit Reigig Rdrrt ¢d e of 8%8i vaxand LAcR!t 8.3 QanBSs fAeee _
external | y upon said body nenber in specified geonetric relationship with
respect to diHerXgamds Flusbasom taritedft dittheisady s, &1¢ces a single
anchorage pejinty ir$urRC e Al iGach Pleaddl &rei@e ARKGRS cfRAROf the side
faces carries a sole anchorage point which is |ocated substantially
central |y upd@beife sifde sttaded aheve sith§l damecheiegesp@ingt is | ocat ed

substanti al Iy, giidway, alongeachlosal ¢tV e €Sy 1injt g section to
provide for atotal "of twenty six ganes pieces to be carried by the body
menber: anddistinctive head. 1If desired, three or more players

may play the game simultaneously using the requisite

number of different series of games pieces.

As stated above, the invention can be applied to a
noughts and crosses type game in which players attempt
to create a line of their games pieces whilst blocking
anchorage points which would enable their opponent to
create a line of games pieces. The invention may be
applied to variations of such a game, for example where
a cross is to be created by two intersecting lines or
where more than one line is to be created on a body
member carrying more than a three by three grid pattern
of anchorage points. The game may also involve capture
and/or removal of opponents games pieces as with
draughts or Othello, the jumping of opponents games
pieces as with Chinese Chequers, and the upgrading of
games pieces when certain positions on the body member
are occupied as in Draughts. The invention can be
applied to a wide range of such games and is not

limited to noughts and crosses. Furthermore, the games



d..the objective of the gane is to conplete a row of four ganes pieces
extendi ng over at |east two surfaces of the body nenber and is achi eved by
attaching playing pieces to the anchorage points on the body member . 6. A
method as clained in claim5, characterised in that two players play the
gane by attaching games pieces in alternate turns to the anchorage points
of the body nenber. 7. A nethod as claiged in claim®6, which involves the
capture and renoval by one player of playing pieces attached to the body

menber by thgWilRiolve mbfre Mr¥erwd plAyEihet & i FG ey Hyalam 6

whi ch involves the junping of the other player's playing pieces. 9.

net hod as clS8%fe®Ld¥sd-ai m 6 which invol ves the upgrading of a playlng

pi ece when certain anchorage points on the body nmenber are occupi ed by that

pl ayi ng piece., 10. A gane substantially as herein before described with
reference t #HS taddenpaAntg A ddisnigen described above in terms

of a game in which two players attach games pieces
openly to the body member so that one player can see
what attachments have been made by the other player,
the invention may be applied to games in which games
piece attachments are carried out without the other
player being able to see what attachments have been
made until a later stage of the game. To this end, it
may be desirable to provide the body member with clip
on or otherwise removable shields which screen surfaces

on the body member from view by an opponent.

DESCRIPTION OF THE DRAWINGS:

A particularly preferred embodiment of the game of the
invention will now be described by way of illustration
with respect to the accompanying drawings in which
Figure 1 is a perspective view of a cube carrying the
anchorage points as a three by three grid pattern,
Figure 2 is a diagrammatic elevational view of two
forms of games piece for use with the cube of Figure 1;
Figure 3 i1s a diagrammatic cross-section through the
cube of Figure 1 showing one form of construction of
the cube; and Figure 4 is a perspective view of a cube
formed from two hollow halves and having outwardly

convex faces to the cube.
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exposed square faces 2, 3, 4, etc. The cube can be

machined from a solid block or can be made from a
series of inter-engaging square panels. As shown in
Figure 3, these panels 30, 31, 32 can each carry an
inwardly directed arm 33 terminating in a ball 34. The
balls 34 are a snap fit in a central spider 35 so that
the rim 36 of each panel bears against the rim 37 of an

adjacent panel to form a smooth cuboid body.

Each face 1, etc carries a number of anchorage points
10, both substantially centrally upon the face and
symmetrically located about the periphery of the face
on the apices 20 of the cube and along the lines of
intersection 40 of adjacent faces. These anchorage
points are simple cylindrical bores or apertures in the
surface of the cube 1 directed towards the centre point
of the cube. If desired, the apices 20 and the lines
of intersection 40 can be flattened to provide a planar
surface around the anchorage points 10 as shown in
Figure 1. Where the cube is formed from a series of
abutting panels 30, etc, the anchorage points 10 are
formed as semi-circular indentations around the
periphery of each panel so that they register with
corresponding indentations on adjacent panels when the
cube is assembled to form the anchorage point 10. As
shown in Figure 1, the anchorage points 10 are located
on a three by three grid with points located at each
apex 20 of the cube, centrally along each line of

intersection 40 between adjacent faces of the cube and
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centrally upon each exposed face of the cube to provide
a total of twenty six anchorage points upon all six

surfaces of the cube.

The playing pieces comprise a stem 50 which is a push
fit within the bores of the anchorage points 10. At
least two series of playing pieces are provided, each
being distinguished by the shape and/or colour of the
head 51 carried by the stem 50,

In playing the game, a first player inserts the stem 50
of a playing piece from the first series into the bore
of the anchorage point X at the centre of one of the
lines of intersection 40. This is to ensure that the
first player can be defeated by his opponent. The
opponent then anchors a playing piece from the second
series in another anchorage point; and so on in
alternate moves until one player wins by completing a
line of four pieces, at least one of which in located
in the anchorage point O in the centre of one of the
exposed faces of the cube; or all the anchorage points
have been filled without either player creating a line

- a draw.

In the form of cube shown in Figure 4, the exposed
faces of the cube are outwardly convex as shown and the
cube is formed by snap fitting together two hollow
halves of the cube. The joint between the top and
bottom halves is shown as circumferential line 60
around the waist of the cube. The start point for the
game is identified as anchorage point X. If desired,

the lines which each player can build up with his games

dE:/ 100
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pieces can be identified on the surfaces of the cube,
for example as scored or painted lines. Alternatively,
as shown in Figure 4, the lines can be identified by
raised lines 61 moulded into the surface of the cube

during its manufacture.

The cube 1 and the playing pieces 50/51 can be made
from any suitable materials, for example an extruded or
injection moulded plastic. 1If desired, the heads 51 of
the playing pieces can be made from wood or metal, and
the stems 50 from another material, for example

plastic, to provide visual variety to the games pieces.
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CLAIMS:

1. A game having the objective that a player should
complete a row of four games pieces extending over
at least two surfaces of a body member adapted to
receive its games pieces in specified geometric
relationship with respect to one another and
comprising the combination of:

a. a cube body member having six exposed
contiguous planar side faces which faces
intersect along twelve lines of intersection,
which lines terminate at each end thereof in an
apex where three of said faces intersect to
provide eight apices;

b. a plurality of games piece anchorage points
provided upon said body member, each anchorage
point being adapted to receive and locate a
games piece externally upon said body member in
specified geometric relationship with respect
to other games pieces upon the body member; and

c. at least two series of games pieces adapted to

be received by said anchorage points,

wherein:

all the anchorage points are provided solely
externally on the body member whereby said games
pieces are adapted to be carried solely externally
upon said body member; a single anchorage point
being located at each of said eight apices, each of
the side faces carrying a sole anchorage point

which is located substantially centrally upon the
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side face and a single anchorage point being

located substantially midway along each of said
twelve lines of intersection to provide for a total
of twenty six games pieces to be carried by the

body member.

2. A game as claimed in claim 1, wherein the
anchorage points are provided by radially
orientated recesses in the surface of the body
member, and the games pieces comprise a head member
having a shank member extending axially therefrom
which shank member is adapted to engage in the

recesses.

3. A game as claimed in any one of the preceding

claims, wherein the body member is a solid member.

4. A game as claimed in any one of claims 1 or 2,
wherein the body member is provided by two inter-

engaging hollow members.

5. A method of playing a game in which a player
attaches playing pieces to anchorage points in
specified geometric arrangement relative to one
another on the external surface of a body member
with the objective 0of completing a line of playing
pieces extending across the surface of the body
member, wherein:

a. the body member is a cube body member having
six exposed contiguous planar side faces
which faces intersect along twelve lines of

intersection, which lines terminate at each



109 ()-Y glOo%& ()-S3910%&' () - F10%&' () - KK$LL/ MWMz[ <PE: 8 "~ 010%&' () - S+

109 ()-'5@910%&' ()-!?@910% {& ()-'5,10%& ()-SI @O0%& ()-sMNNNNNNNP_=8 ! +
3109&' ()-!! 3109& ()-!3&MLO%&' ()- 10 10 10 " 3' 109 () -

0109 () - SPQZRRRSSS} A<, = 10ss!: S 310%s& ()-s0

- 15 -

end thereof in an apex where three of said
faces intersect to provide eight apices; and

b. the anchorage points are provided solely
externally upon said body member, each
anchorage point being adapted to receive and
locate a games piece externally upon said
body member in specified geometric
relationship with respect to other games
pieces attached to the body member; and

c. a single anchorage point is located at each
of said eight apices; each of the side faces
carries a sole anchorage point which is
located substantially centrally upon the side
face; and a single anchorage point is located
substantially midway along each of said
twelve lines of intersection to provide for a
total of twenty six games pieces to be
carried by the body member; and

d. the objective of the game is to complete a
row of four games pieces extending over at
least two surfaces of the body member and is
achieved by attaching playing pieces to the

anchorage points on the body member

6. A method as claimed in claim 5, characterised in
that two players play the game by attaching games
pieces in alternate turns to the anchorage points

of the body member.

7. A method as claimed in claim 6, which involves the
capture and removal by one player of playing

pieces attached to the body member by the other
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8. A method as claimed in claim 6, which involves the

jumping of the other player’s playing pieces.

9. A method as claimed in claim 6 which involves the
upgrading of a playing piece when certain
anchorage points on the body member are occupied

by that playing piece.

10. A game substantially as herein before described

with reference to the accompanying drawings



