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This device is a game of the “puzzle” type combining
several components in modi?able combinations by

FIG. 2 is an enlarged view through a plane AA pass~
ing through the axes of two components.
FIG. 3 ‘is a diagrammatic view of a modi?cation.
As shown in these views, the game comprises thirteen
similar components 1 each of which has the shape of an

translation or rotation motions.

equilateral triangle. Each component comprises a ?rst

TRIANGLE COMBINATION GAME

side 2 extended by an axis 3. A pulley 5 is mounted on
I am familiar with (Pat. No. HU-A-17O 062 RUBIK)
the axis 3 before the opposite side 4 is glued to the axis
a game consisting of twenty-seven small cubes, which
3.
.
can be color identi?ed, and which can be combined in a
The thirteen components are held together by means
manner so as to permit the rotation of each of the six
of an external elastic strap 7 which goes over the pulleys
faces of the large cube.
of the external components. Three discs 6 are inserted
I am also familiar with a game (Pat. Nos. FR-A-2463
between the pulleys and the sides of the components at
632, FR~A~2405 077 and FR-A-2490 102 RABA) asso.
the center of each hexagonal sub-assembly formed by
ciating components to base rotation motions around
15 six components placed side by side, permitting all com
parallel axes.
ponents to remain in the same plane. The central com
The components of this latter game have the shape of
ponent is thus locked in by three discs. As can be seen
curvilinear triangles and are not all identical. Because of
in FIG. 2, the peripheries of discs 6 are bevelled for
that fact, all rotation motions are not possible and the
proper engagement in the peripheral grooves of pulleys
number of combinations is limited.
Furthermore, the various means for motion control 205
As a result of the elasticity of the strap 7, it is possible
and holding the components together, described in the
to rotate each sub-assembly with respect to the seven

aforementioned patents, are very different from the

remaining triangles.

considerably simpler solution of the device of my inven
tion.
This device is a game of the puzzle type which associ 25

The player proceeds as follows:
He squeezes between the thumb and the fore?nger

ates components to base rotation motions around sev

the sub-assembly that he wishes to rotate and gives it a

eral parallel axes, without limiting the number of combi
nations, by means of simple mechanisms for motion

torque while utilizing the other hand (one ?nger could
suf?ce) to block the rotation of the remaining compo

control and for holding components together.

nents.

He selects, at his convenience, the direction of rota

One of the objectives of the game is to combine in
different ways components and to suggest to players
new problems to be solved. The flat shape of the device
permits the game to be carried in pockets of garments
without spoiling or deforming them. Through the spe
ci?c identi?cation of components, this game has several

and he can seek to achieve particular combinations of
colors or numbers. In fact, each component has one
color and one number, which number is from 1 to 13.

levels of complexity.

The puzzles thus can be of increasing dif?culty accord

The game comprises at least thirteen components, the
shape of each of which is that of an equilateral triangle,

ing to whether one seeks to make up assemblies of col
ors (easy) or make up assemlies showing numbers prop

which are placed side by side so as to form sub-assem

erly ordered and oriented (very hard).

tion and the angle in multiples of 60 degrees.
He thus modi?es the make-up of the sub-assemblies

blies of hexagonal form which fit into each other so.that 40

each sub-assembly has with each adjacent sub-assembly

Preferably, the game is made of molded thermoplas
tic material.

To simplify the shifting of the sub-assemblies, the
two common components. The components are held:
sides of the components could be grooved in the form of
together but at the same time permitting a rotation mo
an arc and/or their angles could be rounded as shown in
tion of each sub-assembly around its own center.
In one version of the device, each component com 45 FIG. 3, but preferably I utilize an external strap which
prises two similar sides (walls) rigidly connected by an
axis. The components are held together by an external
elastic strap bearing upon the axes of the components
located on the edge of the assembly and inserted be
tween the sides of these components, while discs lo
cated in the center of these so-called hexagonal sub

is suf?ciently ?exible.
If the number of hexagonal sub-assemblies is in

creased by adding components in multiples of three and
one disc for each three components, the resulting device
is basically the same.

I can also identify each component by the portion of

an image as is done in ordinary puzzles, or utilize a great
enough number of numbered components on one of the
which make them up, contribute to the cohesiveness of
faces, for example from 1 to 49, in such a manner as to
the assembly.
The discs are bevelled in order to simplify the rota 55 obtain random groups of 6 numbers; this could create an
interest in the playing of a game of chance.
tion motion of the sub-assemblies. The player creates
I claim:
these motions by squeezing with one hand the sub
1. A game of the puzzle type combining an assembly
assembly he wishes to rotate and applies a torque in the

assemblies and between the edges of the components

desired direction, and for angles in multiples of 60 de
grees, while at the same time holding the remaining
components of the assembly with the other hand.
In order to also simplify the shifting of the sub-assem
blies, the axes are equipped with pulleys upon which the
external strap rests, and the angles of each component
are rounded.

FIG. 1 shows the front view of a version of the de

vice with a partial sectional view in the symmetry plane
of the assembly.

of components in modi?able combinations by rotation
of selected sub-assemblies of components about parallel
axes, characterized in that the game comprises at least
thirteen components whose general shape is that of an

equilateral triangle, each component having two spaced
walls connected rigidly by an axis, the components
65 being placed side by side in such a manner as to create

sub-assemblies of hexagonal form with each sub-assem~
bly having two components in common with an adja
cent sub-assembly, means for holding the components

3
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walls of the components of that sub-assembly and be
tween the axes of the components of that sub-assembly.
2. A game in accordance with claim 1, further charac
terized in that each axis has a pulley thereon adapted to

side by side while permitting rotation of each sub

assembly around its own center, said holding means

including an elastic strap passing over the axes of pe
5 engage the strap.
ripheral components of the assembly between the walls
3. A game in accordance with claim 2, further charac
terized in that each disc is beveled at its periphery and
thereof, each hexagonal sub-assembly having a disc
has its periphery engaged with adjacent pulleys.
located at the center of that sub-assembly between the
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