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1
MAGNETIC BOARD GAME

This application is a continuation-in-part of my previ-
ous application filed Sep. 25, 1991, Ser. No. 765,542
entitled Magnetic Game, now U.S. Pat. No. 5,209,486.

BACKGROUND OF THE INVENTION

1. Field of the Invention

This invention is a game and method of play and
more particularly relates to a game having a game
board utilizing magnetic game pieces which are flipped
by a player onto a game board playing surface having
areas thereon with a particular scoring value associated
with each area. The player with the most magnetic
game pieces falling on the higher value areas, alone or
stacked, being the winner of the game.

2. Description of the Prior Art

Tossing games are well known in the prior art. Many
tossing games provide a plurality of holes or spaces into
which playing pieces, such as bags or balls, are thrown.
The tossing skill of a player is tested as hard to reach
spaces have higher scoring values associated therewith
than easy-to-reach spaces.

SUMMARY OF THE INVENTION

It is an object of this invention to provide a game
wherein magnetic force is used to attract and retain
game pieces on game boards divided into a plurality of
surface areas and to attract or repel other game pieces
on such areas. The players can toss or propel magnetic
playing pieces, and the magnetic playing pieces can land
on one of the areas delineated on the game board or on
top of other playing pieces. Under each area is a magnet
to attract or repel one or more magnetic game pieces.
Also such areas in one embodiment can be formed from
shaped pieces of magnetic sheet material. The magnetic
game pieces will stack on the areas to which they are
attracted along with interaction between the playing
causing their movement from area to area on the game
board due to different magnetic polarities of different
game pieces coming into proximity with one another
and attracting or repelling to cause chain reactions of
game piece movement on the game board. Different
colored magnetic game pieces can be used by each
player for scoring purposes.

BRIEF DESCRIPTION OF THE DRAWINGS

FIG. 1 illustrates one embodiment of the game board
of this invention with a plurality of magnetic game
pieces stacked thereon.

FIG. 2 illustrates the game board of FIG. 1 with no v

game pieces thereon showing the magnets that are dis-
posed under each area with each magnet being shown
separated downward therefrom as an illustration of its
positioning under its respective area.

FIG. 3 illustrates a game piece being repelled by the
first game piece contacted and being attracted to an-
other game piece.

FIG. 4 illustrates a game board with magnets there-
under having different upward-facing polarities, such
magnets shown separated downward therefrom as an
illustration of their positioning under their respective
area.

FIG. 5 illustrates an alternate game board having
concentric ring scoring areas.

FIG. 6 illustrates magnetic game pieces on the game
board of FIG. 5.
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FIG. 7 illustrates another embodiment of the game
board of this invention having larger areas of different
polarity and non-magnetized metal areas to attract
game pieces of any downward-facing polarity.

FIG. 8 illustrates a perspective view of individuals
playing the game of this invention.

DESCRIPTION OF THE PREFERRED
EMBODIMENTS(S)

FIG. 1 illustrates one embodiment of game board 10
of this invention which has a gridwork thereon which
includes a plurality of rows 22 and columns 20 to form
a plurality of areas 12. On each grid area is imprinted a
score, the centermost grid area 30 seen on FIG. 2 hav-
ing a higher scoring value than the peripheral grid ar-
eas. For example, the perimeter grid area 11, seen in
FIGS. 1 and 2, can have a scoring value of 5 points
while the next inward grid area 26 can have a scoring
value of 10 points, and the next inward grid area 28 can
have a scoring value of 25 points while the centermost
grid area 30 has a scoring value of 50 points. Other
scoring arrangements can be used, and the scoring sys-
tem described herein is for illustrative purposes only.

The game board can be made of a magnetic field
permeable material such as cardboard, thin plastic or
the like. Disposed beneath each of the grid areas is a
separate magnet 24 as seen in FIG. 2. Magnets 24 are
shown moved downward away from game board 10 in
this Figure, but in use each of these magnets is perma-
nently positioned under a separate grid area 12. During
play, each player tosses or otherwise propels his mag-
netic game pieces, and when they land on the game
board, such game pieces will automatically be attracted
to and align with the closest magnet 24 under the game
board. The game pieces may come close to a grid area
or playing piece having a like magnetic pole in which
case it will be repelled to another grid area or game
piece, as seen in FIG. 3. The action of such magnetic
repulsion can cause other game pieces already in place
on the board to be attracted or repelled. The attraction
or repulsion causes further movement of the game
pieces to become rearranged by change interaction of
the magnetic pole directions of the pieces with such
flying of magnetic pieces somewhat like a chain reac-
tion. Each player, in turn or all at once, will continue to
shoot his magnetic game pieces, and the magnetic game
pieces will stack upon one another as seen in FIG. 1 due
to their magnetic attraction to one another and the
magnetic attraction of the magnets under the game
board. The magnetic game pieces can have varying
thicknesses. Each player’s magnetic game pieces can be
designated by a different color for each player. A plu-
rality of magnetic game pieces 16 may stack over one
grid area 14 and the winner would be the player having
the highest score. Other scoring systems could also be
utilized in the game of this invention.

FIG. 8 shows player 48 with magnetic game piece 38
being flipped toward game board 10 where it falls and is
attracted to the nearest grid area or game piece of oppo-
site polarity. Other means to propel the magnetic game
pieces can also be utilized in playing the game of this
invention such as shooting the game pieces toward the
game board by a snapping action of the pieces with a
second game piece pressed down on the edge of another
game piece to be propelled toward the game board such
as in a tiddlywinks game.

The game board can have a variety of shapes and
magnetic polarity arrangements. One such alternate
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embodiment of the game board is seen in FIG. §
wherein a circular game board 50 is illustrated having
concentric rings 52, each with a different polarity and a
different scoring value with the higher scoring values
often being the smaller rings. Each ring can be cut from
sheets of magnetic material to form such concentric
rings. The game is played in the same manner as dis-
cussed above with the magnetic game pieces 16 pro-
pelled onto the game board as seen in FIG. 6. Each ring
of FIG. § has a different magnetic polarity as seen by
the + or — indications. This same alternation of posi-
tive and negative polarity areas is also seen in FIG. 4. In
addition, other metal, non-magnetized, ferrous areas 60
that will attract either pole of the game piece can also be
used to produce a random pole base, as seen in FIG. 7.

Two or more players can play the game of this inven-
tion, and the players must exercise skill in aiming their
magnetic playing pieces toward those areas on the game
board having the highest scoring values. However, an
element of chance also enters into the playing of this
game due to repulsion and attraction of adjacent game
pieces as each game piece is propelled toward the game
board.

Although the present invention has been described
with reference to particular embodiments, it will be
apparent to those skilled in the art that variations and
modifications can be substituted therefor without de-
parting from the principles and spirit of the invention.

I claim:

1. A method for playing a game by a player compris-
ing the steps of:

providing a game board formed of magnetic field

permeable material and a plurality of magnetic
game pieces, said game board having a surface with
a plurality of adjoining areas defined on said sur-
face with each of said areas having a magnet of the
same or different polarity and each of said areas
having a scoring value associated therewith;
propelling a first magnetic game piece onto the sur-
face of said game board, the game piece being
attracted to one of said areas and landing thereon;
propelling a series of additional magnetic game pieces
onto said game board so that said additional game
pieces are each attracted to and land on one of said
areas whether or not already occupied by one or
more of the previously propelled game pieces, with
those game pieces landing on an already occupied
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area stacking on the one or more game pieces al-
ready occupying said area, the stacking of game
pieces in an area of a given scoring value increasing
the score of any player to a degree grater than
would occur without stacking of the game pieces;

attracting game pieces of different polarities to se-
lected ones of said areas;

repelling game pieces from said areas of like polarities
and causing said repelled game pieces to travel to
other ones of said areas of the game board or to
other game pieces of opposite polarity to same
game piece; and

causing movement of other game pieces already on
the game board by the attraction or repulsion to
said repelled game pieces.

2. A game for two or more players comprising:

a game board of magnetic field permeable material
having a surface area and a plurality of adjacent
areas defined on said surface, each of said areas
having a scoring value associated therewith;

a plurality of magnets each disposed under one of said
areas;

a plurality of magnetic game pieces each having dif-
ferent indicia for each player; and

means to propel one of said plurality of magnetic
game piece by a player toward said game board
such that in a first mode said magnetic game piece
is attracted by magnetic attraction to one of said
areas and positions itself over the magnet beneath
said area and in a second mode said magnetic game
piece is attached by magnetic attraction to a mag-
netic game piece previously positioned over one of
said areas with said magnetic game pieces stackable
on one another by magnetic attraction wherein the
player having the most magnetic game pieces
stacked over the areas with the highest scoring
values being the winner of the game.

3. The game of claim 2 wherein said magnets under

said areas are of different polarities.

4. The game of claim 3 wherein said areas are formed

of segments of magnetic sheet material.

5. The game of claim 4 wherein said sheets of mag-

netic material are formed in concentric rings.

6. The game of claim 2 further including at least one

adjacent area of a non-magnetic ferrous material.
* %* * % %



