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@ Military affairs chess.

@ On militairy affairs chess game is played with 42 playing
pieces on a game board with 7 x 10 squares. The game can
be played in 4 ways by 1 player up to 3 players. There are two
sets of 21 playing pieces, representing different military ranks
or items.
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MILITARY AFFAIRS CHESS 0252599
TRADER MARK A -

The Military Afairs Chess has got 42 chessmen for two sides.One side has got
21 chessmen and the other side has got 21 chessmen too. 21 names for one
side same with 21 name; the other side .

42 names are 2Castle, 4 Trap Bombs, 4 Canons, 2 Lieutanant Generals, 2 Major
Generals, 2 Brigadier Generals, 2 Colonels, 2 Lieutanant Colonels, 2 Majors,
2 Captains, 2 First Lieutanants, 2 Second Lieutanants, 4 P, First Classes,

4 P. Soldiers, 4 Engineers and 2 Spys .

The Board has got 70 squares. The Columns has got number 1 to number 10 .
The rows has got 7 Letters A, B, C, D, E, F, G. There are 6 crosses on 6
places 4B, 4D, 4F and 7B, 7D, 7F. This mark X means Soldiers and Canons can
not go though, stay or jump over that place .

The Military Affairs Chess has got 4 ways of making for the Trade .

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

Model No3 and Model No&4 for PLAY RIGHTSIDE only .

So 4 Models need 4 kind of boxes .

42 Chessmen make with plastic and the Boards make with plastic or carton.

4 Ways to play chess , PLAY RIGHTSIDE , for two players, PLAY REVESE for
three players . PLAY REVESE for two ﬁlayers .PLAY RIGHTSIDE for one player.

FIG.1. To maké the Model No1 and No2, but the Model No2 smaller than Noil.
FIG.1. (q) view on FIG. 1(Q).

FIG. 2. To make the Model No3 . FIG. 3. To make the Model No4.

FIG. 4. Typical example on base . fIG. 5. Typical exsample on peg.

FIG. 6. The Board for the Model No2 and No4.

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

FIG. 2(A)and FIG.3(A) to make No1,No2 and No3. Then put the ranks on the
shoulders. 7

FIG6.2(B) and FIG.3(B) to make No4, No5 and Noé. Then put the ranks on
the shoulders. '

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

FI1G.2(D) and FIG.3(D) to make No12. Then put the ranks on the collars.
FIG.2(E) and FIG.3(E) to make No10 and No11. Then put the ranks onthe collars
FIG.2(F) and FIG.3(F) to make No13. Then put the ranks on the collars.
FI1G.2(G) and FIG.3(G) to make Castles. FIG.2(H) to make Bombs.

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



INSTRUCTIONS -2- 0252599

THE CASTLE never moves to another place. Any one can win the Castle, who

wins it first has victory. But the Canon must be in double to shoot it

to victory . b

TRAP BOMBS never moves. Any one attacks it must be dead and out. The bombs
stay to the end .0Only Engineer.and Canon attacks it then trap Bombs dead
and out. .

CANON any one who attacks it must be dead and out. Except Engineer. The
Canon attacks them by itseft , the Canon must be dead and out. One soldier ,
trap Bombs, Castle and Canon infront of the Canon must be same colour with
the Canon to make the Canon shoot . '

Cr mean red Canon , R mean red one, B mean blue one. When the Canon has got
red one infront already, the blue one comes or is there already infront of
red one, the Canon can shoot blue one dead and out. After that the Canon
jumps over red one and moves to blue one place. See picture 1 and 2 . The
Canon shoot like that any one must be dead and out. The blue Canon shoots
like that too. The Canon can shoot up and down, right and left. If the blue
one infront of the red already , you want to shoot it just moves the Canon
behind the red then you can shoot it. Any time you want to shoot it then
take it, but you don't want it then leave it and wait for good time then
shoot it. The Canon do not go and shoot it in cross ways. The Soldier

do not go and attack in cross ways as well .

No1 LIEUTANANT GENERAL wins everyone, except Spy.

No2 MAJOR GENERAL wins everyone, except Lieutanant General .

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

No&4 COLONEL wins everyone; except number 1,2 and 3 .

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

No6 MAJOR wins everyone, except number 1,2,3,4 and 5 ;

No7 CAPTAIN wins everyone, 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 everyone else .

No13 SPY wins Lieutanant General , lose everyone else .
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You are Commander in chief to arrange your self. From line 1 to line 3 has
21 place. You can put the castle, canons, bombs and soldiers any where you
like. Any games you can change arrangement. The soldiers and canons can go
forward, back ward, right and left, any where step by step. Except when canon
shoot it. The soldier can attack any where he want to'by next right,next
left, next up, next down . You can't attack two at the same time. You can
attack once and wait for another move then you can attack again .

PLAY RIGHTSIDE for two players. First to arrange in secret , after that you
turn them the rightside. You will see both of their faces. So one can't
attack another relative rank, they must stay in togetter. When you are
higher than him then you can shoot him dead and out, after that you move in
to his place . Now you play chess .

PLAY REVESE for two players and one referee. You arrange in secret, only
turn the castle the rihgtside and you play in secret. When the blue shoots
red one then the referee will see in secret. If the blue wins puts in the
red place and the red out. If the red wins then puts the red one in the same
place and the blue out. The referee will not tell the two players who's
dead. When one attacks another same relative rank both dead and out .

PLAY REVESE for two players. There is no referee. You arrange in secret

and don't turn the Castle rightside. You play all in secret. When one attack
another then YOU turn both of them the rightside. Two players will see
who's won. The win one moves to loser$ place and the loser isout. The win
one can change with someone at the back and put it back in a place to keep
a secret . ) . N

ONE PLAYER for one person pratise and learn how to play. There are many
ways to arrange and how to get victory. You arrange both of them the right
side and play . You play like two people. It will help you get more
experience every day and should think twice befor doing something.

HERE ARE SOME HINTS . The spy and Major General go side by side. If you
lose Lieutanant General Don't worry use canons and spy. If you want to
break the gate to come in but you can't come in then get another person to
make the canon shoot. so you can go in to another gate. If his canon
doesn't want to shoot then you will use your canons and shoot in over lap
to get his canon out. You will find out when you play game. If the boms
protect the castle , nobody can shoot the boms dead and out the game is
draw. If you shoot all sodiers and canons out, only boms and castle

left then you win .
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MILITARY AFFAIRS CHESS is TRADER MARK

The Military affairs chess has got 42 chessmen for two sides. One side
has got 21 chessmen and the other side has got 21 chessmen too. 21 names
for one side same with 21 names the other side .

42 names are 2 Castles, 4 trap Bombs, 4 Canons, 2 Lieutanant Generals,
2 Major Generals, 2 Brigadier Generals, 2 Colonels, 2 Lieutanant
Colonels, 2 Majors, 2 Captains, 2 First Lieutanants, 2 Second
Lieutanants, 4 P. First Classes, 4 P.Soldiers, 2 Engineers and 2 Spys.
The Chess Board has got 70 squares. The Columns has got number 1 to
number 10. The rows has got 7 letters A, B,C, D, E, F and G.

There are 6 crosses on 6 places 4B, 4D, 4F and 7B, 7D, 7F .

This mark X means Soldiers and Canons can not go though, stay or

jump over that place .

4 ways to play chess, PLAY RIGHTSIDE for two players , PLAY REVESE for
three players , PLAY REVESE for two players and PLAY RIGHTSIDE for

one player .

You are Commander in chief to arrange yourself. From line 1 to line 3
has 21 places . You can put the Castle , Canons, Bombs and Soldiers
any where you like . Any games you can change arrangement .

The Soldiers and Canons can go forward, backward, right and left, any
where step by step. Except when canon shoot it.

The Soldier can attack any where he want to by next rlght, next left,
next up, next down .

The Castle never moves to another place and trap Bombs never moves to
another place too .

When Canon has got red one infront already , the blue one comes infront
of red one, the Canon can shoot blue one dead and out . After that the
Canon jumps over red one and moves to blue one place . see picture 1

and 2. The Canon can shoot up and down, right and left .
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Amend i L.
mendments b ey

I claim

1. Game apparatus for playing a Military affairs chess game, which
game apparatus comprises a playing board and a plurality of playing pieces,
the playing board being such that it has seventy playing compartments
with six of the playing compartments being marked to indicate that they
form barriers during playing of a game so that the playing pieces can not
go through , stay or jump over the six compartments, the playing pieces
being formed into two sets of playing pieces, and the playing pieces
being in the shape of military personnel and military objects .

2. Game apparatus‘according to claim 1 in which the playing
compartments are flat playing compartments or recessed playing
compartments .

3. Game apparatus according to claim 1 or claim 2 in which there
are forty two playing pieces with twenty one of the playing pieces being
in each set .

4. Game apparatus-according to claim 3 in which the playing pieces
are such that there are : 2 Castles, 4 trap Bombs, 4 Canons, 2 Lieutanant
Generals, 2 Major Generals, 2 Brigadier Generals, 2 Colonels, 2 Lieutanant
Colonels, 2 Majors, 2 Captains, 2 First Lieutanants, 2 second Lieutanants,
4 Private First Classes, & Private soldiers, 2 Engieers and 2 Spys .

5. Game apparatus according to any one of the preceding claims in
which the six playing compartments are marked with a cross to indicate

that they form the barriers during the playing of the game .
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FIG. 4.
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