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§*)  Military  affairs  chess. 
On  militairy  affairs  chess  game  is  played  with  42  playing 

pieces  on  a  game  board  with  7x10  squares.  The  game  can 
ae  played  in  4  ways  by  1  player  up  to  3  players.  There  are  two 
sets  of  21  playing  pieces,  representing  different  military  ranks 
sr  items. 

7i 
J) 
A 

N 
Si 
N  

a. 
,/... 

rovdon  Pnntina  Company  Ltd 



ric.  7. 

X X X  

X X X  

*  II  C  D E I  



MILITARY  AFFAIRS  CHESS  U  Z  O  Z  O  »  »  

TRADER  MARK  -4  -  

["he  M i l i t a r y   Afa i r s   Chess  has  got  A2  chessmen  for  two  s i d e s .   One  side  has  g o t  

?1  chessmen  and  the  o ther   s ide  has  got  21  chessmen  too.   21  names  for  one 

side  same  with  21  names  the  other   side  . 

\2  names  are  2 C a s t l e ,   A  Trap  Bombs,  A  Canons,  2  L i e u t a n a n t   Genera ls ,   2  Major 

Genera l s ,   2  B r i g a d i e r   Genera l s ,   2  Colone ls ,   2  L i e u t a n a n t   Colone ls ,   2  M a j o r s ,  

2  C a p t a i n s ,   2  F i r s t   L i e u t a n a n t s ,   2  Second  L i e u t a n a n t s ,   A  P.  F i r s t   C l a s s e s ,  

%  P.  S o l d i e r s ,   A  Engineers   and  2  Spys  . 

The  Board  has  got  70  s q u a r e s .   The  Columns  has  got  number  1  to  number  10  . 

The  rows  has  got  7  L e t t e r s   A,  B,  C,  D,  E,  F,  G.  There  are  6  c rosses   on  6 

p laces   AB,  AD,  AF  and  7B,  7D,  7F.  This  mark  X  means  S o l d i e r s   and  Canons  can 

not  go  though,   s tay  or  jump  over  that   p lace   . 

The  M i l i t a r y   A f f a i r s   Chess  has  got  A  ways  of  making  for  the  Trade  . 

Model  No  1  and  Model  No2  for  PLAY  RIGHTSIDE  and  PLAY  REVESE  . 

Model  No3  and  Model  NoA  for  PLAY  RIGHTSIDE  only  . 

So  A  Models  need  A  kind  of  boxes  . 

A2  Chessmen  make  with  p l a s t i c   and  the  Boards  make  with  p l a s t i c   or  c a r t o n .  

A  Ways  to  play  chess  ,  PLAY  RIGHTSIDE  ,  for  two  p l a y e r s ,   PLAY  REVESE  f o r  

t h ree   p l a y e r s   .  PLAY  REVESE  for  two  p l a y e r s   .PLAY  RIGHTSIDE  for  one  p l a y e r .  

FIG.1.   To  make  the  Model  No1  and  No2,  but  the  Model  No2  sma l l e r   than  No1. 

FIG.1.   (q)  view  on  FIG.  1 ( Q ) .  

FIG.  2.  To  make  the  Mode'l  No3  .  FIG.  3.  To  make  the  Model  NoA. 

FIG.  A.  Typ ica l   example  on  base  .  FIG.  5.  Typica l   exsample  on  peg .  

FIG.  6.  The  Board  for  the  Model  No2  and  NoA. 

FIG.  7.  The  Board  for  the  Model  No1  and  No3. 

FIG.  2(A)and  FIG.  3(A)  to  make  No1,No2  and  No3.  Then  put  the  ranks  on  t h e  

s h o u l d e r s .  

FIG.  2(B)  and  FIG.  3(B)  to  make  NoA,  No5  and  No6.  Then  put  the  ranks  on 

the  s h o u l d e r s .  

FIG.  2(C)  and  FIG.  3(C)  to  make  No7,  No8  and  No9  .  Then  put  the  ranks  on 

the  s h o u l d e r s .  

FIG.  2(D)  and  FIG.  3(D)  to  make  No12.  Then  put  the  ranks  on  the  c o l l a r s .  

FIG.  2(E)  and  FIG.  3(E)  to  make  No10  and  No11.  Then  put  the  ranks  onthe  c o l l a r s  

FIG.  2(F)  and  FIG.  3(F)  to  make  No13.  Then  put  the  ranks  on  the  c o l l a r s .  

FIG.  2(G)  and  FIG.  3(G)  to  make  Cas t l e s .   FIG.  2(H)  to  make  Bombs. 

FIG.  2(1)  and  FIG.  3(1)  to  make  Canons  . 



INSTRUCTIONS  "  *-  -  U " " ^  

rHE  CASTLE  never   moves  to  another   p l ace .   Any  one  can  win  the  C a s t l e ,   who 

@dns  i t   f i r s t   has  v i c t o r y .   But  the  Canon  must  be  in  double   to  shoot  i t  

to  v i c t o r y   .  % 

rRAP  BOMBS  never   moves.  Any  one  a t t a c k s   i t   must  be  dead  and  out.   The  bombs 

stay  to  the  end  .Only  Engineer   and  Canon  a t t a c k s   i t   then  t r ap   Bombs  dead 

and  o u t . .  

ZANON  any  one  who  a t t a c k s   i t   must  be  dead  and  out .   Except  Eng inee r .   The 

Danon  a t t a c k s   them  by  i t s e f t   ,  the  Canon  must  be  dead  and  out.   One  s o l d i e r   , 

t rap  Bombs,  C a s t l e   and  Canon  i n f r o n t   of  the  Canon  must  be  same  colour   w i t h  

the  Canon  to  make  the  Canon  shoot  . 

Cr  mean  red  Canon  ,  R  mean  red  one,  B  mean  blue  one.  When  the  Canon  has  g o t  

red  one  i n f r o n t   a l r e a d y ,   the  blue  one  comes  or  is  t h e r e   a l r e a d y   i n f r o n t   o f  

red  one,  the  Canon  can  shoot  blue  one  dead  and  out .   Af t e r   t ha t   the  Canon 

jumps  over  red  one  and  moves  to  blue  one  p l ace .   See  p i c t u r e   1  and  2  .  The 

Canon  shoot   l i k e   t h a t   any  one  must  be  dead  and  out .   The  blue  Canon  s h o o t s  

l ike   t ha t   too .   The  Canon  can  shoot  up  and  down,  r i g h t   and  l e f t .   If  the  b l u e  

one  i n f r o n t   of  the  red  a l r e a d y   ,  you  want  to  shoot   i t   j u s t   moves  the  Canon 

behind  the  red  then  you  can  shoot  i t .   Any  time  you  want  to  shoot  i t   t h e n  

take  i t ,   but  you  d o n ' t   want  it   then  leave  i t   and  wai t   for  good  time  t h e n  

shoot  i t .   The  Canon  do  not  go  and  shoot  i t   in  c r o s s   ways.  The  S o l d i e r  

do  not  go  and  a t t a c k   in  c ross   ways  as  well  . 

No1  LIEUTANANT  GENERAL  wjins  everyone,   except   Spy .  

No2  MAJOR  GENERAL  wins  everyone,   except   L i e u t a n a n t   General   . 

No3  BRIGADIER  GENERAL  wins  everyone,   except   number  1  and  2  . 

No4  COLONEL  wins  eve ryone ,   except  number  1,2  and  3  . 

No5  LIEUTANANT  COLONEL  wins  everyone,   except   number  1 ,2 ,3   and  4  . 

No6  MAJOR  wins  e v e r y o n e ,   except  number  1,2,  3,  A  and  5  . 

No7  CAPTAIN  wins  eve ryone ,   except  number  1 , 2 , 3 , 4 , 5   and  6  . 

No8  FIRST  LIEUTANANT  wins  everyone,   except   number  1 , 2 , 3 , 4 , 5 , 6   and  7  . 

No9  SECOND  LIEUTANANT  wins  everyone,   except   number  1 , 2 , 3 , 4 , 5 , 6 , 7   and  8  . 

No10  P.  FIRST  CLASS  wins  everyone,   except   number  1 , 2 , 3 , 4 , 5 , 6 , 7 , 8   and  9  . 

No11  P.  SOLDIER  wins  everyone ,   except   number  1 , 2 , 3 , 4 , 5 , 6 , 7 , 8 , 9   and  10  . 

No12  ENGINEER  win  Spy,  Canons  and  Bombs  ,  lose  eve ryone   e l se   . 

No13  SPY  wins  L i e u t a n a n t   General  ,  lose  everyone  e l s e   . 
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You  are  Commander  in  ch ief   to  a r r ange   your  s e l f .   From  l ine   1  to  l ine   3  h a s  

21  p l a c e .   You  can  put  the  c a s t l e ,   canons ,   bombs  and  s o l d i e r s   any  where  you 
l i k e .   Any  games  you  can  change  a r r a n g e m e n t .   The  s o l d i e r s   and  canons  can  go 

fo rward ,   back  ward,  r igh t   and  l e f t ,   any  where  s tep  by  s t ep .   Except  when  c a n o n  

shoot   i t .   The  s o l d i e r   can  a t t ack   any  where  he  want  to  by  next  r i g h t ,   n e x t  

l e f t ,   next  up,  next  down  .  You  c a n ' t   a t t a c k   two  at  the  same  time.  You  can 

a t t a c k   once  and  wait  for  another   move  then  you  can  a t t a c k   again  . 
PLAY  RIGHTSIDE  for  two  p l a y e r s .   F i r s t   to  a r r ange   in  s e c r e t   ,  a f t e r   tha t   you 
turn   them  the  r i g h t s i d e .   You  wi l l   see  both  of  t h e i r   faces .   So  one  c a n ' t  

a t t a c k   ano the r   r e l a t i v e   rank,  they  must  s tay  in  t o g e t t e r .   When  you  a r e  

h igher   than  him  then  you  can  shoot  him  dead  and  out,   a f t e r   tha t   you  move  i n  

to  his  p lace   .  Now  you  play  chess  . 
PLAY  REVESE  for  two  p layers   and  one  r e f e r e e .   You  a r range   in  s e c r e t ,   o n l y  

turn   the  c a s t l e   the  r i h g t s i d e   and  you  play  in  s e c r e t .   When  the  blue  s h o o t s  

red  one  then  the  r e f e r e e   wil l   see  in  s e c r e t .   If  the  blue  wins  puts  in  t h e  

red  p lace   and  the  red  out.  If  the  red  wins  then  puts  the  red  one  in  the  same 

place   and  the  blue  out.  The  r e f e r e e   wi l l   not  t e l l   the  two  p l a y e r s   w h o ' s  

dead.  When  one  a t t a cks   another   same  r e l a t i v e   rank  both  dead  and  out  . 
PLAY  REVESE  for  two  p l a y e r s .   There  is  no  r e f e r e e .   You  a r r ange   in  s e c r e t  

and  d o n ' t   tu rn   the  Cast le   r i g h t s i d e .   You  play  a l l   in  s e c r e t .   When  one  a t t a c k  

ano the r   then  you  turn  both  of  them  the  r i g h t s i d e .   Two  p l a y e r s   will   s e e  

who's  won.  The  win  one  moves  to  l o s e r s   p lace   and  the  l o se r   i s o u t .   The  win 

one  can  change  with  someone  at  the  back  and  put  i t   back  in  a  place  to  keep  

a  s e c r e t   . 
ONE  PLAYER  for  one  person  p r a t i s e   and  l ea rn   how  to  play.   There  are  many 

ways  to  a r range   and  how  to  get  v i c t o r y .   You  a r r ange   both  of  them  the  r i g h t  

s ide   and  play  .  You  play  l ike   two  peop le .   It  wi l l   help  you  get  more 

e x p e r i e n c e   every  day  and  should  th ink   twice  befor   doing  s o m e t h i n g .  

HERE  ARE  SOME  HINTS  .  The  spy  and  Major  General   go  side  by  s ide .   If  you 

lose  L i e u t a n a n t   General  Don't  worry  use  canons  and  spy.  If  you  want  t o  

break  the  gate  to  come  in  but  you  c a n ' t   come  in  then  get  another   person  t o  

make  the  canon  shoot,   so  you  can  go  in  to  ano the r   gate .   If  his  canon 

d o e s n ' t   want  to  shoot  then  you  wi l l   use  your  canons  and  shoot  in  over  l a p  

to  get  his  canon  out.  You  wil l   f ind  out  when  you  play  game.  If  the  boms 

p r o t e c t   the  c a s t l e   ,  nobody  can  shoot  the  boms  dead  and  out  the  game  i s  

draw.  If  you  shoot  all   s od i e r s   and  canons  out,   only  boms  and  c a s t l e  

l e f t   then  you  win  . 
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1.  m i l i t a r y   a f f a i r s   chess  is  t r a d e r   mark 

2.  The  M i l i t a r y   a f f a i r s   chess  has  got  42  chessmen  for  two  s ides .   One  s i d e  
has  got  21  chessmen  and  the  o ther   s ide  has  got  21  chessmen  too.  21  names 
for   one  s ide   same  with  21  names  the  o the r   s ide   . 

3.  42  names  are  2  C a s t l e s ,   4  t rap  Bombs,  4  Canons,   2  L i e u t a n a n t   G e n e r a l s ,  
2  Major  G e n e r a l s ,   2  B r i g a d i e r   Genera l s ,   2  C o l o n e l s ,   2  L i e u t a n a n t  

C o l o n e l s ,   2  Majors ,   2  Cap ta ins ,   2  F i r s t   L i e u t a n a n t s ,   2  Second 

L i e u t a n a n t s ,   4  P.  F i r s t   C lasses ,   4  P.  S o l d i e r s ,   2  Eng inee r s   and  2  Spys .  
4.  The  Chess  Board  has  got  70  squa re s .   The  Columns  has  got  number  1  t o  

number  10.  The  rows  has  got  7  l e t t e r s   A,  B,C,  D,  E,  F  and  G. 

There  are  6  c r o s s e s   on  6  p laces   4B,  4D,  4F  and  7B,  7D,  7F  . 
This  mark  X  means  S o l d i e r s   and  Canons  can  not  go  though,   stay  o r  
jump  over  t ha t   p lace   . 

5  4  ways  to  play  chess ,   PLAY  RIGHTSIDE  for  two  p l a y e r s   ,  PLAY  REVESE  f o r  
t h r e e   p l a y e r s '   ,  PLAY  REVESE  for  two  p l a y e r s   and  PLAY  RIGHTSIDE  f o r  

one  p l a y e r   . 
5.  You  are  Commander  in  ch i e f   to  a r range   y o u r s e l f .   From  l i ne   1  to  l ine   3 

has  21  p l a c e s   .  You  can  put  the  Cas t l e   ,  Canons,  Bombs  and  S o l d i e r s  

any  where  you  l i k e   .  Any  games  you  can  change  a r r angemen t   . 
7.  The  S o l d i e r s   and  Canons  can  go  forward,   backward ,   r i g h t   and  l e f t ,   any 

where  s t ep   by  s t ep .   Except  when  canon  shoot   i t .  

The  S o l d i e r   can  a t t a c k   any  where  he  want  to  by  next  r i g h t ,   next  l e f t ,  
next   up,  next  down  . 

3.  The  C a s t l e   never  moves  to  another   place  and  t r ap   Bombs  never  moves  t o  
a n o t h e r   p lace   too  . 

?  When  Canon  has  got  red  one  i n f r o n t   a l r e a d y   ,  the  blue  one  comes  i n f r o n t  
of  red  one,  the  Canon  can  shoot  blue  one  dead  and  out  .  After  tha t   t h e  
Canon  jumps  over  red  one  and  moves  to  blue  one  p lace   .  see  p i c t u r e   1 
and  2.  The  Canon  can  shoot  up  and  down,  r i g h t   and  l e f t   . 
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lUROPEAN  PATENT  APPLICATION  No. 

EP  87  30  4897.  9 -  

f  >@'@@  @::@) 
CLAIMS 

Amendments 

'.  c l a i m  

1.  Game  appa ra tu s   for  playing  a  M i l i t a r y   a f f a i r s   chess  game,  which 

jame  a p p a r a t u s   comprises   a  playing  board  and  a  p l u r a l i t y   of  p laying  p i e c e s ,  

:he  p l a y i n g   board  being  such  that   it  has  s even ty   p l ay ing   compar tments  

vith  six  of  the  p lay ing   compartments  being  marked  to  i n d i c a t e   that   t hey  

Form  b a r r i e r s   during  playing  of  a  game  so  t h a t   the  p l ay ing   pieces   can  no t  

go  th rough   ,  stay  or  jump  over  the  six  compar tments ,   the  p laying  p i e c e s  

Deing  formed  into  two  sets   of  playing  p i e c e s ,   and  the  p lay ing   p i e c e s  

being  in  the  shape  of  m i l i t a r y   personnel   and  m i l i t a r y   o b j e c t s   . 

2.  Game  appa ra tu s   according  to  claim  1  in  which  the  p l a y i n g  

compar tments   are  f l a t   playing  compartments  or  r e c e s s e d   p l a y i n g  

compar tments   . 
3.  Game  appa ra tu s   according  to  claim  1  or  claim  2  in  which  t h e r e  

are  f o r t y   two  p lay ing   pieces   with  twenty  one  of  the  p l ay ing   pieces  be ing  

in  each  set   . 
4.  Game  a p p a r a t u s - a c c o r d i n g   to  claim  3  in  which  the  playing  p i e c e s  

are  such  that   there   are  :  2  Cas t l e s ,   4  t r ap   Bombs,._4  Canons,  2  L i e u t a n a n t  

G e n e r a l s ,   2  Major  Genera ls ,   2  Br igad ie r   G e n e r a l s ,   2  Co lone l s ,   2  L i e u t a n a n t  

C o l o n e l s ,   2  Majors,  2  Capta ins ,   2  F i r s t   L i e u t a n a n t s ,   2  second  L i e u t a n a n t s ,  

4  P r i v a t e   F i r s t   C la s ses ,   4  Pr iva te   s o l d i e r s ,   2  Eng iee r s   and  2  Spys  . 

5.  Game  appara tus   according  to  any  one  of  the  p reced ing   claims  i n  

which  the  six  p laying  compartments  are  marked  with  a  cross   to  i n d i c a t e  

tha t   they  form  the  b a r r i e r s   during  the  p l ay ing   of  the  game  . 



1 /8  

0 2 5 2 5 9 9  

NO  B  NO 

NO  R  NO 

B  R  Cr  R  B 

NO  R  NO 

NO  B  NO 

PICT  1 

Cr 

R 

Cr  R  .  R  Cr 

R 

Cr 

3ICT  2 



2 / 8  

0 2 5 2 5 9 9  

FIG.  1  .  
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European.  Patent  PARTIAL  EUROPEAN  SEARCH  REPORT 
which  under  Rule  45  of  the  European  Patent  Convention 
shall  be  considered,  for  the  purposes  of  subsequent 
proceedings,  as  the  European  search  report 

Application  number 
EP  87  30  4 8 9 7  

DOCUMENTS  CONSIDERED  TO  BE  RELEVANT 

Category Citation  of  document  with  indication,  where  appropriate, 
of  relevant  passages 

Relevant 
to  claim 

CLASSIFICATION  OF  THE 
APPLICATION  (Int.  CM) 

X US-A-2   400  644  (HOFFMAN) 
*  Page   1,  r i g h t - h a n d   c o l u m n ,   l i n e s  

3 0 - 3 9 ;   f i g u r e s   1 ,2   * 

US-A-3   908  998  (FONG) 
*  Column  1,  l i n e s   2 3 - 2 6 , 4 3 - 4 7 ;  

f i g u r e   * 

FR-A-   480  016  (FLUBACHER) 
*  Page   3,  l i n e s   2 6 - 4 1 , 6 4 - 7 1 ;  

f i g u r e s   1 7 , 1 8 , 2 2   * 

FR-A-1   084  628  (TETEVIDE  e t   a l .   ) 
*  Page   1,  r i g h t - h a n d   c o l u m n ,   l i n e  

17  -  p a g e   2,  l e f t - h a n d   c o l u m n ,  
l i n e   4;  f i g u r e s   * 

BE-  A-  459  729  (  QUINART-UYTTERSPROT! 
*  Page   1,  f i g u r e   * 

2 - 4  

2 - 4  

2 - 4  

2 - 4  

2 - 4  

INCOMPLETE  SEARCH" 

The  Search  Division  considers  that  the  present  European  patent  application  does  not  comply  with 
the  provisions  of  the  European  Patent  Convention  to  such  an  extent  that  it  is  not  possible  to  carry 
out  a  meaningful  search  into  the  state  of  the  art  on  the  basis  of  some  of  the  claims. 
Claims  searched  completely:  2  —  4 
Claims  searched  incompletely: 
Claims  not  searched:  1  and  5 - 9  
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