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To all whom ot ma,y concern:

Be it known that I, RANDOLPH CUMMINS, &
citizen of the United Stato
delphia, in the county of Phlladelphm and
State of Penosylw ania, have invented certain

‘new and useful Improvements in Parlor

Games; and I dohereby declare the following
to be a full, clear, and exact deseription of the
invention, suoh as will enable others skilled

in the art to which it appertams to make and

use the same.

‘My invention relates to 1mplovomontcs in
parlor games; and it consists, essentially, in
game appar atus adapted to 111ustrano the ac-
fion of troops in the field during a campaign.
It is especially adapted to illustra;to the effect
of the advantages of the concentration of
forces, the deswa,blenoss of being able 130 keep
up a oommumoatlon t,hroucrhout one’s own

lines, and to keep open a safe line of retreat—
1mportant conditions in actual warfare.

order tointroduce theelementof chance which

~would otherwise be lacking, I combine with
- the other game apparatus a dice-box and dice.
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My lll‘iTEIltl()l'l will be more clearly under-

stood after a reference to the accompanying

drawings, in which the same parts are indi-
cated by the same letters throughout the sev-
eral views.

Figurel represents aplan view of the board'

on whlch is designated one or more frontier-
lines, a number of roads leading to cities, and
impassable country between these roads,
which are represented diagrammatically.
Fig. 2 represents a dummy infantryman used
as a ‘““piece” in the game. Fig. 3 represents

a dummy cavalryman also used as a piece in

the game. Figs. 4, 5, and 6 represent white,
blue, and red flags, respectively. Fig. 7 rep-
resents a dice-box and dice. Figs. §, 9, and
10 represent red, blue, and white chips or
counters, which are used in keeping the score
of the game.

Referring now to Fig. 1, A B ropresenbs a
river or othor frontier SeDaratmﬂ' the lines of

-~ the combatants at the beﬂ'mnmcr of the game.

50

The country on which tho campaign Is to be
conducted is shown as intersected by roads
C, crossing each other at the small cirecles or

cross-roads, while D represents mountain- |

Tanges, hllls, or other country 1mpassable to
the armies. S -

-residing at Ph1la-_

r

In |

‘defeated and that side loses the game.
playing the game I provide a number of foot-
soldiersor dummy infantrymen,each of which
‘is supposed to represent a division of infan-:
These infantry divisions move only one-
space at a time, the space being determined:
by the dlsta,noo between the ouolos on the.

E and F represent the rival capitals, which
are supposed to be fortified, while G, &, and
G?, &c., represent the various cities. It is

desired to capture enough cities or to defeat.
ficient number of times to ex-
haust hissinews of war, which arerepresented

the enemy a su:

by the chips or counters aforesaid. Any ar-
bitrary number of these may be chosen, thus

making the game long or short, as desired;

but for convenience sake we will assume that
each side starts out with fifty white chips or

with the equivalent of fifty white chips in
blue and red chips—say ten white chips, each
.valued at one; two red chips, valued at ten:
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each, and four blue chips, valued at fiveeach. -

The first army that loses all of 1ts oh1ps is

try.

T
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roads, and I also provide anumber of dummy

cavolrymen each of which issupposed to rep-
resent a division of cavalry. These cavalry
divisions move either one or two spaces at a

time, as may be desired, subject to certain
limitations hereinafter to be stated.
also provide dummy artillerymen to move

three spaces at a time; but the game will or-
dinarily be complicated enough if played only

with cavalry and infantry.

In practice I have found it sat1sfaotory to
use on each side nine divisions of infantry or
nine pieces, having the right to move a single
space at a tine, and three cavalry divisious,
or three pieces, havmﬂ‘ theright to move elthol
two spaces or one space at a time, as may be
desired by the player. It is obvious that a
greater or less number of ‘“‘divisions”
pieces may be used for this purpose. I may
also provide flags—say of red—to indicate
the cities or positions attacked; flags—say of
blue—to represent the cities oapturod and a
white flag to indicate the downfall of either
party; but these ilags are not necessary to
playmﬂ' the game aod they m.aJy be omwtod
if desired. -

In playing the game two armies are dis-
tributed as each player may think best on op-
posite sides of the frontier-line represented—

I may

or
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for 1nstanee by the line A B on the map. Tor town and it now bemﬂ' his turn.to move,

. Assuming that the river A B is the boundary,

the first party arranges his troops at the cir-
cles or cross-roadsnear thisfrontier, grouping

them as he thinks best, and when he has so
distributed all of his forces he has made his

he. | or accepted the attack, the outcome is decided

first move. In distributing his forces,

- would place them at some or all of the vari-
~ouscross-roads 123456789 10, although

10

- may place as many pieces at each station as-

he may not cover all of these stations, and he

he thinks best. By grouping pieces at any
one station he prepares for an attack in force

- onagiven point near by, but at the same time

X5

he weakens his iine of defense elsewhere, and
it requires great skill to divide up the forces

- most el‘fectwely, so as to be prepared both

20

for attack and defense, the essence of the
game being that he who strikes first and
strikes hardest wins. One side having made
its first move, the other side then groups his
soldiers along the opposite side of the fron-
tier, dlstmbutmg them- as he thmks best
a,da,pted either to resist the enemy’s attack
or to perforate the enemy’s lines—as, for

Instance, at some of the cross-roads 11 12 13

14 15 16 17 18 19 20, but not necessarily cov-
ering them all. As soon as he has arranged

all of his troops he has completed his first
move, and it is his adversary’s turn for the.

Second move. The first player now has the
option of moving any of his infantry-pieces

- one-space or he may move any of the cav-

35

alry-pieces either one or two bpaces provided -

that he does not move the same piece twice,

“and prowded further, that he does not Cross.
the position occupied by the enemy. Thus

- he can concentrate several infantry p1eoes or

~divisions and several of the cavalry pieces or

divisions on a given point threatening battle

- or he can scatter his men or advanee_ Or re-

- 45

treat as he may elect, provided, however, that |
~he does not pass any position occupied by the

enemy without giving battle. Then having

‘completed his move the adversary moves in a

similar manner, Kither side may move along

- any road in any direction and he may move

50
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as many pieces as desired. Thus from the

point 7 any infantry-plece can move either
to 6 16 17 34 G’ or 61, while any cavalry- | through moving and may cut of retreat.
plece can move from 7 130 the same polints as |.

the infantry-piece, if desired, or one space

farther, if desired, as from 7 to 5 or to
15 70 71 18-8,-&0,
be brought to support either an attack or
a defense much more quickly than the in-

fantry, and the outcome of the game largely

' - depends upon skill in handling the cavalry.

60

A battleor engagementiisbro ught onorfought
when one or more divisions of the opposing

~armies are advanced or moved up until they

touch each other at any point on the field,

when either party having the move may de-

- liver an attack on the other; but you cannot

move up and attack a given pomt in the same
move.,

his line of retrea‘r

‘turing the town

~ Thus the cavalry can |

Having moved up or come in touch
mth your opponent at any point, cross-roads, i ter

‘hemaydoanyone of four thmﬂ's—attaek you,

hold his position, retreat, or remforce his po-
sition with any troops he may have within

7c

supporting distance; but he cannot reinforce

and. attack at the same time. Having given

by throwing the diee, each side putting one
die in the box for each of his own pieces en-

gaged, and the player throwing the largest

number of spots on the dice wins the battle..
If one side has four pieces engaged in the
‘battle and the other two or three, the chances
are, of course, in favor of the player throwing
‘the larger number of dice; butitis quite pos--

sible that the player throwing the smaller

-numberof dice may make the larger throw,”
and thus a factor of chance enters which in a
measure makes up for the certain defeat that
‘would otherwise oceur from the superior play
‘of a more experienced or more skilful player.

30

Each capital being ‘‘fortified,” the troops

in the capital are supnosed to. be of double the

efﬁeleney of those outside, and so when the

capital is attacked and engagement offered
the party besieged therein shakes with two
dice for each of his men inside the capital,

while the party outside is only allowed to

‘shake with onedie for each of his divisions or
pieces enﬂ'aﬂed Being A’s move, and he at-
ItdC]{S and wms, hIS opponent must wnhdla,w

......

"B covers the pom‘n, cross-
roads, or town, (if not already held by A,) cap-

tacks and loses the hﬂ'hb he Wl'[hdl’d;W& or re-
treats a full space at once, (cavalry allowed

bat one space in case of defe_at ) except when
‘B has blocked or cut off A’s retreat, in which
case A surrenders such defeated divisions at

once. Divisions are only surrendered on the

,ﬁeld (pI‘lSOIleI‘S of war) after defeat and hav-
ing no point open to move to.
move, all A’s defeated divisions at any point
must be half-spaced until his turn to move,
‘when he must w1t]1dra,w sueh divisionsthefull
space.

Not being A’s

- Care should be taken in ha,lf-spacmﬂ' de-

ffea.ted divisions, for the opponent may not be

Either army may half-space on a point held

|'by the enemy when in position to clear the

same with his next move.
Scoring: This is done with any suitable

chips or counters, such as thoseshown in Figs.
8 to 10, as follows:
_ﬂagement must discard one counter or white
¢chip for each division engaged, and if at a
city or the capital discard as above and in ad-
dition five, ten, or twenty counters, according

The party losing an en-

to the value of the city lost. Nelther army

may hold any city in the enemy’s country as
such. A city or capital can only be taken
once during a campaign. The defeated army
only pays once for their loss, though both hos-
tile armies may move through them thereaf-
E1ther army may hold any city, cross-
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Being A’smove, and he at-
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~ roads, or point by moving to and covering the |
same.
either drive the opposing forces from their

The enemy cannot pass. He must
position or move by some other road. The
counters are the treasury or “sinews of war.’

When either side has discarded fifty, that
country is bankrupt, that cause is lost, and

that army must lay down its arms and sur- |

render its armies. |

A brief practical experience with the game
will clearly illustrate the opportunities it af-
fords for skilful play. In practice 1 have

found that a superior player can give an in-

ferior player the odds of one or more pieces,
or the odds of an extra spot on each die
thrown, and still win almost invariably. As
to the number of possible combinations and
the concentration of forces on a given point,
it resembles in a large degree the game of
chess, although it is otherwise essentially dif-
ferent therefrom.

In order to provide for the varying condi-
tions under which each player fights, the
board may be turned end for end, when the
conditions may be reversed, or two or more
boundary-lines may be shown on the board,

‘such as the river A B and the dotted lines

A' B’, and the players after playing from both

sides of the frontier A B mayswing the board

through ninety degrees and play from both
sides of the frontier A’ B', thus giving four

distinet battle-grounds for each pla}rer on a

board having two frontier lines only. -

It will be obvlous that three or more fron-
tier-lines may be shown, and also that the
opposite face of the board may be covered
with a different map with one Or more fron-

tier-lines thereon.

It will be obvious that the ma,ps for the
game might be adopted from railroad or other
maps, in which the roads only are to be fol-
lowed and the obstructions avoided.

]

S

These and various other modifications in
the herein-described apparatus may be made
without departing from the spirit of my in-
vention.

Having described my invention, what 1

'cla,lm dlld desire to secure by Letters Patent

of the United States, is—

1. A game caJ];)};J:aULa,tus comprising a bomd
or table having delineated thereon a geodet-
ical map _showing intersecting roads and in-
tervening obstructions, with cities and cross-
roads, with a plurality of ¢ pieces” to be
moved along said roads, a number of dice,
and chips or counters, substantially as and
for the purpose described.

2. A game apparatus comprising a reversi-
ble table or board having delineated thereon
a geodetical map showing intersecting roads
and intervening obstructions,
dicated thereon, and a plurality of {frontier-
lines separatlnﬂ' sald map into pairs of oppo-
sitely-disposed fields for the opposing armies,
with a plurality of *“ pieces” to be moved alonﬂ'
said roads, substantially as described.

3. A game apparatus comprising a reversi-
ble table or board having delinéated thereon
g geodetical map showing intersecting roads
and intervening obstructions, with cities in-
dicated thereon, and a plurality of frontier-
lines separating said map into pairs of oppo-
sitely-disposed fields for the opposing armies,
with a plurality of ‘‘ pieces” to be moved along

sald roads, a number of dice, and chips or

with ciflies in-
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counters, Substa,ntlally as and for the purpose

descrlbed
 In testimony whereof I affix my signature
in presence of two witnesses.

RANDOLPH CUMMINS.

- Witnesses:
GEO. 5. DOUGHERTY,
JOHN (. DECKERT.
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