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[57] ABSTRACT

This relates to a game which includes a game board and
a plurality of playing pieces. The game board is gener-
ally rectangular in outline but is provided at one end
with a projection which is intended to interlock with
another game board. The projection defines at least in
part a receptacle for game pieces. The game board at
the end thereof remote from the projection has a re-
served area for receiving a selected code playing piece
of a set of target code playing pieces and a code playing
piece of a set of position indicating code playing pieces.
The playing pieces also include test playing pieces con-
forming to the target code playing pieces and marker
elements for signalling the correctness in relation to the
code playing pieces mounted on a related one of the
boards of the characteristics and relative positioning of
the test playing pieces. of a test group selected by a
player.

9 Claims, 3 Drawing Figures
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1
' BOARD GAME

The subject of th:s mventlon isa game calhng for the
exercise of logical thinking and inductive reasonmg on
the part of the players. It is a board, game in the sense
that, in essence, .it uses a board or, boards, playing
pieces, and tokens. .

In concept it .can be played by upwards of two play-
ers though in a preferred form,.to which the ensuing
description will hereinafter be confined to avoid prolix-
ity of language it is designed for the.active participation
of four players.

Accordmgly the present mventlon prov1des a board
game comprising a plurality of boards, one for each
player, a collection  of  contrastingly marked  code
pieces, a collection of marker elements, and code count-
ers marked and/or colored and used to set up a hidden
code, and wherein each said board has rows of holes for
receiving and displaying a plurality of rows of said code
pieces of each player, holes adjacent said rows for re-
ceiving marker. elements, and holes to.receive code
counters representmg a respective portlon of sald hid-
den code. - o

The underlying principle of the game is that each of
the players in turn seeks to break a secret code made up
of a number-of contrasting ciphers arranged in a singu-

“lar order. This in itself is not an original idea but what
is a particularly unique feature of this invention is that
the target code is not prearranged but is a combination
of integers or pieces arbitrarily made up by all the par-
ticipants during the playing'of a game. An attempt to
break the code is made by each player in turn by dis-
playing a prospective answer and this is marked by the
others (from their individual partial knowledge based
on their holding of one piece of the code) until any one
player is able from his observation, Teasoning and sur-
mise to announce ‘the- trie hldden code and win the
game.

The phrase “a plurality of boards” refers not only to
the provision of an individual separate board for each
player (this being convenient for the placmg of the
players around the particular table which is available)
but also to the case where these individual boards are
integral or even,-as in the particular case described
below, made separate but interfitting for convenient
common observation.

The code pieces referred to can take various forms,
but in a convenient and preferred arrangement will be in
the form of pegs and the board will have rows of holes
to receive them in the playing of the game. One of these
rows will be separate from the others for a potential
announcement by the player concerned of his surmised
“discovery” of the hidden code.

Similarly the marker elements can be pins or pegs and
the board furnished with holes to locate them adjacent
the code holes.

The present invention is further described hereinaf-
ter, by way of example, with reference to the accompa-
nying drawings, in which:

FIG. 1 is a perspective illustration of an individual
board used in this game,

FIG. 2 shows details of the code pieces and marker
elements used, and

FIG. 3 is a schematic plan view of the boards interfit-
ted as they may conveniently be in the playing of a
game.
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The board illustrated in FIG. 1 will conveniently be
made as a hollow plastic molding. The board 1 is rectan-
gular in shape with the addition at one end of a projec-
tion 2 which is recessed to form a tray for housing

»playmg pieces-used in the game.

‘The surface of the board 1 is apertured to provide
holes for receiving the playmg pieces, marker elements
and so on.7At its lower end it is provided with slots 3 to
accommodate counters which will be used in the play-
ing of the game, as described below.

Above:these slots 3 are a set of horizontal holes 4 for
receiving the playing pieces or pegs in code rows dur-
ing the game. It ‘will be observed that there are five
holes 4 in each row. These rows are numbered 1-2-3-4 at
the righthand margin adjacent the respective rows.

At the lefthand end of each row is a set of four
smaller marker holes 5 the function of which will later
appear.’ Finally at the upper lefthand corner of the
board there are some two rows of five small holes 6 for
storage of marker pins,

FIG. 2 gives examples of the pegs, pins and counters
which are used. Thus there are black circular counters
7 which are numbered 1-2-3-4-5 on one face and count-
ers 8 which are white on their rear face but carry differ-
ent colors on their front face. In the practical example
chosen use is made in fact of twenty-four counters 8,
three carrying each of six different colors other than
black and white.

FIG. 2 shows at 9 an example of a code peg. In the
particular example chosen there are one hundred and
forty four of these code pegs in a playing set these being
made up of equal numbers of the six colors which are
used on the counters 8. Finally, FIG. 2 shows marker
pins 10 of which there are sixty in thé set, thirty having

_black heads and thirty white heads.

The rules for playing a game with this eqmpment will
be hereinafter described, but before so doing reference
will be made to FIG. 3 which illustrates a preferred
arrangement of the four boards as they can be conve-
niently used by the players of the game. It will be noted
that the boards are conveniently disposed on the table in
a position for common observation (which is required
to enable the game to be followed in the manner of a
card game) by the various players. Thus in effect the
projections 2 of the four boards are interfitted with the
bodies of the boards arranged in a cruciform fashion in
the center of the table.

The rules of the game to be played with this equip-
ment are as follows:

RULES

This game is primarily designed for four players who
will receive one of the four boards of the set. The
boards placed in front of the players can be interfitted at
their “tray” projections if convenient. (This is the best
arrangement because it makes overall inspection easier).

Each player will fill his tray with six pegs of each of
the six colors available in the general collection and will
take five white and five black marker pins and insert
them in the storage holes in the upper lefthand corner of
his board.

In playing a game the first player is chosen by any
convenient random-selection method, for example by
tossing coins. The black and white counters are placed
face downwards on a convenient area of the table away
from the boards, are shuffled, and each player in turn
takes one white and one black counter which he places
in the front slots of his board out of view of the other
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players. The counters identify his particular piece of the
code, i.e. the color of the piece (peg) and 1ts posmon in
the code row.
The first player then starts the game by inserting code

pegs from his tray into the row of code holes nearest
him (marked 1 on the righthand edge of the board) to

indicate his first guess at the “hidden” code. This hid- .

den code is in fact made up by. a combmatlon of the
parts held by the other players and himself plus the
blank represented by the column number left unchosen
at the beginning of the game.

The player on his left, the “second” player then in-
spects this first guess at the hidden code and compares
it with his own holding of part of the code. If the first
player’s guess has correctly identified the part of the
code held by the second player, the latter must place a
black marker pin in the marker holes adjacent the first
player’s No: 1 code row. If the second player finds that
the first player has chosen his (the second player’s)
color but not the correct position of this color, then he
will insert a white marker in the first player’s set of
marking holes. If he finds that the first player has not
chosen the second player’s color at all, he will not insert
any marker but will so certify and play will pass to the
third player.

The play will continue clockwise round the table in
this way, continuing into row 2 etc., until any player,
whether his turn to play or otherwise, perceives or
thinks he perceives the true hidden code. This he an-
nounces by shouting “Mastermind” (RTM) and play
will then be suspended. The party concerned will then
display his solution in the separate row of code holes
marked 1-2-3-4-5 at the upper part of his board. If this is
not disputed by any of the other players then he will be
declared the winner.

If disputed by any one other player the game must be
discontinued. If disputed by more than one other player
the game may continue with the claimant disqualified
but remaining present to represent his piece of the hid-
den code.

I claim:

1. A game comprising:

a plurality of code playing pieces of contrasted char-

acteristics for forming a target code and compris-
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ing a first set of code playing pieces and a second

set of said code playing pieces;

a plurality of boards, one for each player, each of said

" boards having a reserved area for receiving a pair
of said code playing pieces chosen by a respective
player and comprising one each of said first set of
code playing pieces and said second set of code
playing pieces, wherein said chosen code playing
piece of said first set by each of several players
together form said target code and each said
chosen code playing piece of said second set deter-
mines the relative position in said target code of the
code playing piece paired therewith;

a plurality of test playing pieces conforming to said
first set of code playing pieces and adapted to be
mounted in preselectable patterns on each of said
boards in successive groups for simulating said
target code;

and a plurality of marker elements each of which is
mountable on any one of said boards for signalling
the correctness in relation to the code playing
pieces mounted on the selected one of said boards
of the characteristics and relative positioning of the
test playing pieces of a test group selected by a
player. N

2. A game as claimed in claim 1 wherein the boards

have means for interfitment with one another.

3. A game as claimed in claim 1, wherein said code
playing pieces are pegs of contrasting colors.

4. A game as claimed in claim 1, wherein said marker
elements are contrastingly colored pegs or pins.

5. A game as claimed in claim 1 wherein said code
counters are discs. contrastingly marked and/or col-
ored.

6. A game as claimed in claim 1 wherein said boards
are integral with one another.

7. A game as claimed in claim 1 wherein the individ-
ual boards each have an interfitment projection at an
upper corner thereof, this pro_;ectlon being recessed to
form a pocket for playmg pieces.

8. A game as claimed in claim 7 wherein said projec-
tion is received between portions of two adjacent other
ones of said boards.

9. A game as claimed in claim 7 wherein said recess of
said projection also extends into a main portion of the

respective board.
* % % * %



