Conmput er ganme The present inventiom retates to a conputer gane provided
wth ag : rd and gy; cgnnected thereto for c | ane
facet's. %pgél%\%ggys ther__ung§H‘];al%§ﬁeelnReqa 8‘#7puter ganes or CSIETED% e%@gsyg

assi sted ganmes havi ng agﬂmﬂ - subj ects and ganes to be played on
a ganes' board. It is an ol resent invention to provide an
alternative conputer game with which in a sinple manner the gane can be

- played 10 by one or nore persons. For this purpose g4 Nnventi on provides
a conputer game provided with a games{F—bod and,apeeRPlit e  connect ed
thereto for controlling gane facets, 8 115 having a first
nunber of side edges and a second nuniler_Q =1 as, each playing
area containing an activation el ement Connected with the conputer, in

whi ch oper agdmigut8e gaievation el ement activates or deactivates a certain
game facet, ‘and having a mark device for separately 20 displaying a
nunber of distinctive marks, said nunber of distinctive mark correspondi ng
to said first nunmber of side edges, each nmark device being connected to the
cor- resporthegprasentatimrert borntrelatest to theconpniteer gumk bprogided

operabl e by 1 ct] L pn, el n nd/ q .er each _side
edge cont al tPﬁgg adélr?%%rd?)gﬁu eérn&o% (gp)oé&rpaq?eﬁxgnén%éﬁgcgéfi (ﬁ;@%’?ﬁ %gf?ﬁe
conput er f ororrdliingggemeddasstiant i ng certain gane facets. As each

pl ayi ng area can di splay a nunber of distinctive marks, a gane assisted by
the conputer or_a conputer chip can be played on the 30 ganes' board by a
sane nufberNOWAGRYES e tdIOKRE t RESHIHRGTHS (FSMPHEEKY JFREK SOT TIROMRHEET 0~ be

pl ayed depegglsi #belihegames 2-havpganare draated viar-ildtsy Cofpubabjeetkheasli p
in which certain gamr%faCﬁts an _be_ activat e% or ﬁ'geaf{fi yat ed Y Poer ating
the activat§UReRI &fetSs BnAYSF e Jp8PUtPng P8I, is an cbject of

the present invention to provide an alternative computer

game with which in a simple manner the game can be played
10 by one or more persons.

For this purpose the invention provides a computer game
provided with a games’ board and a compute connected
thereto for controlling game Ffacets, said games’ board
15 having a first number of side edges and a second number of -
playing areas, each playing area containing an dctivation
element connected with the computer, in which operating
the activation element activates or deactivates a certain .
game facet, and having a mark device for separately
20 displaying an equal number of distinctive marks as side
edges, each mark device. being connected to the cor-
responding activation element and to the computer and
being operable by the activation element and/or the com-
puter, each side edge containing a third number of
25 operating means for operating the computer for activatihg
or deactivating certain game facets. As each playing area
can display a number of distinctive marks, a game assisted
by the computer or a computer chip can be played on the
games’ board by a same number of players as the number of
30 distinctive marks. The game to be played depends on the
programme loaded in the computer or the chip in which



In US-A-3,888,491 an el ectroqLé;@‘gpggyi%Sdé%ESed for the remote
transm ssioh and display of dame nmpgs gdkgeal tiine in which one or nore

el ect r onWO 788 gane consol e = , bhch  havi n@CTANLIgMOSSuar e
chess ~ board. 10 Positioned beneath each of the 64 squares on each '
console, there is located a display um t2 which on proper ener- gization is
capabl e of producing a display inmage of any one of the ganme playing

pi eces. Legrtaini rgamerfadetgr erndebet agsivdtedacty phepetivihtielde Qune to
sel ectivelypdpat $AYSCLAkS A8RYFELEBnPC REMAARE CahhY ok aeﬁéeraggr%wﬂbone
square to another as well as to selectively create or ell mnate those™piece

i mages at HP@B8tected squares. Logic circuitry is further provided in which

a plurality of board square nenory el enents, at |east one for each square

20 of _the board, stpre coded represenfations of the_playi i ece .i.mges,
and wRer el A® %“besregﬁ‘p@fgt §8FonRe J@‘?‘P{ﬁ'ﬁ?‘%ré’&‘ b a‘é%‘b%ghge’a%%%'ég

whi ch facisctaer,t headhsphayivatday veslemeate ibeEegataa paven sfjuathe

Addi ti onal LC Ckrguitrsi V4 rising at | east one tenporary 25
st or age rresrr‘jf)ir)gé{eif e%é%t’- tsae?ﬁ\%is%&'%‘é%da%%ejar%%r%/éés orage for the coded
representation of a playing piece transferred fromone square to another,
while an eQpPbiALLEVELIY,T khedl QEndR0 t QREFAN tid hey t rgimsd £64 Pf GimbgR0E
only to those destination, ,squarés either at which no jnage Is cufrently 30
di spl Afed, PeRrdr FAFRH2ZRF IVREICH & 1GRFHY RIS dppvePnBRtErRyer is

di spl ayed. Thus US- A- 3,888,491 relates contrary to the present inven- tion

: h f ch ' ' h a f 35 he. ch
bi ecos (ol EbHaRR GRSEEONA" o OneSmelib e el yeeeBRiBd R BYPng

area. Thi presentoigyenitivgr whihgde cdescribedobyhevaynvefit ieanpilevhonh t he

nunber of pne- PRgidli SHENClNE NRE 0 bgyli spkayugdeon g&g | area

corresponds to '?tht-i-l_nu%er ofh si de éﬁréé o?ct e ggées'e boar_&n%%g anes'

boar d1’ an IRPEESPREJRE h BOPoUttr%eRdi t3 yBhysical games’ board: wit _ '
push-buttons and a computer integrated therein. - _ g

Q

Theépresent invention will be describéd-qn_the basis of a
gamés' board with four side edges and four distinctive
20 marks per playing area, so that four players can play a
game, it being so that the computer can freplace one or
more players, but it will be clear that the games' bbard
can have three, five or more side edges, and that each
playing area can therefore display three, five or more -
25 distinctive marks. In addition, the computer game accor-
ding to the invention will be elucidated on the basis of a
"Go"-like game to be played by four players, it -being
clear, however, that depending on the computer program,
i.e. the software, the computer game is suitable for
30 playing one or more other games.

The computer game shown in the figure is provided with a
games’ board 10 and a computer 11 integrated therein for
controlling certain game facets. Although the computer is

35 shown as being integrated in the games’ board, it can also’
be a separate unit which is connected to the games’ board
via a line.
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screen, each activation elenent being a part of the screen l.e. a
di spl ayed ng area. Alternatively, the ganmes' board is ph sr cal
ganes’ g%&’%ﬂ each activation el ement being a push- buttéﬁ"NW

enbodi rrents of a conmputer ganme. according to the present invention w II be
descri bed by way of exanple on the basi¥ -of the figure, the figure
schematical |y 15 representi Rﬂta top view of a physical ganmes' board wth

push- but t o8 FRMEE o nPRRER At 8d fixsteintmh$e pfesdfie | AddREi dR mi | |
be descri bgg, om4 heah@siis,of ia geHES' emiocdimshth fouF, srﬁmeege%e@&& our
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it will bewhiehr ahat dimpomeds'in baardqnaneha\/Eheh'mmbérv@ﬁ)rpm" irrgde Cee

edges, 5 and, Lhat £Ch,BRYIQ0 A8 CARANELSIOLS, Uiahia L Pendd V] o1

nore 2 distinctive e conputer ganme accor- di ng to
t he i nventvariablle .bcALORG| G@t‘-‘é’d Gn sqreamspgnéfl%ra@d-on.r ke geernde b?e

pl ayed by {puanBLAXS Br dfoéveiéwalsé&abnehe\yewsmﬁlr@t €588 Ndipene
conput er program I .e. software, the Conputer ganme is” suit Ie

for 30 pl@Yi Beoﬁé‘“@r tr?orb@ (ﬁll?éfe%arres The conputer game shown in the
figure is provided with a ganes' board 10 and a conputer 11 i ntegrated

t herei,n fo ntr lli.ng certain facets. Al huhthe ter is 35
shown s pErfl | REaY BB, c8FR2: nedflRicR b aar Rush Bifnoh s 00 Whidh ol o
uni t whi chconnecnaéct'ed tudhe heoggntsr bdard Rmazlaetmamee, eamm OB By ATty

PCT/ NL97/ Oggga “Hag The g\%%kﬁ dQ%Eg 19 ']ﬂ?ra eco r%aiﬁﬁe 1%5]7%)@?:%0'%?? 12,

13, 14 a in this ment tfour, and a
ar eas AI t8APBl PNMOGTs QiR inet Eve WATKE ase thiepssae i ald esqeisre@, The

nunber of playi ngoarar At IEive asmabRscONE], gurla;tlomé ornegd bynt hemd s
variagie. ZLongiihiN SndgddhentO i gun 2t Ik 2o YgeBice 9 is con-
nected to the corresponding push-button and to the com-
puter 11, in which, depending on .the operation of the
push-button and/or the . compui:e‘r 11, the mark device
displays one of the distinctive marks.
| In the exemplary embodiment shown each push-button is
round and disposed in a square playing area. However, the
present invention is not restricted to this and the push-
button as well as the playing area can, for instance, have
25 any given shape, and the piaying area can also be formed
by the push-button itself, for example.

Letters, numerals, symbols, projecting £flags or other
figures can be used as distinctive mark, but a colour that

30 can be clearly seen from all side edges of the games’
board, regardless of the direction of perception is
preferably used. '

A further improvement of the perceptibility of the dis-
35 tinctive mark is obtained in that the mark device contains
a fluorescent element, for instance a lamp or a LED for
displaying the colour in a 1light emitting manner. For



triangul ar or cross-shaped one is possible, too, depending on the gane to
be played. 10 Each playing area contains a push-button 20 which is

connect ewo 98/191s8 conput er 11. Furthernore, each playi ng arraeTivi97/6058%r k
device 9 .for separately displaying an equal nunber of distinctive marks as
there are side edges, i.e. four distinctive marks 16, 17, 18, 19 in
the 15 exenpl ary enbodi ment shown. Each mark device 9 is con- nected to the
cor r espondéhgppaytingut fouwr acdlbarshe fmm egamplell,a i maxki da;v:.(ibﬂ)ewﬂi:l‘ig on

t he oper at t n h ter the, mark
devi ce disp %yg'fao&i) rﬁls%‘gjdlés |€£éf{:r%’r:'lé Srzg.%ﬁg‘ét ‘hé* w’é%bl%r@ U=
enbodi rrenttoal-'rO\bEDaachpwshhblnwmntWOstonandaEﬂ@.d|@powetlhl e sthoee-

pl ayi ng arganeHnygvgrhe NS ALIIHe TS HA L Hé su_&% restricted to this and

~the push- button as well as the playing area can i nstance, have 25 any
gi ven $hape, and the playing area can al so be formed by the push-button

itself, foa eempalct 4edtaser- Hﬂliéhah& Bt Sr @amé eehnnbd | 96a Phe@t her

figures ¢ be us di stinct our that 30 can be

clearly sgﬁx e%qat%?’dég eBgE Ehé""d%r?é'% °g 2y ERH ég%t%’Fl"t‘:He

di recti on ahdpeplapingn tilse poeﬁ:meﬁgiqndis@l fAubanBh:elntl nplemeﬁentumaei- he

percepti bi {:hgy aghtrt& Stg3r. 35 tinctive mark is obtained in that the mark
u

devi ce contarn orescent elenent, for instance a lanmp or a LED for
di spl &P ng the colour in a light em tt] ng manner. For WO 98/ 19758
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one | anp and fouyr CO|O@1 lters or LED's, or, with a four- tone LED, or
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and D, for operating the computer in order to activate or
15 deactivate certain game facets. The operating means, such- -
as push-buttons, touch controls or switches, for instance, °
can have a start, a reset, a help, a correction and an
o.k. or an acknowledge function. Likewise the ‘side - edges
can have operating means for selecting certain computer -

20 functions, such as selecting the game type, the standard - . = -

of the game, giving help service and the like. Preferably. =
suchlike operating means 11A to 11lE are arranged on a
central operating position on the games’ board 210, as
shown in the figure. T
25 |
Sc as to provide each player with game information, such
as the current score, the indication who’s turn it is, a
suggestion for a move and so on, every side edge 12, 13,
14 and 15 is provided with a display screen 12E, 13E, 14E
30 and 15E, for instance a LCD screen for displaying game
information.

Preferably at least one of the operation devices 12A, 133,
14A and 15A of each side edge is provided with a mark
35 Dbelonging to one distinctive mark of a playing area, to
specify which side edge, i.e. which players belong to
which mark. Preferably this one operating means is a

-



by manufacturing each push-button of transparent material and placing the
correspondi ng fluorescent el enent under the push-button. 10 Each side edge
12, 13, 1WOHHSM8 of the games' board 10 contains a third rREENLEIHF0589

operating neans per side edge, four in the exenplary enbodinent, referred
toas AL B, Cand D, for operating the-cbnputer in order to activate or 15
deactivate certain gane facets. The operating nmeans, such as push-buttons,
touch cont tHPIRALGRE cRBSh-byttpasundex, whirchadkere siar 8, fiucesscent

hel p, a CcoldiRGidrY, aPEr 28xAmp1eOhnAREACKRRWhCEHR LYIThirONn [l 56, t he
si de edges can have operating neans for selecting certain cohputer 20
functions, such as selecting the gane type, the standard of the gane,

?i vigg hel pfamwi chimdahhee:tkérk]plafyef?ea&am&ytcblfi kﬁ@?ﬁf&ﬁﬂd%fe%%l?o
o) re op.a.central operating . position o e, gapes' hoar :
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suggesti on Vi n AdLV, [ edge , 15 1s

ot o0 ded WELRRESTS FR8NEon? MhadEddes! 2, °38° 14, Al 28, BicbEnha,

LCD scr een tor tBEs pF QY+ nPIRYRES nf FiesReEHivedief edabl this |axamnplbme tdfe t he

operation gavudiRfsdedft &E3MouksA Bddl, 1pAuel, 8ACIN & d8nAUGSrden Pr Qe Wi th
a mar k"sq35 tbeI r;g! ng _to one distinctive mark of a playing area, to"specify
whi ch 51 de é‘é’&g', i, 8re,iisad prey Sty S ARk h Fack PlayiRrgbRFeshi s

one oper at ithgmeeostaina a MErR8/dES/ATE 9, with, in this case, four
PCT/ NL97/ 0 r.ans ent op - hut der_.which there is a uor escent
el ement, f %?%Zéar%pa?lq’epgén' LE%), Hvﬁ\nat ?'%t tﬁf?}c:)%qg' 3T GRS ﬁ%ﬁfeAf YE\EL&PM &
exenpl ary gFeca iloiglvis i eespepuivelyame 5 according to the present
invention will be elucidated on the basis of a "Go"-like game to be played

by four . . '
y 15 When sw:.tch_:.ng on the games’ board 10, by operating push-

button 11a, for instance, the computer 10 activates all
mark devices 9 of all playing areas Al to H8 to allow each
colour to emit light for a short period in order to check
whether' there are any defective LED’s. By pressing button
'20 11B the game type can be selected, which game type appears |
on the LCD screens 12E to 15E. By operating the operating
means 11C to 11E only' human players can be selected,
although the computer can play for a player, the game
level or playing strength of the computer then being
25 selected too.

Upon starting the game the computer 11 causes the LED’s in
the push-buttons 12A to 15A to flash and selects at random
which player may commence. This player’s LED, say the
30 "red" player 12, keeps on flashing, whereas those of the
' other players go out. In the meantime the computer 11 has
set up the initial playing situation on the games’ board
10. As a result of the respective LED lighting up, the
playing area D4 is red, D5 green, E4 blue and E5 yellow
35 in this initial situation. It is the turn of the "red"
player 12 and he presses a push-button to trap one of the
other players. The red player 12 presses the push-button



pl ayers. The four side edges 12, 13, 14 and 15 correspond to the four

pl ayers, respectively. In this exanple the fluorescent colours red, blue,
yel | ow aND B#/388 respec- 10 tively, are used as distinct iRCI/NEH70858Each
pl ayi ng area then contains a mark device 9, with, in this case, four LED s
17, 18, 19 and 16 for emtting red, blueé yeIIOM/and green lights, .
respectlvely 15 Wen switching on the ganes' board 10,. by operating
push- butt®f PLRYIMG aKeRaRde, ThRe COMMERF 18 F@dosniaes| thiarRSdew ces

9 of all phaviRdedieamolle tankB 1,93 PbhOMs CAHY & OGN mbAn@N 6f| 'éJhtsofu?lrd
short period_in order to check whet her there are a%%bdefectl Ds. By

pressi ng bAPEIRT2PEEARTHLYahbBet D ELFeER SR (IPSGHVERt xms yged
appears onptngreIzCchwcﬁfks 4RE bpelREinBy n@mrsatwmmheohe&pt Engcirdans 11C

for a @ ayepd Ehe RS Eet FBadBedrkhsl Blayind Hillhg "o OB GRS FAT R AL
bei ng 25 séﬂeshed-nt aed Usprosdart tpg sblw g&mh heovsspoanr beé 1madeseThehe
LED' s in tbsdm@gw t.‘ﬁé‘spﬂ-ggség the %efs‘s@%‘%e BOS@E eﬁié ra&@gw' ch

pl ayer may co layer's LED, sa kéeps

on flashi nﬁhem&ftﬂ%g oﬂqeﬁe QR h%la%l‘h%rswﬁélajtthq nr? cLERARt Ofe t he
conput er 1ﬂ=.h€a%t&f§r Lplaiﬂgngna&ka@ds Rl | Barsed UBEIEQN e tAed UpMBFerbaadr d

10 S Gelinbpilldi RABSCHLYE, Lo LAY, e I DB S eg R 1
the turn oé.ftlee.r 'mmlrﬂhplthgeerréd ABD h:ef ppiagiaga gresh- Bat todrert ogdeap omne of
L ooy oBEBYLrEoENS ! hd XS pIg PR cae! BE LS ore  VOnld 19758
as. an |nco‘r=héctr6ﬁ)v%EEnG’ rﬁﬁcasewme@ tﬂprr@@ﬁ‘éléfloasééfuncﬁ}anbiér me¥esage
on the L@tﬁére@éﬁl%ﬁaﬁibsﬁﬁ%enﬁhﬂstthﬁbé&'ﬁYQhelszék%Ii%@Pe&ﬁ@ ng
means with the help function t he, co uter causes.the a reas
D6, Fé5 andsw&tf’g‘ JProm the red I:r:]]c.jay nB turn to that é)é &1
player 13 is indicated by the red LED under press- button.ﬁ\
12A going out, and the blue LED under press- ~-button 13Aa -
flashing. As the blue player 13 cannot make a move with
which to trap another player, the computer 11 permits him -
20 to occupy a playing area which borders one of the playing-: -.---
areas already held. The blue player 13 can thus occupy
playing area c3, C4, C5, Ce6, D6, E6, F6; F5, G5, G4, G3,.
G3, F3, E3 or D3 by pressing the corresponding press-
button and then acknowledging his move by pressing press-
25 button 13A. The plaYers can thus in turn occupy a playing
area until at the end of the game all the playing areas
are taken. The computer 11 then calculates which player
holds the most playing areas and indicates that he is the
winner by causing the. LED (12A to 1S5A) in gquestion to
30 flash and/or by displaying a message on the LCD screen,
accompanied if so desired by a suitable tune.

During the game it is possible for a player to correct a
move, by operating an operating means with a correction
35 function. A time limit can be linked to this correction,
so that correction is permitted only up until the moment
the following player acknowledges his move by operating



flash in red in order to show which noves can be nmade. The red player 12
presses the press-button of playing area F4, the LED of which goes on

f1 ashi ngVOR#P&8 he red LED s of the other playing areas aPETMUPHBSYf f .
The red player 12 10 acknow edges his nove by pushing his press-button
12A, after which the red LED of playing &rea F4 then goes on continuously,
and the blue LED of E4 is turned, off, while the red LED of E4 is turned on
cont i nuous?P¥ESByLREEORD\VAR! t HOR cdingkapee -haknt A itioppedreturaing eto

pl ayer. Thﬂqé51n$.\M1taClh fsieﬁathanr efrdbatypr w&:.ll.%ttU% yPnghathef clibeehtue

pl ayer 13 is |nd| the red blil% ﬁﬁ press ton,12A goi ng out, and
t he bl ue Lﬁ?‘%n&é‘ -bﬁ?t?ﬁ’sﬁs‘ ashithy. CRL ¢ %Iﬂéaﬁleag?ﬁr 189¥&nnot
make a nower Wihh avie clyot.o Rd:apthrist hearpdsey et het feongortpes egaﬁx&a peri be hi m

a ary or of
aI r eady hﬁdﬂy "#ﬁghb&{e@% ayer m%ﬁgég t sé%tg%g agl% P\g’ﬁér ea @R@gns
C6, D6, E&oWs, atzs:veasnemomd CEsH3, fgac@nom b9rprla53n:wga t#eparate
corr eSpO“‘B}%@r n@&ﬂé)n é’é@htﬂﬁﬁhagﬂp%fdghégrgbét”%éﬁ’ cFHé‘SSBgr ca

press- tton 3A. The pl ayers can thus in turn occup a y1 ng

until at tFRFeHALIBE tRSrgaﬁ'QV&II R plAA nFerwas & t%keIPF-”l%e g8mput er
11 then caitthat esnWiroh whaye ti dfanid ccd® e prayumgdar eas and indi cates
t hat {lg is the winner by causing the. LED (12A to 15A) in question to 30
flash™and/ or by displaying a nmessage on the. LCD screen, acconpanied if so
desired b)AJetlmilghblthet meﬁli@nghabebmm descesipad sohl eheorbasis agér to
correct a r p n th C ti 5
function. :?%m & géaén ?ﬁke%ﬁé :Esa@c%’rl\rmelct |b%n 8&E§?ha?ﬂg§'rrectl on
is perm tt%“@ht?ruﬁam |4C<¥¢Péd3h%ﬁeﬁp ttﬁ@ fm¢$ﬁﬁ1ﬁglﬁl"§§l§ﬂ-°@cm kayes his

nove by Ol?cﬁitﬁ’étaﬂs ot‘z’&?S/é&?ﬁlments,_ so that a large number of
PCT/ NL97/ 00589 - pr.es %gutt i.nst anc | n_addi g ondsret urning to

the ihPti H3UeH u&f“‘inor]i’? =i V\hFF‘sta‘{ﬂ%?i% t e cHRPER( it Pen i s

possi bl e; digpslagpedt ake aplaoechesermielve screen, so that touching a
part of the screen which forms the playing area having the
same consequences as pressing a press—button

20



conputer ganme can be 5 provided with one
singl e operating neans which co t@,L,%s, T =nentioned reset functions
or by twove®p49m8e operat.i ng nedns, e%%@?m'rm&sggﬁ f the r SANENTB®0ns. -
By returning per nobve, one can 'ei:uﬁ&iihg':ﬁb:q“:)'hi or me situation from where
t he game can be resuned. 10 Although the Tnve has_been described on
the basis of the exanple described abov&-it will be clear that a conputer

ganme according to the present invention can have nunerdihﬁsbqeh&sBeenRe laced
E@I

or in one go. For this purpose t

enbodi nents, so that a |arge nunber of 15 ganes can be p ' tion,
t he ganmes' board can be displayed on a touch-sensitive s " :

t ouchi ng a@3@&¥mebf the screen which fornms the playing area havi ng
consequences as pressing a press-button. 20 EPO- DG 1 .15, 09. 1998
Clainms 1. Conputer gane provided with a ganes' board (10) and a conputer

(11) connected thereto_for__controlli gane face ai_ d gapes' board
(10) havi nd"a.g?mp’é?eﬁuﬁﬁg‘ra (ﬁr%‘f’o%ecgdgégﬁ( R it 14’58%% a®s&E8hd
nunber of phutdmgednnacted theket®) foractnpralilhggagame (faceBy, said
cont ai ni ng L Lan t (2 n L Eh 4. c er 1.), In
whi ch opergalr?thegsct hiégé‘(%t&l v}ggt“?%ﬁ elae_rrggr'ljfﬁge( act\il\e\)/gt gslrgg)e_r : gggg%t ia\’/lgcties?)a
certain gamedonet pumber hafi RlayiRg k sgedAse epdl fRIa¥EREr Axgy con-

di spl ayg ng & {HHRE aRf adb $1hBioh0 e 1ehent Mdifedtdd wWilth 18he18bmpaitdiunber
of distinct)ve parks %16, 17, 18, 19) coyrespondi to said. f.irst nunber of
si de edges i owhigh (gperafing, hhay aCHVATLCR 9 B RNSRE ¢ AfrdoERes o The
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10 the corresponding activation element and to the computer

same

and being operable by the activation element and/or the
‘computer, each side edge containing a third 'number:';- of
operating means for operating the computer for activating ..
" or deactivating certain game facets. '

2. Computer game according to claim 1, in which the games’
board is displayed on a touch-sensitive screen and each .
activation element is part of the screen.

20 3. Computér game according to claim 1, in which the ac-
tivation element is a push-button. ' ' -

4. Computer game according to claim 1, 2 or 3, in which
each mark device has as distinctive mark a separate
25 colour.

5. Computer game according to claim 4, in which each mark
device has a fluorescent element for displaying a dis-
tinctive mark.

30
6. Computer game according to claim 3 and 5, in which each
push-button is transparent and the corresponding fluores-
cent element is located under the push-button.
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7.. Conguter game according to any one of the preceding clains, in Whl ch at
| east one of the operating neans (A, through E) of each side edge
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9. Computer game according to any one of the preceding
claims, in which each side edge contains a reproduction
part for displaying game data.
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