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(54) Game, especially chess

(57) The game comprises a game board (1), or

other delimiting devices, delimiting a level game area (2)

and a group (3, 3") of pieces for each player. In each

piece there is at least one member showing the individ- 3.4

ual area of the piece, for example, a base disc (8). The 10
game includes at least one direction scale (11) and

move distance measuring device (10) for moving a

piece a certain distance in a certain direction, according 8
to the rules of the game. d .
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Description

The present invention relates to a game, especially
chess, which comprises a board delimiting a level game
area, a group of game pieces, for example, a king,
queen, two castles, two bishops, two knights, and eight
pawns, for each player.

The game of chess, like many other board games,
has included a game board marked with squares or sim-
ilar. The squares or other markings show, in known
games, the permitted locations of the pieces. In the
game of chess, only one piece can fit on a square and
each piece must remain on the game area marked with
squares.

The object of the invention is to create a boardless
game, on the board or similar base of which no squares
or other markings are required to show the permitted
places of the pieces. The characteristic features of the
invention are described in the accompanying Patent
Claims. In a game according to the invention, no
squares are required, because the pieces always move
a measurable distance in a set direction. Contact
between the pieces is defined by means of the intersec-
tion of the individual areas, which replaces moving to a
square.

In the following, the invention is illustrated by refer-
ence to the accompanying Figures, which present one
game according to the invention and the construction of
its pieces.

Figure 1 shows the devices of boardless
chess.

Figures 2 & 3 show the construction of the pieces
used in the game.

Figures 4a & 4b  show the alternative aggressiveness

of the pieces.

The game area is a limited two-dimensional sur-
face, which is formed by game board 1, in which the
boundaries 2 are defined by a feature. In this example,
the edge of the circular game board 1 forms the afore-
said boundary. Each player has a group 3 and 3’ of six-
teen pieces, as in normal chess, each comprising a
king, a queen, two castles, two bishops, two knights,
and eight pawns. Each piece has a circular area around
it, which is defined by the area of the base of the piece.

In the initial arrangement, the pieces are placed so
that on the White side the king and queen are in the
middle, with the queen on the left. To the left and right of
them there are, in order, a bishop, a knight, and a castle.
Each is in its own area, so that the areas border one
another. In front of these so-called noblemen are eight
pawns, so that the area of each pawn touches the area
of the nobleman behind it. At a distance of five area
measures at right-angles to the pawns (there are four
completely empty areas between), there is a straight
line of Black pawns, behind which are correspondingly
Black noblemen. The Black queen directly faces the
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White queen. In the initial setup, there are six area
measures between the Black and White kings. The
extent of the area of the game is defined by drawing a
circle, the centrepoint of which is the centrepoint of the
line segment between the Black queen and the White
king. Though the game can be played on any level base
whatever, the most advantageous game generally has a
base, a particular game board, in which this delimitation
has been ready made, as in this case.

In Figures 2 and 3, the construction of a knight 3.4
is used to exemplify the construction of the pieces. The
definition of the location of a piece takes place accord-
ing to a direction scale 11 printed on the upper surface
of the base 8 of the piece. The direction device 10, a
measuring rule or tape, at the base of the piece, which
is attached to a rotating ring, is turned in the chosen
direction and the movement of the piece is read from
the set scale of the direction device. Its length is a
measure of 10 areas for a bishop, castle, and queen, a
measure of 3 areas for a knight, and a measure of 2
areas for other pieces.

Before the direction is set, the piece must be placed
at right-angles to the setup of the game. This takes
place with the aid of direction indicator 4, see Figure 1.
Direction indicator 4 is on the left when viewed from the
White player's position and it has a button moving in a
groove 5 in the centre, from which there is a measuring
rule 6 that can be moved to the right. At the beginning of
the game, direction indicator 4 is set parallel to a
straight line drawn between the White and Black kings.

At the beginning of the game, both players have six-
teen 'Black’ or 'White' pieces. Each has one king, one
queen, two castles, two knights, two bishops, and eight
pawns. The number and setup of the pieces are thus
the same as in 'conventional’ chess.

The game's aim, opening procedure, and rules for
moves are the same as in normal chess, except the
alterations described later.

Each piece can move from the point of departure
within the framework of the predetermined rules. A
piece cannot move to such a place that belongs to the
area of another piece on its own side, nor to such a
place that belongs to the area of one of the opponent's
pieces. If the area of a moved piece intersects the area
of one of the opponent's pieces, this latter is 'taken’ and
removed from the area of the game. Only the knight and
bishop may move over the areas of the other pieces.
The area of a piece may not intersect the boundary of
the area of the game. The definition of an area takes
place in practice by the piece having a flat circular disc
as a base, i.e. the aforesaid base 8, the surface area of
which is the same as the area of the piece. In the piece,
there is also a concentric inner ring 9, the so-called
inner area, the diameter of which is half the diameter of
the entire area.

The aggressiveness of the pieces can be selected
according to Figures 4a and 4b. At the separately
agreed start of a game, the aggressiveness of the
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pieces can be reduced by moderating the intersection
rule concerning the intersection of the area (base 8) and
the inner area (ring 9). The result of this moderation is
that the pieces can also be located next to one another
so that the ring-shaped zones remaining between the
edge of the inner area and the edge of the entire area of
the piece intersect one another.

Moves of individual pieces.

- The castle moves from the north in the directions
0°, 60°, 120°, 180°, 240° and 300° while the
number of steps in its move is not limited, provided
the route is otherwise unobstructed.

- The bishop moves two areas at a time in the direc-
tions 30°, 90°, 150°, 210°, 270°, and 330°. If there
are other pieces in the areas between, the bishop
jumps over them. As in the case of the castle, the
number of steps in the bishop’s moves is not lim-
ited.

- The knight moves over three areas at a time in the
directions 20°, 40°, 80°, 100°, 140°, 160°, 200°,
220°, 260°, 280°, 320°, 340°, one step at a time. If
there are other pieces in the areas in between, the
knight jumps over them.

- The queen moves in the same way as the castle
and bishop together.

- The king moves like the queen, but only one area
measure at a time. Castling is a king's move com-
plemented by the castle’s move. It is counted as a
single move and takes place as follows; the king
remains in place or else moves next to a castle that
is on the same horizontal level, after which the cas-
tle moves over the king, if the area on the other side
of the king is free. Castling is impossible is one or
other of the pieces, the king or the castle has
already been moved. Castling is temporarily pre-
vented, if the king is threatened by one of the oppo-
nents' pieces.

- The pawn moves forward only by the amount of its
own area. Only the initial move may be of two
areas, if the area between is completely free. The
pawn takes from its area to a distance of one step
in a direction of +30° forwards. A pawn, which
threatens an area that a pawn from the opponent's
original area has passed in a move of two steps,
may, immediately on the next move (and only then),
take the opponent's pawn, just as if the latter had
moved only one step. This special rule is termed
taking en passant. Every pawn that has been able
to move more than six areas from its original posi-
tion must during the same move and irrespective of
the other remaining pieces, be changed into a
queen, castle, bishop, or knight of the same colour,
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as the player wishes. The transformation of the
pawn is termed elevation and comes into force
immediately.

Check, checkmate, and stalemate are defined as in
conventional chess.

In the wall version, the pieces are attached to the
base by magnets or some Velcro-like device. Gravity
replaces a separate direction indicator.

Claims

1. A game, especially chess, comprising a game
board (1), or other delimiting devices, delimiting a
level game area (2), a group (3, 3) of pieces for
each player, comprising a group of pieces, such as
a king, queen, 2 castles, 2 bishops, 2 knights, and 8
pawns, characterized in that in each piece there is
at least one member showing the individual area of
the piece, for example, a base disc (8), and that the
game includes at least one direction scale (11) and
move distance measuring device (10) for moving a
piece a certain distance in a certain direction,
according to the rules of the game.

2. A game according to Claim 1, characterized in that
the direction scale (11) is printed on the base disc
(8) of each piece.

3. A game according to Claim 1 or 2, characterized in
that each piece includes a second member show-
ing the individual area, for example a smaller ring
(9) placed above the base disc (8) so that the base
disc of an opposing piece extends into this second
individual area.

4. A game according to Claim 1 or 2, characterized in
that the game includes a separate direction indica-
tor (4), which comprises a transverse measuring
rule (6) moving on a linear guide (5), for maintaining
a standard basic direction throughout the game.

5. A game according to one of Claims 1 - 4, character-
ized in that the measuring device of the distance of
the move consists of a measuring rule, in which
there is a distance scale as a multiple of the base
disc (8) of the piece.
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