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©  A  board  game  (1)  has  a  circular  playing  area  (2)  diamet- 
rically  divided  by  two  orthogonal  bars  (3,  4)  to  thereby  form 
quadrants  (A,  B,  C,  D).  Each  of  the  quadrants  is  divided  into 
nine  points  (A1-A9,  B1-B9,  C1-C9,  D1-D9)  and  alternate 
points  around  the  playing  area  have  the  same  colour,  but 
the  remaining  points  in  each  quadrant  are  of  a  different 
colour.  The  game  may  be  played  by  two  to  four  inclusive 
players  each  allocated  a  particular  quadrant  and  a  set  of 
counters  (AC,  BC,  CC,  DC)  is  provided  for  each  player.  The 
counters  are  initially  arranged  in  predetermined  positions 
and  the  object  of  the  game  is  for  a  player  allocated  to  one  of 
the  particular  quadrants  to  move  his  counters  having  the 
same  colour  as  his  differentiating  colour  segment  back  to 
that  segment  and  thence  to  bear  the  counters  off  the  board; 
the  first  player  to  bear  his  allocated  counters  from  the  board 
being  the  winner. 
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b o a r d   game  (1)  has  a  circular  playing  area  (2)  diamet- 
rically  divided  by  two  orthogonal  bars  (3,  4)  to  thereby  form 
quadrants  (A,  B,  C,  D).  Each  of  the  quadrants  is  divided  into 
nine  points  (A1-A9,  B1-B9,  C1-C9,  Dl-D9)  and  alternate 
points  around  the  playing  area  have  the  same  colour,  but 
the  remaining  points  in  each  quadrant  are  of  a  different 
colour.  The  game  may  be  played  by  two  to  four  inclusive 
players  each  allocated  a  particular  quadrant  and  a  set  of 
counters  (AC,  BC,  CC,  DC)  is  provided  for  each  player.  The 
counters  are  initially  arranged  in  predetermined  positions 
and  the  object  of  the  game  is  for  a  player  allocated  to  one  of 
the  particular  quadrants  to  move  his  counters  having  the 
same  colour  as  his  differentiating  colour  segment  back  to 
that  segment  and  thence  to  bear  the  counters  off  the  board; 
the  first  player  to  bear  his  allocated  counters  from  the  board 
being  the  winner. 



This  i n v e n t i o n   r e l a t e s   to  a  board  game  which  is  a  Backgammon-l ike 

game,  but  which  is  an  e x t e n s i o n   of  Backgammon  in  much  the  same  way  a s  

hexagonal   and  t h r e e - d i m e n s i o n a l   Chess  are  e x t e n s i o n s   of  the  game  o f  

Chess.  The  term  "board"  as  used  he r e in   is  meant  to  inc lude   any 

s u i t a b l e   form  of  support   means  which  may  for  example  be  made  from  one 

of  ca rdboard ,   wood  or  c l o t h .  

The  game  of  Backgammon  is  well  known  and  for  d e t a i l s   as  to  how  to  

play  Backgammon  r e f e r e n c e   may  be  made  to  "Win  at  Backgammon"  by 

Mi l la rd   Hopper  publ i shed   by  Dover  P u b l i c a t i o n s   Inc,  180  Varick  S t r e e t ,  

New  York,  N.Y.  10014,  ISBNO-486-22894-0.  As  d e s c r i b e d   in  t h e  

fo reno ted   p u b l i c a t i o n ,   Backgammon  is  e s s e n t i a l l y   a  board  game  for  two 

p l aye r s   u t i l i s i n g   a  square  or  r e c t a n g u l a r   board  with  a  s e r i e s   o f  

twelve  i s o s c e l e s   t r i a n g l e s   having  t h e i r   bases  fac ing   each  p layer   a l o n g  

opposing  s ides   of  the  board  and  with  a  bar  ex tend ing   from  one  p l a y e r  

to  ano ther   and  b i s e c t i n g   the  t r i a n g l e s   of  each  p l aye r .   Thus  the  board  

is  a r ranged  such  that   six  i s o s c e l e s   t r i a n g l e s   are  provided  with  t h e i r  

bases  fac ing   each  p layer   in  one  hal f   of  the  board  which  may  be  d e n o t e d  

"whi tes"   home  t ab le   and  "b lacks"   home  t ab le   r e s p e c t i v e l y   ( a s s u m i n g  

white  and  black  counters   r e s p e c t i v e l y   are  used)  and  on  the  o ther   h a l f  

of  the  board,   are  six  f u r t h e r   i s o s c e l e s   t r i a n g l e s   having  t h e i r   b a s e s  

d i r e c t e d   toward  each  p l aye r .   The  t r i a n g l e s   for  "whi tes"   home  t a b l e ,  

say,  are  numbered  1-6  from  the  r i gh t   hand  side  of  the  board  (as  viewed 

by  white)   and  b l a c k ' s   i s o s c e l e s   t r i a n g l e s   in  his  home  t ab le   a r e  

numbered  1-6  from  the  l e f t   hand  side  of  the  board  (as  viewed  by 

b l a c k ) .   The  remaining  i s o s c e l e s   t r i a n g l e s   on  the  side  of  the  board  

a d j a c e n t   to  white  and  black  r e s p e c t i v e l y   are  given  v i r t u a l   numbers  7 -  

12  i n c l u s i v e   and  r e f e r r e d   to  as  " w h i t e ' s "   or  " b l a c k ' s "   outer   t a b l e  

r e s p e c t i v e l y .   The  term  " v i r t u a l   number"  has  been  employed  s ince  t h e  

i s o s c e l e s   t r i a n g l e s   in  the  r e s p e c t i v e   outer   t ab l e s   are  not  in  f a c t  

numbered  on  the  board.   With  such  an  a r r angemen t ,   the  i s o s c e l e s  

t r i a n g l e s   are  given  a l t e r n a t e   co lours   in  a  con t inuous   d i r e c t i o n   a round  

the  board,   so  that   t r i a n g l e   1  on  " w h i t e ' s "   home  tab le   may,  f o r  

example,  be  coloured  white,   whereas  the  opposing  t r i a n g l e   in  " b l a c k ' s "  

home  t ab le   numbered  1  may  be  coloured  b l a c k .  

White  has  white  counte rs   and  these  are  set  up  as  f o l l o w s :  

5  coun te r s   on  w h i t e ' s   home  tab le   numbered  6,  



3  coun te r s   on  w h i t e ' s   o u t e r t a b l e   v i r t u a l   number  8 ,  

5  counte rs   on  b l a c k ' s   outer   t ab le   v i r t u a l   number  12,  and 

2  coun te r s   on  b l a c k ' s   home  t ab le   N o .  1 .  

Black ' s   coun te r s   are  set  up  opposing,   i . e .   f ac ing ,   w h i t e ' s  

c o u n t e r s .  

The  ob jec t   of  the  game  is  to  throw  a  pair   of  dice  so  that   i n  

accordance  with  the  rules   of  the  game  of  Backgammon,  the  counte rs   ( o r  

men  as  they  are  c a l l e d )   of  white  and  black  are  moved  to  t h e i r  

r e s p e c t i v e   home  t ab l e s   and  thence  to  be  borne  off  the  board;  t h e  

winner  being  the  f i r s t   person  to  bear  a l l   his  counte rs   off  the  b o a r d .  

The  ru les   of  Backgammon  are  well  known  per  se  and,  if  r e q u i r e d ,  

f u r t h e r   r e f e r e n c e   may  be  made  to  the  fo reno ted   p u b l i c a t i o n   "Win  a t  

Backgammon",  the  con ten t s   of  which  are  i n c o r p o r a t e d   here in   by  way  o f  

r e f e r e n c e .  

It  wi l l   be  r e a l i s e d   that   the  game  of  Backgammon  is  r e s t r i c t e d   t o  

being  played  by  only  two  p layers   and  that   a  p layer   has  to  get  h i s  

counte rs   through  his  opponent  t e r r i t o r y   or  board  to  get  them  to  h i s  

home  t a b l e .  

The  p resen t   i n v e n t i o n   seeks  to  provide  a  board  game  which  may  be 

played  by  two  to  four  i n c l u s i v e   p l a y e r s .  

According  to  the  b roades t   aspect   of  th is   i n v e n t i o n   there  i s  

provided  a  board  game  for  two  or  more  p layers   i n c l u d i n g   a  s u p p o r t  

means  marked  with  a  p laying  area,   the  p lay ing   area  being  d iv ided   by 

bars  to  thereby  form  four  or  an  even  number  of  more  home  areas   each  

sepa ra ted   one  from  another   by  a  bar,  each  home  area  being  d iv ided   i n t o  

a  p l u r a l i t y   of  marked  p o s i t i o n s   of  a l t e r n a t i n g   co lours   so  that   no  two 

ad jacen t   marked  p o s i t i o n s   are  the  same  co lour ,   one  colour  being  t h e  

same  in  a l l   home  areas  with  the  o ther   colour   being  a  d i f f e r e n t   hue  i n  

each  home  area,   a  set  of  coun te r s   for  each  said  another   colour  and 

having  a  l ike  colour   t h e r e w i t h ,   each  set  of  coun te r s   having  a 

p l u r a l i t y   of  coun t e r s ,   one  set  of  coun te r s   being  provided  for  e ach  

p laye r ,   and  a  pair   of  d ice ,   whereby  in  p lay ing   the  game,  a  p layer   i s  

a l l o c a t e d   a  p a r t i c u l a r   one  of  said  another   colour   and  the  coun te r s   a r e  

i n i t i a l l y   disposed  about  the  support   means  in  l ike   fash ion   for  each  

p layer ,   the  p layers   take  turns  in  throwing  the  dice  and  in  dependence  

the reof   move  the  coun te r s   a l l o c a t e d   t h e r e t o   into  the  home  area  marked 

with  a  colour  a l l o c a t e d   to  said  p laye r ,   and  a  p layer   s u b s e q u e n t l y  



bears  off  the  coun te r s   a l l o c a t e d   t h e r e t o   from  the  support   means,  t h e  

f i r s t   p layer   to  bear  his  a l l o c a t e d   coun te r s   from  the  support   means 

being  the  w i n n e r .  

According  to  another   aspect   of  th is   i n v e n t i o n   there   is  provided  a 

board  game  for  two  to  four  i n c l u s i v e   p l aye r s   i n c l u d i n g   a  suppor t   means 

marked  with  a  c i r c u l a r   p laying  area,   the  p laying  area  b e i n g  

d i a m e t r i c a l l y   d ivided  by  two  o r t h o g o n a l   bars  to  thereby  form 

q u a d r a n t s ,   each  quadrant   being  d iv ided   into  nine  segments  o f  

a l t e r n a t i n g   colour   so  that   no  two  a d j a c e n t   segments  are  the  same 

co lour ,   one  colour   being  the  same  in  a l l   quadran t s   with  the  o t h e r  

colour   being  a  d i f f e r e n t   hue  in  each  quadran t ,   a  set  of  coun te r s   f o r  

each  said  another   colour   and  having  a  l ike   colour   t h e r e w i t h ,   each  s e t  

of  coun te r s   having  a  l ike   p l u r a l i t y   of  c o u n t e r s ,   one  set  of  c o u n t e r s  

being  provided  for  each  p l aye r ,   and  a  pa i r   of  d ice ,   whereby  in  p l a y i n g  

the  game,  a  p layer   is  a l l o c a t e d   a  p a r t i c u l a r   one  of  said  a n o t h e r  

co lours   and  the  counte rs   are  i n i t i a l l y   d i sposed   about  the  s u p p o r t  

means  in  l ike   f ash ion   for  each  p l aye r ,   the  p l aye r s   take  turns   t h r o w i n g  

the  dice  and  in  dependence  thereon  move  the  coun te r s   a l l o c a t e d   t h e r e t o  

into  the  quadrant   marked  with  the  colour   a l l o c a t e d   to  said  p l aye r ,   and 

a  p layer   subsequen t ly   bears  off  the  coun te r s   a l l o c a t e d   t h e r e t o   from 

the  support   means,  the  f i r s t   p layer   to  bear  his  a l l o c a t e d   c o u n t e r s  

from  the  support   means  being  the  w i n n e r .  

The  manner  in  which  the  coun te r s   are  moved  are  g e n e r a l l y   s i m i l a r  

to  that   of  Backgammon,  known  per  se,  a l though   there   are  some 

d i f f e r e n c e s   in  the  ru les   as  noted  h e r e i n a f t e r .  

P r e f e r a b l y   the  colour  in  the  segments  is  provided  in  the  area  o f  

an  i s o s c e l e s   t r i a n g l e   having  the  base  t he reo f   touching  the  r ad i ce s   o f  

the  segments  where  they  i n t e r s e c t   the  c i r c u m f e r e n c e   of  the  p l a y i n g  

area ,   and  in  a  p r e f e r r e d   embodiment,  the  apex  of  the  t r i a n g l e   i s  

p o s i t i o n e d   at  s u b s t a n t i a l l y   two  th i rd   of  the  rad ius   of  the  s e g m e n t .  

P r e f e r a b l y   the  a d j a c e n t   p l aye r s   move  the  coun te r s   t he r eo f   i n  

opposing  d i r e c t i o n s .   Thus,  the  d i r e c t i o n   of  moving  coun te r s   f rom 

a l t e r n a t e   quadran t s   is  the  same,  i . e .   c lockwise   or  a n t i c l o c k w i s e .  

Advantageous ly ,   the  segments  of  each  quadrant   are  numbered  i n  

descending   order  in  the  d i r e c t i o n   of  play  for  that   quadrant   with  t h e  

remaining  segments  on  the  support   means  tak ing   c o r r e s p o n d i n g   v i r t u a l  

numbers  (the  term  v i r t u a l   number  being  he re in   d e f i n e d ) .  



Advantageous ly ,   f i f t e e n   coun te r s   form  each  set  of  c o u n t e r s ,  

a l though  when  played  by  four  p l a y e r s ,   p r e f e r a b l y   eleven  counters   a r e  

i n i t i a l l y   u t i l i s e d   by  each  p l aye r .   P r e f e r a b l y   when  four  p layers   a r e  

involved  in  the  game,  each  p layer   is  a l l o c a t e d   a  p rede te rmined   a n o t h e r  

colour   and  the  coun te r s   of  that   another   colour   are  arranged  for  each  

p layers   as  f o l l o w s :  

3  counte rs   on  segment  No.  9 of  the  colour  a l l o c a t d   the  p l a y e r ,  

( i . e .   the  outer   or  h ighes t   numbered  segment  of  the  p layers   a l l o c a t e d  

colour  s e g m e n t ) ;  

3  coun te r s   on  v i r t u a l   numbered  segment  15; 

3  counte rs   on  v i r t u a l   numbered  segment  25; 

2  coun te r s   on  v i r t u a l   numbered  segment  36.  

However,  the  game  may  be  played  with  t h i r t e e n   or  f i f t e e n   c o u n t e r s  

per  p l aye r ,   by  adding  one  or  two  c o u n t e r s ,   as  r e q u i r e d ,   to  segment 

numbered  9  or  v i r t u a l   numbered  segment  25  r e s p e c t i v e l y .   When  only  two 

p layers   are  invo lved ,   f i f t e e n   counte rs   are  used  per  p layer   and 

i n i t i a l l y   arranged  as  f o r e n o t e d .  

Conven ien t ly ,   the  support   means  is  a  board  or  c loth   and  w i t h  

advantage ,   a  pair   of  dice  are  suppl ied   for  each  p l aye r .   A d v a n t a -  

geously  the  dice  have  the  same  colour  as  the  coun te r s   a l l o c a t e d   a 

p l a y e r .  

The  game  according   to  the  i nven t ion   is  played  in  accordance  w i t h  

the  ru les   h e r e i n a f t e r   d e f i n e d .  

The  i n v e n t i o n   wil l   now  be  desc r ibed   by  way  of  example,  w i t h  

r e f e r e n c e   to  the  accompanying  Figures   in  which :  

Figure  1  shows  a  plan  view  of  the  game  board  with  the  c o u n t e r s  

arranged  for  the  commencement  of  the  game;  and 

Figures   2,  3,  4,  5  and  6  show  p a r t i a l   plan  view  of  the  board  f o r  

a s s i s t a n c e   i n t e r p r e t i n g   the  ru les   for  the  game. 
The  board  1  shown  in  Figure  1  has  a  c i r c u l a r   p laying  area  2  w i t h  

the  playing  area  being  d ivided  by  o r t h o g o n a l l y   d isposed  bars  3,  4  t o  

thereby  d iv ide   the  playing  area  into  quadran t s   d e s i g n a t e d   as  home 

board  in  A,  B,  C  and  D  r e s p e c t i v e l y .   Each  of  the  quadran ts   is  d i v i d e d  

into  nine  segments  with  each  of  the  segments  being  marked  with  a 

r e s p e c t i v e   i s o s c e l e s   t r i a n g l e   Al-A9,  B1-B9,  C1-C9  and  D1-D9 

r e s p e c t i v e l y .   Each  t r i a n g l e   has  i t s   base  touching  the  r ad ices   of  t h e  

segments  where  they  i n t e r s e c t   the  c i r cumfe rence   of  the  playing  a r e a  



and  the  he igh t   of  the  apex  of  each  of  the  t r i a n g l e s   is  p o s i t i o n e d   a t  

approx imate ly   two  t h i r d s   the  rad ius   of  the  segments .   It  wi l l   be 

noted  that   the  t r i a n g l e s   or  po in ts   as  they  are  ca l l ed   are  numbered  i n  

a l t e r n a t e   d i r e c t i o n s ,   such  that   the  poin ts   of  quadrant   A  a r e  

r e f e r enced   A1-A9  in  a  c lockwise   d i r e c t i o n   and  s i m i l a r l y   quadrant   C 

poin ts   are  r e f e r enced   Cl-C9,  whereas  the  po in t s   of  quadran t s   B and  D 

are  r e f e r enced   B1-B9  and  D1-D9  r e s p e c t i v e l y   in  an  a n t i c l o c k w i s e  

d i r e c t i o n .   The  purpose  for  th is   is  that   p l aye r s   from  a d j a c e n t  

quadran t s   t r a v e r s e   the  board  in  opposing  d i r e c t i o n s .  

Each  of  the  poin ts   around  the  board  is  a  d i f f e r e n t   colour   from  an 

ad j acen t   po in t .   The  po in t s   are  a r ranged  to  be  a l t e r n a t e l y   d i f f e r e n t  

co lours   around  the  p laying  area,   but  with  one  of  the  c o l o u r s  

( p r e f e r a b l y   white)   being  the  same  in  a l l   q u a d r a n t s ,   so  t h a t ,   f o r  

example,  A8,  A6,  A4,  A2,  B1,  B3,  B5  etc  are  whi te ,   whereas  t h e  

remaining  poin ts   in  a  quadrant   are  a  d i f f e r e n t   co lour   and  t h e  

d i f f e r e n t   colour   in  each  quadrant   is  d i f f e r e n t   from  that   of  any  o t h e r  

quadran t .   Thus  po in t s   A9,  A7,  A5,  A3,  Al  are  red  in  co lour ,   w h e r e a s  

po in t s   B2,  B4,  B6,  B8  are  black  in  co lour ,   po in t s   C9,  C7,  C5,  C3,  C1 

are  yellow  in  colour   and  po in t s   D2,  D4,  D6  and  D8  are  blue  in  c o l o u r .  

A  p layer   is  a l l o c a t e d   a  p a r t i c u l a r   home  board  co lour ,   i . e .   r e d ,  

b lack,   yellow  or  blue  and  ass igned   up  to  f i f t e e n   coun te r s   or  men  o f  

the  same  colour   as  the  colour   of  his  home  board.   Thus,  the  p l a y e r  

ass igned   home  board  A  which  is  red,  wi l l   have  red  c o u n t e r s ,   and  so  on .  

With  four  p l a y e r s ,   the  coun te r s   are  a r ranged  as  shown  in  F i g u r e  

1.  The  men  for  a  p layer   using  home  board  A  are  set  out  as  f o l l o w s :  

3  men  on  A9; 

3  men  on  v i r t u a l   numbered  point   15,  i . e .   D4; 

3  men  on  v i r t u a l   numbered  point   25,  i . e .   C7;  and 

2  men  on  v i r t u a l   numbered  point   36;  i . e .   B l .  

Thus,  the  men  for  the  p layer   using  home  board  A  are  d i s p o s e d  

count ing   in  a  c lockwise   d i r e c t i o n   from  point   A1.  A  s i m i l a r   p r o c e d u r e  

is  adopted  for  a  p layer   using  home  board  C,  but  for  p layers   home 

boards  B and  D  an  a n t i c l o c k w i s e   count  from  t h e i r   point   1  is  e f f e c t e d .  

It  has  been  found  best  for  three   and  four  handed  ve r s ions   of  t h e  

game  to  be  played  with  e leven  men  per  p l a y e r .   However,  the  game  may 
be  played  with  t h i r t e e n   of  f i f t e e n   men  per  p l aye r ,   in  which  case  one 

or  two  men  r e s p e c t i v e l y   are  added  to  po in ts   9  and  25  for  each  p l a y e r .  



For  a  two  handed  ve rs ion   of  the  game,  f i f t e e n   men  per  p layer   should  be 

used  and  the  game  may  be  played  to  Backgammon  r u l e s .  

For  each  player   there  is  provided  a  pair   of  dice  AD,  BD,  CD  and 

DD  for  home  boards  A-D  r e s p e c t i v e l y ,   and  the  dice  are  arranged  to  be 

the  same  colour  as  the  d i s t i n g u i s h i n g   colour  of  each  quadrant   and  t h e  

counte rs   ass igned  to  each  p l a y e r .  

A  doubl ing  cube  10  is  provided  s i m i l a r l y   to  the  cube  used  i n  

Backgammon  and  the  cube  has  s ides   marked  2,  4,  8,  16,  32,  64 

r e s p e c t i v e l y   and  the  p layers   decide  at  the  ou t se t   of  the  game  w h e t h e r  

the  cube  10  is  to  be  employed.  The  f unc t i on   of  the  doubl ing  cube  10 

wi l l   be  desc r ibed   l a t e r   h e r e i n .  

S i m i l a r l y   to  Backgammon,  the  fo l lowing   g lo s sa ry   of  terms  a p p l y :  

A  b a r  

The  l ines   3,  4,  between  each  of  the  home  boards  upon  which  men 

put  out  of  play  are  placed  during  the  game  to  await  r e - e n t r y   into  t h e  

game. 

Bearing  Off  

The  ac t ion   of  removing  a  p l a y e r ' s   men  ( c o u n t e r s )   from  his  home 

board  in  order  to  complete  the  game. 
Hi t  

The  ac t ion   of  removing  an  opponen t ' s   man  with  a  p l a y e r ' s   man  when 

that   opponen t ' s   man  is  on  i t s   own  on  a  vacant  p o i n t .  

Owned  P o i n t  

A  point   occupied  by  two  or  more  men  of  any one  p l a y e r .  

Vacant  P o i n t  

An  unoccupied  point  or  occupied  by  only  one  man. 

Similar   to  Backgammon,  the  ob jec t   of  the  game  in  order  to  c l a i m  

v i c to ry   is  for  a  player   to  have  moved  a l l   of  his  men  into  his  own  home 

board  and  have  borne  them  off  before  his  opponent  or  opponents  h a s  

borne  a l l   of  his  men  off  the  b o a r d .  

To  s t a r t   the  game,  the  p layers   must  decide  the  number  of  men  t o  

be  set  up  on  the  board  and  each  of  them  r o l l s   a  die  with  the  h i g h e s t  

r o l l   s t a r t i n g   play.  If  there  are  four  p l a y e r s ,   then  the  order  of  p l a y  

con t inues   in  a  c lockwise   d i r e c t i o n   of  p layers   with  the  p l aye r s   r o l l i n g  

both  t he i r   a l l o c a t e d   dice.   If  only  three  p layers   are  p laying  t h e  

game,  then  one  player   wil l   advance  in  the  oppos i t e   d i r e c t i o n   to  t h e  

other   two  p l aye r s .   Thus,  in  a  game  for  p layers   using  home  boards  A, 



B and  C,  p layer   B  wi l l   advance  in  the  oppos i t e   d i r e c t i o n   to  p layers   A 

and  C.  In  such  an  i n s t a n c e   where  there   are  three   p l a y e r s ,   t h e  

fo l lowing   ru les   a p p l y :  

1.  The  p l aye r s   r o l l   a  die  for  the  choice  of  home  and  the  h i g h e s t  

r o l l   takes  f i r s t   choice  and  so  on.  The  s i n g l e   p layer   in  the  odd  home 

board  i . e .   the  d i r e c t i o n   of  t r a v e l ,   sha l l   commence  play  and  sha l l   have  

the  f i r s t   opt ion  to  double  the  game  when  using  the  doubl ing   cube  ( t o  

be  de sc r i bed   l a t e r   h e r e i n ) .  

2.  During  a  s e r i e s   of  games  the  p layer   sha l l   play  on  the  odd 

home  board  only  once  in  a  s e r i e s   of  three   games,  un less   o t h e r w i s e  

a r ranged .   The  four th   set  of  men  s h a l l   remain  off  the  b o a r d .  

When  the  game  is  to  be  played  by  two  p l a y e r s ,   the  p layer   s h a l l  

set  up  t h e i r   men  on  home  boards  going  in  oppos i t e   d i r e c t i o n s   o n l y .  

Thus  it  is  proposed  tha t   the  p layer   having  home  board  A  s h a l l   not  p l a y  

the  p layer   having  home  board  C  and  the  p layer   having  board  B  sha l l   n o t  

play  the  p layer   having  home  board  D.  The  men  wi l l   be  set  up  as  shown 

in  Figure  1  for  the  two  home  boards  only,  with  the  other   sets   of  men 

remaining  off  the  board.   As  in  the  Backgammon,  the  game  is  to  be  

played  with  f i f t e e n   men  per  p layer   with  the  ar rangement   being  a s  

p r e v i o u s l y   d e s c r i b e d .   With  only  two  p l a y e r s ,   the  game  may  be  p l a y e d  

in  accordance  with  the  ru les   of  Backgammon. 

In  play  of  the  p re sen t   game,  each  p layer   r o l l s   his  dice  t o  

de te rmine   the  moves  of  the  men  on  the  board.   Because  the  ru les   of  t h e  

p resen t   game  are  g e n e r a l l y   s i m i l a r   to  Backgammon,  they  wi l l   not  be  

desc r ibed   he re in   in  d e t a i l   and  r e f e r e n c e   is  i n c o r p o r a t e d   he re in   to  t h e  

fo reno ted   p u b l i c a t i o n   "Win  at  Backgammon". 

However,  the  fo l lowing   summary  of  the  ru les   of  the  p resen t   game 
wi l l   be  g i v e n .  

P layers   A  and  C  move  t h e i r   men  in  an  a n t i c l o c k w i s e   d i r e c t i o n   and 

p layers   B and  D  move  t h e i r   men  in  a  c lockwise   d i r e c t i o n .  

A  p layer   may  move  one  man  the  d i s t a n c e   to  correspond  to  the  t o t a l  

number  shown  by  both  dice  he  has  thrown,  or  he  may  move  two  men,  one 

the  d i s t a n c e   c o r r e s p o n d i n g   to  the  number  shown  on  one  die  and  t h e  

o the r ,   by  the  d i s t a n c e   c o r r e s p o n d i n g   to  the  number  shown  on  the  o t h e r  

d i e .  

When  a  man  is  moved,  the  number  shown  by  both  d ice ,   it  may  not  be 

moved  to  any  owned  point   of  an  opponent ,   a l though  i t   may  touch  such  an  



owned  point  in  the  course  of  i t s   t r a v e l .   In  th is   r e s p e c t ,   r e f e r e n c e  

should  be  made  to  Figure  2  in  which  p layer   D  has  thrown  his  dice  DD 

and  ro l l ed   a  5  and  a  1.  Player   D  dec ides   to  move  his  counter   DC  on 

point  D9  in  Figure  2,  5  points   and  a  f u r t h e r   1  po in t ,   and  in  moving 

counter   DC  5  points   he  touches  upon  point   D4  which  is  owned  by  p l a y e r  

A  having  three  counters   AC  thereupon.   However,  unl ike   Backgammon, 

such  a  "touch"  is  p e r m i t t e d .   Thus,  a l though  a  man  may  not  be  moved  t o  

r e s ide   on  any  owned  poin t ,   it  may  touch  an  owned  point   on  i ts   t r a v e l  

to  a  vacant  point  or  a  point  owned  by  the  player   making  the  move. 

When  a  p layer   is  able  to  move  only  one  of  the  numbers  shown  on 

the  d ice ,   he  must  move  one  man  the  higher   number.  However,  if  a l l  

moves  are  blocked,   he  must  move  one  man  the  lower  number.  

Players   must  move  t he i r   men,  the  number  shown  by  the  dice  u n l e s s  

a l l   pos s ib l e   moves  are  blocked,   in  which  case  the  p layer   f o r f e i t s   h i s  

r o l l .   When  a  double  number  or  double t   is  ro l l ed   a  p layer   must  move 

twice  the  number  shown;  the  move  may  be  in  any  combinat ion  of  up  t o  

four  men,  e.g.  suppose  a  p layer   has  ro l l ed   two  two's  on  his  d ice ,   t h e n  

he  may  move  one  man  e ight   po in t s ,   two  men  four  po in t s ,   four  men  two 

po in t s ,   or  one  man  six  points   and  one  man  two  p o i n t s .   If  h a v i n g  

ro l l ed   a  double t   and  a  p layer   f inds  his  men  are  blocked  at  any  s t a g e ,  

he  must  move  his  men  the  h ighes t   p o s s i b l e   t o t a l   of  the  r o l l .  

At  the  s t a r t   of  the  game,  a l l   p l a y e r ' s   own  a  point  in  each  of  t he  

four  home  boards.   A  point  is  owned  when  a  p layer   has  two  or  more  men 

on  a  p a r t i c u l a r   point   and  a  point   may  be  owned  by  only  one  p l aye r .   A 

man  moved  to  a  vacant  point  and  l e f t   on  i t s   own  may  be  hi t   and  removed 

from  play  by  another   p layer .   It  is  part  of  the  s t r a t e g y   of  the  game 

to  hi t   an  opponen t ' s   man  at  a  p l a y e r ' s   conven ience .   Re fe r r ing   t o  

Figure  3,  player   A  has  ro l l ed   his  dice  AD  3  and  1  and  dec ides   to  p l a y  

his  moves  so  that   he  can  hi t   p layer   B's  counter   BC  on  point   A8  by 

playing  the  1  f i r s t   from  point   A9.  Thus,  one  of  a  p layer   A ' s  

counte rs   AC  on  point  A9  is  moved  as  shown  by  the  sol id   arrow  headed  

l ine  from  A9  to  A8  thereby  causing  counter   BC  on  A8  to  be  removed  t o  

the  bar  4  as  shown  by  the  broken  arrow  headed  l i ne ,   and  thence  t o  

progress   for  the  three  ro l l ed   by  the  other   die  to  point   A5  which  was 

a l ready   owned  by  player   A  having  two  men  t h e r e o n .  

When  a  player   has  a  man  hi t   and  it  is  placed  on  the  bar  4,  t h e  

player   is  not  allowed  to  move  any  of  his  other   men  u n t i l   his  man  o r  



men  on  the  bar  are  r e - e n t e r e d   onto  the  board  at  the  f u r t h e s t   home 

board  from  his  own.  Thus  for  p layer   A,  he  must  enter   his  men  at  home 

board  B,  p layer   B  must  r e - e n t e r   his  men  at  home  board  A,  p layer   C  must 

r e - e n t e r   his  men  at  home  board  D  and  p layer   D  must  r e - e n t e r   his  men  a t  

home  board  C.  A  man  may  be  r e - e n t e r e d   on  a  vacant  po in t ,   i . e .   an  u n -  

occupied  point   or  occupied  by  only  one  man  of  an  opponent  or  a  p o i n t  

owned  by  the  p layer   a t t e m p t i n g   to  r e - e n t e r   a  man.  The  number  r o l l e d  

by  the  dice  must  correspond  e i t h e r   i n d i v i d u a l l y   or  in  combinat ion  w i t h  

the  point   number  of  the  r e - e n t r y   home  board  upon  which  the  man  may  be 

p o s i t i o n e d   i . e .   a  vacant  point   as  def ined  he re in   or  a  point   owned  by 

the  p layer   a t t e m p t i n g   to  r e - e n t e r .   Thus,  r e f e r r i n g   to  Figure  4 ,  

p layer   D  has  r o l l ed   his  dice  DD  6  and  1.  Because  point   C6  is  owned 

by  p layer   B's  c o u n t e r ' s   BC,  the  number  6  r o l l e d   on  one  of  the  dice  may 

not  be  used  by  p layer   D  having  his  counter   DC  on  the  bar  4,  but  t h e  

t o t a l   r o l l e d ,   i . e .   7,  may  be  used  as  shown  by  the  so l id   arrow  headed 

l i ne .   However,  counter   DC  on  the  bar  4  may  also  be  moved  to  point   Cl 

as  de te rmined   by  the  r o l l   number  i n d i c a t e d   by  one  of  the  d ice .   Such  a 

move  is  i n d i c a t e d   by  broken  arrow  headed  l i ne s   and  is  pe rmi t t ed   s i n c e  

point   C1  is  occupied  by  only  one  counter   AC  which  isowned  by  p layer   A. 

Player   D  may  t h e r e f o r e   hi t   the  counter   AC  at  point   Cl  thereby   s e n d i n g  

man  AC  to  the  b a r .  

Play  con t inues   in  th is   manner  u n t i l   a  p layer   has  brought  a l l   h i s  

men  into  his  own  home  board,   whereupon  he  begins  "bear ing   o f f " .   T h i s  

a  p layer   may  do  by  exact  r o l l s   of  a  d ice .   Re fe r r i ng   now  to  Figure  5 ,  

p layer   C  who  has  ro l l ed   his  dice  CD  5  and  3  may  bear  off  one  man  t h e  

t o t a l   number  thrown,  i . e .   8,  from  point   C8  as  shown  by  broken  a r row  

headed  l i ne s   or  one  man  each  from  point   C5  and  C3  as  shown  by  t h e  

sol id   arrow  headed  l i n e s .   When  a  p layer   is  unable  to  use  his  r o l l   t o  

bear  off ,   because  he  has  no  men  on  the  poin ts   co r r e spond ing   with  t h e  

numbers  r o l l e d ,   he  may  move  his  men  toward  p o s i t i o n   1  of  his  home 

board  in  accordance   with  the  number  r o l l e d .   In  the  a l t e r n a t i v e ,   i f  

the  p layer   r o l l s   a  h igher   number  then  he  r e q u i r e s ,   he  must  bear  h i s  

men  off  from  the  n e a r e s t   h i g h e s t   po in t .   If  any  man  is  l e f t   on  a 

vacant  point   when  bear ing   of f ,   i t   may  be  hi t   by  an  o p p o n e n t .  

Re fe r r i ng   to  Figure  6,  p layer   A  has  ro l l ed   his  dice  AD  two  s i x e s  

so  that   he  has  a  t o t a l   of  twenty  four  po in t s   which  may  be  used  by  any 
combinat ion   of  four  men.  Player   A  dec ides   to  move  two  men  from  p o i n t  



A5  and  two  men  from  A4  as  shown  by  the  sol id   arrow  headed  l i nes   ( i t  

being  remembered  a  maximum  of  four  men  may  be  moved  at  any one  t i m e ) ,  

but  this   then  leaves  him  with  a  vacant  point  A4,  which  having  only  a 

s ing le   counter   AC  thereon ,   is  l i a b l e   to  be  h i t .   If  the  man  AC 

on  p o s i t i o n   A4  is  h i t ,   i t   must  be  r e - e n t e r e d   at  the  f u r t h e s t   home 

board  from  his  own,  i . e .   in  the  p resen t   example  at  home  board  B and 

then  worked  round  the  board  back  to  home  board  A  before   the  player   A 

may  bear  off  any  f u r t h e r   men. 

The  game  is  won  by  the  f i r s t   p layer   to  bear  off  the  board  a l l   h i s  

men. 

The  nature   of  the  p l a y e r ' s   win  is  scored  as  f o l l o w s :  

A  s ing le   game  win,  worth  1  p o i n t :  

The  s ing le   game  is  won  from  any  opponent  who  has  borne  off  a t  

l e a s t   1  man.  Any  player   who  has  borne  off  any  men  can  only  loose  a 

s ing le   game. 
A double  win  game,  worth  2  p o i n t s :  

A  double  game  is  won  from  any  opponent  who  has  not  borne  off  any 

man  but  has  none  on  the  th i rd   or  four th   board  away  from  his  home 

b o a r d .  

A  t r e b l e   game  win,  worth  3  p o i n t s :  

A  t r e b l e   game  is  won  from  any  opponent  who  s t i l l   has  men  on  t h e  

th i rd   and/or  four th   board  away  from  his  home  b o a r d .  

A  "QUATRO" game  win,  worth  4  p o i n t s :  

A  "QUATRO"  game  is  won  from  any  opponent  who  has  a  man  or  men  on 

the  four th   board  away  from  his  home  board.   In  a  game  with  three  o r  

four  p l aye r s ,   the  player   may  win  a  "QUATRO"  or  t r e b l e ,   or  double ,   o r  

s ing le   game  from  any  or  a l l   o p p o n e n t s .  
When  the  doubl ing  cube  10  is  used,  the  poin ts   scored  per  p l a y e r  

wil l   mul t ip ly   a c c o r d i n g l y .   The  use  of  the  doubl ing  cube  is  o p t i o n a l  

and  must  be  decided  before  the  s t a r t   of  play.   Assuming  it  is  b e i n g  

decided  to  employ  the  doubl ing  cube  10,  then  at  the  s t a r t   of  play  t h e  

doubl ing  cube  is  placed  at  the  cent re   of  the  board  showing  the  64 

number  uppermost .   The  doubl ing  cube  becomes  o p e r a t i o n a l   when  a  p l a y e r  

decides   to  double  up  the  value  of  the  game.  The  player   sha l l   wait  f o r  

his  turn  to  ro l l   the  dice  before   dec id ing   to  double  the  game.  He 

sha l l   then  place  the  doubl ing  cube  on  the  top  corner  on  his  home  board  

showing  the  number  2  uppermost  and  announcing  his  i n t e n t i o n .   Once  t h e  



doubl ing  cube  is  o f f e r e d ,   p layers   wi l l   accept   or  d e c l i n e   in  c l o c k w i s e  

d i r e c t i o n   around  the  board.  P layers   who  dec l i ne   the  o f fe r   s h a l l  

withdraw  t h e i r   men  from  the  board  and  loose  the  game  to  the  player   who 

doubled  the  game.  The  game  is  cons idered   doubled  when  at  l e a s t   one 

opponent  accep ts   the  doubl ing  cube  from  then  on,  the  s ing le   game  win 

wi l l   be  worth  2  p o i n t s ,   the  double  game  worth  4  p o i n t s ,   etc.   P l a y  

resumes  with  the  doubl ing   p layer   r o l l i n g   his  dice  in  the  normal  

f a sh ion .   Any  p layer   may  double  up  the  game  again  to  4,  8,  16,  32  or  64 

at  any  time  accord ing   to  the  above  r u l e s ,   but  a  p layer   may  not  d o u b l e  

the  game  up  twice  in  succes s ion   at  any  t i m e .  

It  is  p o s s i b l e   to  play  the  above  de sc r ibed   game  as  a  team  game  i n  

which  i n s t a n c e ,   p l aye r s   A  and  C  wi l l   form  a  team  and  p l ay  a   team 

formed  by  p layers   B and  D. 

Having  thus  de sc r ibed   the  o p e r a t i o n   of  the  game,  it  wi l l   be 

r e a l i s e d   that   in  the  p resen t   game,  it   may  be  played  by  two,  three   o r  

four  p layers   and  that   when  four  p l aye r s   are  p laying  the  game,  a n y  o n e  

player   has  to  get  his  men  through  three   opponen t ' s   t e r r i t o r i e s   to  g e t  

them  home,  while  seeing  his  opponen t ' s   men  go  through  his  home  board  

to  get  home. 

The  fo l lowing   above  mentioned  ru les   are  d i f f e r e n t   from  the  r u l e s  

of  Backgammon: 

1.  A  p layer   may  "touch"  an  e s t a b l i s h   point  when  moving  onto  a 

vacant  p o i n t .  

2.  A  p layer   may  r e - e n t e r   the  board  with  the  point  shown  on 

e i t h e r   dice  or  any  combinat ion   of  both  d ice .   R e - e n t e r i n g   takes  p l a c e  

from  the  home  board  f u r t h e s t   from  the  p l a y e r ' s   own  home  b o a r d .  

3.  When  the  doubl ing  cube  is  in  use,  a  player   o f f e r s   t h e  

doubl ing   cube  to  his  opponent  or  opponents  by  p lac ing   it  at  the  top  o f  

his  home  board  and  p layers   may  accept   or  r e j e c t   in  c lockwise   o r d e r .  

P layers   not  a ccep t i ng   the  "double"  withdraw  from  the  game  and  remove 

t h e i r   men  from  the  b o a r d .  



1.  A  board  game  for  two  or  more  p l a y e r s   i n c l u d i n g   a  suppor t   means 

marked  with  a  p l ay ing   area ,   c h a r a c t e r i s e d   by  the  p l ay ing   area  b e i n g  
d iv ided   by  bars  3,  4  to  the reby   form  four  or  an  even  number  of  more 
home  a reas   (A,  B,  C,  D)  each  s e p a r a t e d   one  from  ano ther   by  a  bar,   e a c h  

home  area  being  d iv ided   in to   a  p l u r a l i t y   of  marked  p o s i t i o n s   (Al-A9, 

B1-B9,  C1-C9,  D1-D9)  of  a l t e r n a t i n g   co lours   so  t h a t   no  two  a d j a c e n t  

marked  p o s i t i o n s   are  the  same  co lour ,   one  colour   being  the  same  in  a l l  

heme  a reas   with  the  o the r   co lour   being  a  d i f f e r e n t   hue  in  each  home 

area,   a  set   of  coun t e r s   (AC,  BC,  CC,  DC)  for  each  said  ano the r   c o l o u r  

and  having  a  l i ke   co lour   t h e r e w i t h ,   each  set   of  coun te r s   having  a  

p l u r a l i t y   of  c o u n t e r s ,   one  set  of  coun te r s   being  provided  for  e a c h  

p l aye r ,   and  a  p a i r   of  d ice   (AD,  BD,  CD,  DD),  whereby  in  p l ay ing   t h e  

game,  a  p l a y e r   is  a l l o c a t e d   a  p a r t i c u l a r   one  of  said  ano ther   c o l o u r  

and  the  coun t e r s   are  i n i t i a l l y   d i sposed   about  the  suppor t   means  i n  

l ike   f ash ion   for  each  p l a y e r ,   the  p l a y e r s   take  tu rns   in  throwing  t h e  

dice   and  in  dependence  the reon   move  the  coun t e r s   a l l o c a t e d   t h e r e t o  

in to   the  home  area  marked  with  a  co lour   a l l o c a t e d   to  said  p l a y e r ,   and  

a  p l aye r   s u b s e q u e n t l y   bears   off   the  coun te r s   a l l o c a t e d   t h e r e t o   f rom 

the  suppor t   means,  the  f i r s t   p l aye r   to  bear  h is   a l l o c a t e d   c o u n t e r s  

from  the  suppor t   means  being  the  w i n n e r .  

2.  A  board  game  for  two  to  four  i n c l u s i v e   p l a y e r s   i n c l u d i n g   a  

suppor t   means  c h a r a c t e r i s e d   in  t h a t   the  suppor t   means  (1)  is  marked 

with  a  c i r c u l a r   p l ay ing   area,   the  p l ay ing   area  being  d i a m e t r i c a l l y  

d iv ided   by  two  o r t h o g o n a l   bars   (3,  4)  to  the reby   form  q u a d r a n t s   (A,  B, 

C,  D),  each  quadran t   being  d iv ided   in to   nine  segments  (Al-A9,  B1-B9, 

C1-C9,  D1-D9)  of  a l t e r n a t i n g   co lour   so  t ha t   no  two  a d j a c e n t   s e g m e n t s  

are  the  same  co lour ,   one  colour   being  the  same  in  a l l   q u a d r a n t s   w i t h  

the  o the r   co lour   being  a  d i f f e r e n t   hue  in  each  quadran t ,   a  set   o f  

coun te r s   (AC,  BC,  CC,  DC)  for  each  said  ano ther   co lour   and  having  a  
l ike   co lour   t h e r e w i t h ,   each  set   of  coun te r s   having  a  l ike   p l u r a l i t y   o f  

c o u n t e r s ,   one  set  of  coun te r s   being  provided  for  each  p l a y e r ,   and  a  

p a i r   of  d ice   (AD,  BD,  CD,  DD),  whereby  in  p l ay ing   the  game,  a  p l a y e r  

is  a l l o c a t e d   a  p a r t i c u l a r   one  of  said  ano ther   co lours   and  the  c o u n t e r s  

are  i n i t i a l l y   d i sposed   about  the  suppor t   means  in  l i ke   f a sh ion   f o r  



each  p l a y e r ,   the  p l a y e r s   take  tu rns   throwing  the  d ice   and  i n  

dependence  the reon   move  the  coun te r s   a l l o c a t e d   t h e r e t o   in to   t h e  

quadran t   marked  with  the  co lour   a l l o c a t e d   to  said  p l a y e r ,   and  a  p l a y e r  

s u b s e q u e n t l y   bears   off   the  coun t e r s   a l l o c a t e d   t h e r e t o   from  the  s u p p o r t  

means,  the  f i r s t   p l aye r   to  bear   h is   a l l o c a t e d   c o u n t e r s   from  t h e  

suppor t   means  being  the  w i n n e r .  

3.  A  game  as  claimed  in  Claim  2,  c h a r a c t e r i s e d   in  t ha t   the  colour   i n  

the  segments  is  p rov ided   in  the  area   of  an  i s o s c e l e s   t r i a n g l e   h a v i n g  

the  base  t h e r e o f   touch ing   the  r a d i c e s   of  the  segments  where  t h e y  

i n t e r s e c t   the  c i r c u m f e r e n c e   of  the  p l ay ing   a r e a .  

4.  A  game  as  claimed  in  Claim  3,  c h a r a c t e r i s e d   in  t ha t   the  apex  o f  

the  t r i a n g l e   is  p o s i t i o n e d   at  s u b s t a n t i a l l y   two  t h i r d s   of  the  r a d i u s  

of  the  s egmen t .  

5.  A  game  as  claimed  in  any  p r e c e d i n g   claim,  c h a r a c t e r i s e d   in  t h a t  

the  a d j a c e n t   p l a y e r s   move  the  coun t e r s   t h e r e o f   in  o p p o s i n g  

d i r e c t i o n s .  

6.  A  game  as  claimed  in  any  of  claims  2  to  5  c h a r a c t e r i s e d   in  t h a t  

the  segments  of  each  quadran t   are  numbered  in  descend ing   o rder   in  t h e  

d i r e c t i o n   of  play  for  t ha t   quadran t   with  the  remaining  segments  on  t h e  

suppor t   means  t ak ing   c o r r e s p o n d i n g   v i r t u a l   number s .  

7.  A  game  as  claimed  in  any  p r e c e d i n g   claim,  c h a r a c t e r i s e d   in  t h a t  

f i f t e e n   c o u n t e r s   form  each  se t   of  c o u n t e r s .  

8.  A  game  as  claimed  in  any  p r eced ing   claim,  c h a r a c t e r i s e d   in  t h a t  

when  four  p l a y e r s   are  involved   in  the  game,  e leven   coun te r s   a r e  

i n i t i a l l y   u t i l i s e d   by  each  p l a y e r .  

9.  A  game  as  claimed  in  Claim  8,  c h a r a c t e r i s e d   in  t ha t   each  p l a y e r  

is  a l l o c a t e d   a  p r e d e t e r m i n e d   ano the r   co lour   and  the  coun t e r s   of  t h a t  

ano the r   co lour   are  a r ranged   for  each  p l a y e r s   as  f o l l o w s :  

3  c o u n t e r s   on  segment  No. 9  of  the  co lour   a l l o c a t e d   the  p l a y e r ,  

3  c o u n t e r s   on  v i r t u a l   numbered  segment  15  for  the  c o l o u r  



a l l o c a t e d   the  p l a y e r ;  

3  coun te r s   on  v i r t u a l   numbered  segment  25  for  the  c o l o u r  

a l l o c a t e d   the  p l a y e r ;  

2  c o u n t e r s   on  v i r t u a l   numbered  segment  36  for  the  c o l o u r  

a l l o c a t e d   the  p l a y e r .  

10.  A  game  as  claimed  in  any  of  Claims  2  to  7,  c h a r a c t e r i s e d   in  t h a t  

the  game  may  be  played  with  t h i r t e e n   or  f i f t e e n   coun t e r s   per  p l a y e r ,  

by  adding  one  or  two  coun te r s ,   as  r e q u i r e d ,   to  segment  numbered  9  o r  

v i r t u a l   numbered  segment  25  r e s p e c t i v e l y .  

11.  A  game  as  claimed  in  Claim  10,  c h a r a c t e r i s e d   in  t ha t   when  o n l y  

two  p l a y e r s   are  involved,   f i f t e e n   coun t e r s   are  used  per  p l a y e r .  

12.  A  game  as  claimed  in  any  p reced ing   claim,  c h a r a c t e r i s e d   in  t h a t  

the  suppor t   means  is  a  board  or  c l o t h .  

13.  A  game  as  claimed  in  any  p reced ing   claim,  c h a r a c t e r i s e d   in  t h a t   a  

pa i r   of  dice  are  supp l i ed   for  each  p l a y e r .  

14.  A  game  as  claimed  in  Claim  13,  c h a r a c t e r i s e d   in  t ha t   the  d i c e  

have  the  same  colour   as  the  coun t e r s   a l l o c a t e d   a  p l a y e r .  

15.  A  game  as  played  in  any  p reced ing   claim,  played  in  a c c o r d a n c e  

with  the  r u l e s   de f ined   h e r e i n b e f o r e .  
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