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CHIRALKINE

[0001] This application is a continuation-in-part of appli-
cation Ser. No. 13/882,606 filed Apr. 30, 2013 incorporated
by reference herein which is a 371 of international patent
application number PCT/GB2011/001583 filed Nov. 11,
2011.

[0002] The present invention relates to a strategy game for
one or more players. The game can comprise the use of left-
and right handed money, which the present invention also
provides together with left- and right-handed property rights
for use in a game or in commerce, and apparatuses adapted for
use with these. A concept described herein as a chiralkine
links all these together.

[0003] In strategy games, players compete to achieve an
objective by making stepwise moves each selected from a set
of moves defined by the rules of the game. They are provided
with opportunities to conceive and evaluate alternative
sequences of moves that they and their opponents could make
and to use pattern recognition to guide their decision making
as the game progresses.

[0004] Games are generally played using a game apparatus
compri sing a game field containing token spaces and tokens,
each move being represented by movement of one or more
tokens in token spaces in the game field. The game field and
tokens may be real or virtual, as on a computer screen.
[0005] In known games, for example chess, draughts or
OTHELLO@), players move their tokens to empower them-
selves at their opponent’s expense. Each player’s tokens
function (i.e. act) solely on the player’s behalf, so that each
occupied token space can have one of only two functions: for
the player and against the player. Often in two player games,
one player uses black tokens and the other white. Thus players
think solely in terms of what is in their interest. There is no
function represented in the tokens of these games that con-
nects players’ interests together.

[0006] Inreal life, people’s interests are connected together
even when are competing with one another. Many relation-
ships between individuals are antisymmetric, for example
creditor/debtor and landlord/tenant relationships. When such
antisymmetric relationships are created, a single token is
often used to denote them, and as a consequence the antisym-
metric function represented by the token can over time
become lost from view. For example, money is created when-
ever two individuals agree that a token can represent a debt
incurred in return for receipt of some goods or service. The
money may go on to change hands many times, so that after a
while, everybody has forgotten that the holder of the money is
linked as creditor/debtor to the person that received the origi-
nal goods or service. Money starts to become viewed as
functioning only on its holder’s behalf, just like tokens in
known games. Unfortunately, when this happens, when
everybody forgets that money has an invisible antisymmetric
opposite (debt), it sets up conditions for a financial crash or
destructive conflict.

[0007] Games simulate movement of the human body,
because problem solving at its heart is all about solving move-
ment problems, for example how to go from A to B, to catch
a ball or to avoid a punch. Competitive games in which
players can use movement to assert control over the move-
ment of other players are particularly engaging.

[0008] Movement of the human body is effected by the
skeletal musculature under the control of the brain. The skel-
etal musculature is made up of muscle antagonist pairs, the
antagonists in each pair being known as the flexor and the
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extensor. When the body is in motion, one of a flexor and
extensor is contracting and the other is relaxing. Motion can
be stopped abruptly by contracting both the flexor and exten-
sor at the same time.

[0009] There are two fundamental co-ordinated move-
ments of the body: symmetric and antisymmetric. Symmetric
movement, as in clapping, results from symmetric coupling
of corresponding left and right muscle antagonist pairs. Anti-
symmetric movement, as in walking, results from antisym-
metric coupling of corresponding left and right muscle
antagonist pairs. There are two possible antisymmetric cou-
plings. These can readily be distinguished by clapping while
walking and noting which foot is forward when the hands are
together. They arise as a consequence of the bilateral symme-
try of the body. There are also two possible symmetric cou-
plings, but these are indistinguishable. Finally, there are the
coupled states when the flexors and extensors are all contract-
ing at the same time. Accordingly, in the human body, there
are four possible coupled states: left antisymmetric go, right
antisymmetric go, symmetric go and all stop. In a real live
contest, as in a fight or a ball game, opponents switch their
muscle blocks between these coupled states as they seek to
out manoeuvre one another.

[0010] Some potential implications of the process of prob-
lem solving being linked with the co-ordination of movement
are explored in a philosophical novel “Resolution of Zero” by
the inventor of the present invention. Copies of this novel
were given to the charity shop “Scottish International Relief”
based in Lochgilphead, Argyll, Scotland in April, 2009.

[0011] A game has now been found in which players can
make use of moves that can give rise in the game to functions
simulating all four possible coupled states of human muscles.
Thus, unlike in known games where a token space can have
only two possible functions, in the game according to the
invention it can have four.

[0012] The game is performed in a game field. In the game
field, a player deploys two tokens for each move, each of the
tokens representing a function that is the antisymmetric oppo-
site of the other with respect to the players (like debit and
credit). The inventor has given these tokens the name chiralk-
ines in recognition that they involve left/right handedness
(chirality) and movement (kinetics). As the game progresses,
a token can be combined with another already deployed,
creating one of two alternative new symmetric functions
(with respect to the players) depending upon the order in
which the combined tokens have been played. The two sym-
metric functions are in all the players’ interests or against all
the players’ interests. Accordingly, the game contains ele-
ments that link the interests of the players together, as in real
life. Optionally, each of the two alternative symmetric func-
tions is represented by a single token, replacing two antisym-
metric tokens in combination. The objective of the game is to
arrive at a particular arrangement of one or more tokens in the
game field.

[0013] Accordingly, in one aspect the present invention
provides a method for one or more players to pursue a game
objective using a game apparatus, wherein:

(a) said game apparatus comprises:

[0014] atleast two sets of first tokens, one for each player,
each set consisting of two kinds of first token (A) and (C) each
representing a function that in relation to the players is the
antisymmetric opposite of the other;
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[0015] aset of second tokens (D) and (L) each representing
a function that in relation to the players is the symmetric
opposite of the other; and a game field provided with a plu-
rality of token spaces;
(b) said game objective is for a player to achieve an arrange-
ment of one or more tokens in the token spaces of the game
field that represents a particular function; and
(c) said method comprises a sequence of steps in which each
player in turn identifies a first token (C) and a first token (A)
to be placed in (+) or removed from (-) different token spaces
so as to effect a change in function (>) in each of these token
spaces selected from:

[0016] none+A>A; none+C>C;

[0017] C+A>L; A+C>D;
and optionally also from:

[0018] L+C>C; L+A>A;

[0019] D+C>C; D+A>A,

[0020] L-A>C; D-C>A;

[0021] C-C>none; and A-A>none;
then moves to change the tokens in each token space accord-
ingly.
[0022] The game differs from other games in that each

player’s move is made up of two antisymmetric opposite
components, one beneficial to the player and the other ben-
eficial to the player’s opponent(s). Put another way, one com-
ponent is selfish, restricting the freedom of movement of an
opponent, while the other is altruistic, increasing it. These
antisymmetric pairings can accumulate as the game
progresses. Players must think about how to position both
first tokens to their advantage, and make best use of the moves
of' their opponent(s). Players must also think about the poten-
tial outcomes resulting from them or their opponents switch-
ing an antisymmetric function to a symmetric function. A
symmetric function acts in the same way on all players. It
either restricts or increases their freedom of movement.
[0023] Inaddition to providing entertainment, the game has
an educational function, as it sensitises players to the differ-
ences between symmetric and antisymmetric relationships,
and thus to thinking holistically, as the brain has to do when
co-ordinating movement. In human society, whenever a right
is created, an obligation is as well: a decision to give addi-
tional resources to one person is also a decision to take them
from another. Societies that lose sight of this have a tendency
to fragment, possibly with riots or worse.

[0024] In one embodiment, (C) represents a function ben-
eficial to a player, (A) represents the antisymmetric opposite
function beneficial to all other players, (L) represents a func-
tion beneficial to all players and (D) represents a function
beneficial to none of the players. These four alternatives
correspond with the alternative couplings of left and right
skeletal muscle antagonist pairs: left antisymmetric go, right
antisymmetric go, symmetric go and all stop.

[0025] The number of players in the game may be one or
more, for example 1, 2, 3 or 4. There is no upper limit to the
number, especially if the game is played on a web-based
computer system. Players may act independently, may col-
laborate at will or may play in two or more teams.

[0026] Atthestartofthe game, the token spaces in the game
field may be empty, or one or more token spaces may have
tokens in place. For example, alternative patterns of tokens to
be deployed at the start of the game can be provided, for
example on cards in a pack of cards, or in a booklet. Alterna-
tively, tokens can be deployed by chance, for example using a
game field in which the token spaces are in wells and allowing
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tokens to fall into the wells by chance. In an electronic version
of the game, the starting pattern of tokens can be generated
using a computer program.
[0027] Inaccordance with the invention, players must play
two first tokens on different token spaces, either by placing
both of them in the token spaces or removing both of them
from the token spaces. Accordingly, players can only make
antisymmetric moves.
[0028] Placing a first token in an empty token space
changes the function of that token space to that of the first
token. This corresponds with the following:

[0029] none+A>A; none+C>C.
[0030] Itwill be appreciated that two first tokens represent-
ing the same antisymmetric function cannot be played con-
secutively in the same token space, since this would not
change the symmetry of the function of that space.

[0031] The reverse moves correspond with:
[0032] C-C>none; A—A>none.
[0033] When two (opposite) first tokens have been placed

in the same token space, the function in the space becomes
one of two symmetric opposites, depending upon the order in
which the two first tokens had been played. This corresponds
with the following:
[0034] C+A>L; A+C>D.

[0035] Conveniently the two first tokens can be replaced
with the appropriate second token.

[0036] Optionally, a first token can be placed in a token
space containing a second token, thereby changing the func-
tion in that space to that of the first token, irrespective of what
kind the second token is. This corresponds with the following:

[0037] L+C>C; L+A>A,
[0038] D+C>C; D+A>A.
[0039] Conveniently, the second token is removed before

the first token is placed in the token space. In this embodi-
ment, it is possible for the function of a token space to change
between all four symmetric and antisymmetric functions dur-
ing the course of a game.
[0040] In another embodiment, a second token in a token
space can notionally be replaced by the appropriate combi-
nation of first tokens, and then the top first token removed.
This changes the function of the token space to that of the
bottom first token. It is the reverse process to that of combin-
ing two first tokens. It corresponds with the following:

[0041] L-A>C;D-C>A
Thus, addition to and subtraction from second tokens are not
the same.
[0042] Replacing a pair of first tokens with a second token
destroys the memory of which player’s first tokens made up
the pair. When a player changes the function of a token space
containing a second token by removing a first token, the
second token is replaced with the player’s opposite first
token.
[0043] The features of removing first tokens, of adding a
first token to a second token and of removing a first token
from a second token are optional features of the game. The
game can be played with only the features that correspond
with:

[0044] none+A>A; none+C>C;

[0045] C+A>L; A+C>D;
Restricting the game to these features shortens the duration of
the game, because token spaces become filled up.
[0046] It will be appreciated that the presence of a first or
second token in a token space denotes one of four possible
functions: two antisymmetric and two symmetric. A token
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space that contains no token (identified herein as none) has no
function. A first token can be placed in it, but cannot be
removed from it. In order for the game to allow for a first
token to be removed from a token space that contains no
token, it would be necessary to specify a token with which it
would have to be replaced. This would be undecidable,
because the inverse operation could be performed by adding
either of the two possible first tokens to an empty token space
or a token space containing either of the two possible second
tokens.

[0047] The game can be simplified by deeming an empty
space to be a space containing a token. In order not to dis-
criminate between the players, it should be deemed to be a
second token, preferably one representing a function that is
beneficial to none of the players. Under such circumstances,
the only possible changes of state in a token space correspond
with the following changes in function:

[0048] C+A>L; A+C>D;
[0049] L+C>C;L+A>A;
[0050] D+C>C; D+A>A.

In this embodiment, there is no option of removing a first
token. Initially, it is this embodiment that is being claimed in
the main claim, but Applicant reserves the right to present
claims to claim all originally disclosed subject matter.
[0051] Accordingly, in one embodiment, the present inven-
tion provides a method as described hereinabove in which in
step (c) the change in function (>) in each of the token spaces
is selected only from:

[0052] C+A>L; A+C>D;

[0053] L+C>C; L+A>A;

[0054] D+C>C; D+A>A.
Thus, in this embodiment, all token spaces must start out
occupied (including deemed occupied) with a first or second
token. Conveniently they all start out occupied (or deemed
occupied) by a second token D.
[0055] Table 1 below provides an example of a game field
according to this embodiment, wherein the first tokens of first
and second players are denoted by A', C* and A2, C? respec-
tively.

TABLE 1

Game Field Populated by Tokens Showing each of the
Four Possible Symmetric and Antisymmetric States.

[N}

D D D L D D D A
D D D L D D D D
D D D c! D D D D
D D D L D D Al D
D D D D D D D D
D D D L D D D D
D D Al D D D D D
D D 2 ct D D D D

[0056] It is implicit in this definition that the switching of
functions in the token spaces can be thought of in terms of
clockwise or anticlockwise rotation between four alternatives
(spin), always switching between a symmetric and an anti-
symmetric function, never between two symmetric and two
antisymmetric functions. The switching is analogous to
switching between purely real and purely imaginary numbers
in Euler’s mathematical formula:

e®=cos O+ sin O

and its three derivatives (calculus): i cos 8—sin 8; —cos 8- sin
0; and —i cos O+sin 0. The two sinusoidal components can be
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represented with two arrows, the left arrow being the real
component and the right arrow being the imaginary compo-
nent. An up arrow signifies positive and a down arrow nega-
tive. The four possible states in token spaces (two symmetric
and two antisymmetric) map to these:

cos® t+ isin®

s o

L -cos® - isin®

-icos® + sin®

[0057] The two symmetric states can be thought of as real
(+1 and -1) and the two antisymmetric states as imaginary+/—
i, or invisible, zero or undecidable. The idea that zero is
undecidable until it has been resolved into two opposites
underlies the story in the aforementioned novel, “Resolution
of Zero.” This way of looking at the antisymmetric states is
exploited in another embodiment of the game, in which two
different but connected games can be played at the same time
by two different participants. The key to this is that the func-
tion of first tokens is undecidable to some of the partici-
pants—they can just see nothing, or a blur, as if the first tokens
are rotating very fast. For these participants the two second
tokens denote simple opposite functions, and the two first
tokens each denote the same zero function.

[0058] An example of this is shown in Table 2, which cor-
responds with the game field shown in Table 1.

TABLE 2

Alternative Perspective Of Game Field as in Table 1 Populated by
Tokens Showing the Two Possible Symmetric States, but the
Two Possible Antisymmetric States as Indistinguishable Blank Spaces

L D
L D
D

gooogouo

["Rviviviviviviw)
["Rviviviviviviw)
g g-
["Rviviviviviviw)
["Rviviviviviviw)
iviviviviviviv)

ggouou

[0059] Non-player participants of the game can be told
whether they should consider the antisymmetric first tokens
to be the same or different, but it is preferable that they
actually see the first tokens as they are supposed to. (If they
can see the first tokens, they can end up taking sides as
between the players). One way of doing this would be for the
players to use a game field having more than one face, for
example a pair of opposed faces. On one face, the different
first tokens can be seen, and on another they appear the same,
but different from the two second tokens. For example, the
game field can be embodied in a sheet of glass upon which the
game tokens can be affixed, and the first tokens can be pro-
vided on only one of their sides with information about their
antisymmetric function (e.g. black or white on one side and
grey on the other). Alternatively, the first tokens may be
provided with a distinguishing feature requiring a sensory
capability that a non-player participant is deprived of. For
example, the first tokens can be provided with colours that can
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be masked by wearing coloured spectacles, or which a non-
player participant cannot discriminate between, because the
non-player participant is colour blind. In an electronic game,
the different faces of the game field can be displayed on
different screens. (The term non-player participant is used
hereinabove to distinguish from player).

[0060] Now, assume that the game is played such that L is
a function beneficial to all players and D represents a function
beneficial to none of the players. A second game can now be
played in which one or more non-player participants hunt for
L tokens in the game field, and upon capturing them convert
them into D tokens (flipping them from one symmetric func-
tion to its symmetric opposite). These participants are here-
inafter referred to as hunters. Collaborative play leading to the
deployment of L tokens is countered by a different activity
that has the opposite effect. Think of the L tokens being white
or “good” and the D tokens being black or “evil”, or the L.
tokens being photosynthesis (sugar and oxygen) and the D
tokens respiration (carbon dioxide and water), or the L. tokens
being life and the D tokens death (in which case the hunters
are playing the role of the grim reaper).

[0061] For the game to be enjoyable, hunting for tokens
needs to present a level of difficulty (a challenge) that pref-
erably requires the exercise of a level of skill. One option is to
define a first token as a token that denotes a function that is
beneficial to none of the hunters (e.g. none may enter the
token space), a D second token a function that is beneficial to
all of the hunters and an L token as a function that, upon
capture confers a benefit to the capturer relative to any other
hunter (e.g. a points score). For example, a hunter can be
provided with two hunting tokens each of which can slide in
a straight line from one point to another over D tokens, but not
over first tokens. An L token becomes captured when it
becomes sandwiched between two hunting tokens, or when
both hunting tokens are brought over it. Skill is required to
plan a series of moves to effect a capture. Moreover, two or
more hunters can compete to be the first to effect a capture.

[0062] Thus the hunters can keep the number of D and L
tokens in a dynamic balance, rather like a predator can affect
the population of its prey. This ensures a more competitive
game between the players, as they are obliged to place more
reliance on their antisymmetric moves in the development of
their game strategies. Thus a player cannot assume that an L
token will remain in place for any length of time. Without the
hunters, [ tokens tend to accumulate in the game field. This is
because a player can deploy an A token (which denotes a
function that is beneficial to all other players) on top of a C
token, thus making the token space beneficial to the player as
well as all the other players. In other words, the player is able
to use an A token to the player’s advantage (as well as the
advantage of the other players).

[0063] Accordingly, in another embodiment, the present
invention provides a method as described hereinabove
wherein

[0064] (a) said game apparatus further comprises at least
two hunting tokens;

[0065] (b)said game apparatus is used by at least one hunter
during the course of a game between the players; and

[0066] (c) said at least one hunter interprets the first tokens
A and C as having the same zero function, and the second
tokens (L) and (D) as having simple opposite functions, the
objective of the hunter being to take a turn between turns of
the players and in that turn move one or both of the said
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hunting tokens to effect capture of an (L) token, convert it to
a (D) token and thereby score a point.

[0067] Inyetanotherembodiment, the game field has a face
upon which first and second tokens are played and another
face upon which hunting tokens are played.

[0068] It will be appreciated that one or more hunters may
participate. A hunter may score whenever an L token is cap-
tured. Hunters can compete with one another to secure the
highest score before the game ends, which is when the players
have achieved their game objective. If desired, the players and
hunters can swap roles, so that each can be tested in both roles
and a comparison made between their performances in each.
Alternatively, a scoring system universal to the two games can
be devised. In this universal scoring system, players score
each time they achieve a game objective, and then the game
resumes with a new game objective. Experimentation is
required in order to calibrate the value of a unit hunter score
with the value of a unit game objective score. Players and
hunters can then continue to play for an arbitrary length of
time, and add up their scores at the end. Interestingly, the
game played in this way is independent of time. Like the
human body, it is a kind of model for a perpetual motion
machine, in which the muscle antagonist pairs switch back
and forth between symmetric and antisymmetric couplings as
the body walks, jumps and otherwise moves along. The only
thing that changes is the score, which contains a “memory” of
what has happened in the game. This depends upon the “arbi-
trary” start and end times. The accumulating score (memory
of'the past), like increasing entropy defines an arrow of time.
[0069] In another embodiment, hunters may play collabo-
ratively, or in teams: a pair of hunters each using one of their
hunting tokens to effect capture of an L. token. For example,
each hunter may be provided with a left- and a right-hunting
token, capture of an L. token being effected when a pair of
hunters make use of a right-hunting token of one hunterand a
left-hunting token of another hunter. The left- and right-hunt-
ing tokens can, optionally, be required to be placed respec-
tively under the control of the left and right hands of the
hunters.

[0070] It is interesting to note that the experiences of the
hunters and players appear to parallel the workings of the
conscious and unconscious mind. Thus, the hunters observe
L, D and zero, but the players “think” using all four symmet-
ric and antisymmetric states. What is observed and what is
thought may not be the same, because of hidden antisymmet-
ric states. Thus, to go back to a point made in the introduction
to this specification, clapping and walking are not the same. If
you start clapping while standing with the feet together, then
start walking while still clapping, the “beat” of the clapping
has to go through a 90 degrees phase shift in order to fit with
the “beat” of the walking. This is because the first step in
walking is only half that of all subsequent steps. It corre-
sponds in the game with placing a first token in a token space
containing a second token (or no token). You cannot switch to
the other walking mode (left foot forward first rather than
right foot forward first) without first undergoing another 90
degrees phase shift into a symmetric (clapping) state. If what
is observed and what is thought could differ, due to hidden
antisymmetric states (states that cannot be observed), then the
scientific method may have limitations.

[0071] Everyone is familiar with the phrase: “seeing is
believing”. The scientific method consists of collecting data
through observation and experimentation and formulating
and testing hypotheses. But with the human mind, what you
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observe might not be what you think. The train of human
thought might best be described by the switching of two
antisymmetric waves having the same phase between a sym-
metric and two alternative antisymmetric couplings, reflect-
ing how the brain and muscle antagonist pairs work together
to effect co-ordinated movement. This might result in the
observation systems of the brain (senses) working in a way
connected to but different from the hypothesis processing
systems (reasoning). It might create a kind of particle
(senses)/wave (reasoning) duality. Man the hunter may be
incapable of “seeing” the full picture.

[0072] A more detailed explanation of the theory underly-
ing the present invention is provided in the specification for
the third priority document, GB 1117954.6 filed on 18 Oct.,
2011.

[0073] In one embodiment, each player must play a first
token (A) that is beneficial to the other player(s) before play-
ing a first token (C) that is beneficial to the player.

[0074] Inanother embodiment, musculature on one side of
the player’s body is used to effect changes in function corre-
sponding with placing a first token (C) or removing a first
token (A) and the opposite side is used to effect changes in
function corresponding with placing a first token (A) or
removing a first token (C). Players can thus accommodate to
the idea that one side looks after the selfish component of their
move and the other the altruistic component.

[0075] People are generally right-handed (right dominant)
or left-handed (left dominant). In one embodiment, muscula-
ture on the subordinate side of the player’s body is used to
effect changes in function corresponding with placing a first
token (C) or removing a first token (A) and musculature on the
player’s dominant side is used to effect changes in function
corresponding with placing a first token (A) or removing a
first token (C). In another embodiment, it is the musculature
on the dominant side of the player’s body that is used to effect
changes in function corresponding with placing a first token
(C) or removing a first token (A).

[0076] The right skeletal musculature lies under the control
of the left side of the brain, and the left skeletal musculature
lies under the control of the right side of the brain. However,
higher thought process, such as in forward thinking and pat-
tern recognition, are handled asymmetrically by the two sides
of the brain. The brain is able to convert instructions from
those asymmetric regions of the brain into instructions that
can be distributed to the left and/or right musculature. The
brain is also plastic, meaning that it can reassign functions to
different brain areas. This is important when learning new
skills. It is also important after brain damage, for example
following stroke or traumatic brain injury. It is believed that
use of a device that links respective opposite antisymmetric
functions to respective left and right control may promote
brain restructuring, in particular to a more symmetric distri-
bution of higher thought processing as between the two brain
hemispheres. In other words, the higher brain processing may
become more holistic. Moreover, players that have suffered
brain damage in one hemisphere may find that an area in the
other hemisphere increasingly handles functions previously
handled by the damaged area of the brain. This restructuring
would arise, because the brain would recognise that the two
antisymmetric opposite functions are interlinked.

[0077] Inorderto control against any advantage inherent in
being the first person to play, the game may be repeated such
that each player takes a turn to start. Two players may thus, for
example, compete in an even number of games, for example
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a set of 6, 8 or 10 games. The players may compete, for
example, until one playerhas a score at least two above that of
any opponent. A numerical score for the total number of
victories of each player may be kept, and the overall winner
judged to be the player with the highest total score.

[0078] In an alternative embodiment, the game apparatus
further comprises two kinds of scoring tokens, each scoring
token representing a function that is the opposite of the func-
tion of the other. Hereinafter, these scoring tokens are referred
to as left-handed scoring tokens (L.-ST) and right-handed
scoring tokens (R-ST). At the conclusion of a game (between
players or hunters), the winning player receives a R-ST and
the loser(s) a L-ST. A player who wins several games will
accumulate R-STs, one for each victory, whereas one that
loses several games will accumulate L-STs. However, a
player may not simultaneously hold both an R-ST and an
L-ST: the two tokens “annihilate” one another like matter and
anti-matter when placed in the possession of the same player.
The scoring tokens may take the form of paper notes, like
paper money, and may come in different denominations, for
example 1, 5, 10, and so on. In one embodiment, the R-STs
and L-STs may be labelled respectively as right and left
currencies, such as right and left dollars, right and left euros,
right and left yen, right and left yuan and right and left
pounds. Conveniently the symbols for the currencies may be
displayed in mirror writing, or images of left and right hands
may be provided.

[0079] In one embodiment of the game, possession of an
R-ST may confer a power on a player or hunter over another
player in possession of an L-ST. For example, a player or
hunter may give an R-ST to a player having an L-ST and
direct that player to make a particular move, for example to
place a first token (A) and/or a first token (C) or one or both
hunting tokens, in a particular token space or token spaces.
Upon receipt by the directed player or hunter, the R-ST is
annihilated by the directed player’s or directed hunter’s L-ST.
Thus, use of a R-ST gives a player control over the future
movement of an opponent. An R-ST/L-ST pair thus functions
like money. Players and hunters compete with one another for
control over the future movement of their opponents, as mea-
sured by possession of an R-ST, which functions like money.
By accumulating R-STs, players or hunters may acquire an
increasing ability to control the future moves of their oppo-
nents (just as one might do through accumulating capital in a
capitalist economy). Players and hunters can compete, for
example, until one player or hunter has complete control over
the moves of their opponent, for example by being able to
achieve a game objective simply by using all the R-ST’s in
their possession to direct an opponent to place all of their
player tokens to achieve that game objective. In effect, the
losing player has been enslaved by, or made an automaton for
the winning player. Through intelligent play with chiralkines,
a player can achieve control over the movement of an oppo-
nent. In a variant of the game, players or hunters may also
agree with others to voluntarily place their move under the
control of another in return for exchanging an L-ST for an
R-ST (rather than compelling a move, which leads to mutual
annihilation of the L-ST for an R-ST). Thus, the player or
hunter is in effect lending control of their move in return for
a promise to have future control over another. This is espe-
cially useful in games involving more than two players, as it
provides a mechanism whereby players or hunters can trade
moves, and hence collaborate.
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[0080] Accordingly, in one embodiment of the invention,
said game apparatus further comprises:

[0081] a set of scoring tokens consisting of right-handed
scoring tokens (R-STs) and left-handed scoring tokens
(L-STs) which can be held by a player only in the alternative,
each representing antisymmetric opposite functions such that
a holder of a R-ST has power to control the placement in (+)
or removal from (-) a token space of a first token by a holder
of'a L-ST during the turn of the holder of the L-ST; and
[0082] said method further comprises the steps of:

[0083] asserting the power conferred by an R-ST over a
holder of an L-ST by pairing the R-ST with the L-ST, can-
celling the R-ST and L-ST pair and effecting the consequent
change in function (>) in the token space;

[0084] identifying as a winner each player that achieves the
game objective, and the other player(s) as losers;

[0085] identifying all possible winner/loser pairings;
[0086] for each winner/loser pairing, allocating an R-ST to
the winner and an L-ST to the loser; and

[0087] cancelling any L-ST and R-ST pair held by the same
player.
[0088] When a game apparatus is used by two or more

hunters, the method can further comprise:

[0089] identifying as a winner a hunter that has captured the
most (L) tokens when the game objective has been achieved,
and the other player(s) as losers;

[0090] identifying all possible winner/loser pairings;
[0091] for each winner/loser pairing, allocating an R-ST to
the winner and an L-ST to the loser; and

[0092] cancelling any L-ST and R-ST pair held by the same
player.
[0093] The concept of left-handed money and right-handed

money is believed to be novel.

[0094] According to another aspect, the present invention
provides the use of left-handed and right-handed money in a
game Or commerce.

[0095] When used in commerce, parties to a transaction
may exchange right-handed money for goods or services and
left-handed money. Banks may lend right-handed money to a
purchaser of goods or services and lefi-handed money to a
vendor. Thus, a purchaser must itself sell some goods or
service for right-handed money in order to be able to repay its
debt to the bank. Similarly, the vendor must itself purchase
some goods or service before it can repay its debt to the bank.
[0096] With the current monetary system, money is created
by banks based upon them treating the loans they have already
made as assets belonging to them. In accordance with the
present invention, left- and right-handed money are created
(or destroyed) at the same time that left- and right-handed
property rights are created (or destroyed). This is entirely
consistent with the state changes that take place in the game
according to the invention. For more details, see Example 8
hereinafter. Examples of property rights that can be in leftand
right-handed forms are property rights that are registered with
a government registry, such as real estate, patents for inven-
tions and public limited liability companies.

[0097] According to another aspect, therefore, the present
invention provides the use of left- and right-handed property
rights in a game or commerce.

[0098] A system based upon left- and right handed money
would require apparatuses adapted to handle money in both
forms, such as cash dispensers, vending machines, etc.
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[0099] According to another aspect, therefore, the present
invention provides an apparatus adapted for use with left and
right handed money, selected from:

[0100] a bank card, compri sing a machine readable iden-
tification code, said card being adapted to handle transactions
in left- and right-handed money;

[0101] a cash machine adapted to dispense left- and right-
handed money (cash);

[0102] a cash register adapted to handle and record trans-
actions in left- and right-handed money (cash);

[0103] avending machine adapted to receive money (cash)
in one of right- and left-handed forms and dispense it in the
other; and

[0104] anapparatus for use by a bank, compri sing left- and
right handed money and a computer programmed to maintain
records of transactions in left and right-handed money.
[0105] According to another aspect, the present invention
provides an apparatus for use by a lawyer, compri sing docu-
ments representing left- and right-handed property rights and
a computer programmed to maintain records of transactions
in left and right-handed property rights.

[0106] The global economy would function quite differ-
ently if money were to be replaced with left- and right-handed
money in accordance with the present invention. Concepts
such as capitalism and socialism/communism would be out-
dated. Banks would no longer be able to create money freely,
and trade imbalances could not build up, because exporters
would need left-handed money to effect sales.

[0107] The tokens in each set of first tokens may be pro-
vided with a player-distinctive appearance. For example, the
members of different sets may be provided with a different
shape, for example a circular, triangular, square, pentagonal
or hexagonal shape; a different colour, for example red,
orange, yellow, green, blue, indigo or violet; or different
markings, for example symbols such as numbers, letters or
mathematical symbols.

[0108] The antisymmetric opposites may be represented on
opposed faces of the same first tokens with markings, for
example markings that are associated with antisymmetric
opposites, for example words or symbols signifying left and
right, + and - or clockwise and anticlockwise, for example
spirals. Alternatively, one first token may be dark and the
other light.

[0109] The symmetric opposites may be represented on
opposed faces of the same second tokens with markings,
preferably colourless markings that are associated with sym-
metric opposites, for example one side might be dark, such as
black and the other light, such as white.

[0110] In one embodiment, each set of first tokens has a
different colour; the first token (C) in each set is dark; the first
token (A) in each set is light; the set of second tokens is
colourless; the second token (L) is light; and the second token
(D) is dark. Players can thus associate the selfish component
of their move (C) with dark and the altruistic component (A)
with light.

[0111] In another embodiment, the opposite functions of
the first and second tokens are represented respectively on
opposite sides of the same tokens.

[0112] In yet another embodiment, the game apparatus
comprises a timer. The timer may be, for example, electronic
or mechanical, such as an alarm clock or sand clock. The
timer can be used to limit the time available for a player to
make a move.
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[0113] In one embodiment, the game objective is for a
player to achieve an arrangement of one or more tokens in
token spaces of the game field that connects tokens selected
from first tokens (C) in the player’s set, first tokens (A) in any
other player’s set and second tokens (L) in a series to form a
path. The path may be, for example, from one end or edge of
the game field to the opposite end or edge. Alternatively it
may be to connect all edges of the game field. For example,
the path may be a 3-, 4-, 5- or more-sided polygon wherein the
vertices are token spaces. In effect, the players are competing
to be the first to find a way to be able to perform a particular
combination of movements, represented by a particular com-
bination of tokens.

[0114] Inanother embodiment, the game apparatus further
comprises a ball token, the game objective is for a player to
move the ball token to a required location and in which a
player can take possession of the ball token by placing a first
token (C) adjacent to the token space containing the ball
token, move the ball onto that token space then move the ball
token in a straight line along any path formed by that token
and one or more tokens selected from first tokens (C) in the
player’s set, first tokens (A) in any other player’s set and
second tokens (L). The required location may be, for
example, an edge of the game field, for example opposite to
the player, a corner of the game field or a section of an edge of
the game field (as in a football goal).

[0115] Inanotherembodiment,the game field is square and
is provided with a plurality of token spaces arranged in a grid
pattern.

[0116] The grid pattern may be formed of any shapes that
can form an ordered lattice, for example squares (which con-
veniently can form a square grid) or hexagons (which conve-
niently can form a hexagonal grid that if large enough can be
enclosed in a circular frame).

[0117] In yet another embodiment, the number of token
spaces is in the range of from 25 to 100. It will be appreciated
that when the game field is in the form of a square grid, it will
contain a square number of token spaces, for example 25, 36,
49, 64, 81 or 100.

[0118] Itwill be appreciated that the number of tokens used
in the game will depend upon the number of players, the
number of token spaces in the game field and the particular
game rules adopted.

[0119] Tokens can be made of any suitable material, for
example plastic, card, metal or wood. Conveniently they are
all formed of regular shapes, such as circular discs, and can
conveniently be of the same size. In one embodiment the two
sets of first tokens, one for each player (A', A%, C* and C*) and
set of second tokens (D and L) are embodied as faces of a
cube. Opposed faces of the cube can be marked, for example,
Al and C*. A% and C7; D and L (or the like), for example as
shown in FIG. 6.

[0120] When the faces are marked as shown in FIG. 6, the
face uppermost when the cube is in a token space can always
be aligned the same way after rotation by the left or right hand
as shown in FIGS. 8 to 11. Opposed corners can also be
marked 1, 2, 3 and 4 (or the like), for example as 1, 1; 2, 2; 3,
3;and 4, 4 (orthelike,suchas 11,1;21,2(;31,3|:41,4)])
such that they are also disposed at the corners of two inter-
penetrating chiral tetrahedrons 1, 2,3 and4 and 1,2, 3 and 4
(FIG.5)orthelike 11;2%;31;4% and 1};2|;3];4|. When
marked in this way, the game can provide an educational tool
for developing spatial awareness and also relating this
through co-ordinated movement to the creation, transfer and
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redemption of reciprocal relationships (my right, your obli-
gation; your right, my obligation). See FIGS. 12 to 15.

[0121] The game field can be provided on a surface of any
suitable material, such as wood, cardboard or plastic. In one
embodiment, the game field is provided in plastic moulded so
that the token spaces lie in wells. In another embodiment, the
kit further comprises a turntable for the game field, so that
each player can see and manipulate the tokens in the game
field from the same perspective.

[0122] Inanother embodiment, the game apparatus is elec-
tronic and the game is played using an electronic device.
When the game apparatus is electronic, the components of the
game apparatus are virtual, for example displayed on an elec-
tronic screen forming a component of an electronic device,
such as a computer, mobile phone or other device capable of
supporting gaming. When the components are displayed on a
screen, players can make their moves by manipulating a game
controller such as a keyboard, mouse, joystick, paddle, track-
ball, throttle quadrant, steering wheel, yoke, pedals, game-
pad, motion sensor, voice sensor, light gun or gaming headset
(compri sing electrodes positioned to detect brain wave activ-
ity). In one embodiment of the invention, the game controller
is adapted to receive commands for the antisymmetric func-
tion of one of the two first tokens from one side of the player’s
body and the opposite antisymmetric function from the other
side of the player’s body. For example, the game controller
can have a left detector system for receiving commands relat-
ing to one antisymmetric function from the left side of the
body’s musculature (or right side of the brain) and a right
detector system for receiving commands relating to the oppo-
site antisymmetric function from the right side of the body’s
musculature (or left side of the brain). Thus, in the body (and
hence brain) of the players, the two antisymmetric functions
are handled by respective left and right sides. In one embodi-
ment, the game controller and computer are configured such
that when the game controller is moved, a cursor on the screen
is moved. When the cursor has been moved over atoken space
in which a change of state is desired, the player presses a
button on the game controller. Conveniently the game con-
troller is configured symmetrically with left and right sides
having left and right buttons that can be depressed with left or
right fingers or thumbs. In one embodiment the in which the
game controller is a cube having opposed faces and corners
and the buttons are positioned on said opposed faces and
corners. For example the controller can be configured like a
cube as shown in FIG. 6 which embodies two sets of first
tokens, one for each player (A', A%, C' and C?) and a set of
second tokens (D and L).

[0123] When the controller is configured as a cube in this
way, it can be used to control rotation through the states of
tokens intoken spaces, for example as shown in FIGS. 7t0 10.
The computer can be programmed so as to recognise when a
game objective has been met and stop the game. When the
game objective is a path, the computer may be programmed to
highlight the completed path on a screen.

[0124] TItwill be appreciated that the computer code used in
programs to manage the game electronically needs to contain
algorithms that can deal with switching between antisymmet-
ric and symmetric states. Thus, representing the antisymmet-
ric states as C for clockwise and A for anticlockwise, and the
symmetric states as D for dark and L for light, the following
sequences can arise:—
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C+A>L A+C>D L+C>C L+A>A
D+C>C D+A>A L-A>C D-C>A
[0125] According to another aspect, the present invention

provides kit for playing a game as described hereinabove,
which comprises in physical form:
(a) a game apparatus compri sing:
[0126] atleast two sets of first tokens, one for each player,
each set consisting of'two kinds of first token (A) and (C) each
representing a function that in relation to the players is the
antisymmetric opposite of the other;
[0127] aset of second tokens (D) and (L) each representing
a function that in relation to the players is the symmetric
opposite of the other; and
[0128] a game field provided with a plurality of token
spaces;
(b) rules providing that the game objective is for a player to
achieve an arrangement of one or more tokens in the token
spaces of the game field that represents a particular function
following the method of the game; which method comprises
a sequence of moves in which each player in turn identifies a
first token (C) and a first token (A) to be placed in (+) or
removed from (-) different token spaces so as to effect a
change in function (>) in each of these token spaces selected
from:

[0129] none+A>A; none+C>C;

[0130] C+A>L; A+C>D;
and optionally also from:

[0131] L+C>C; L+A>A;
[0132] D+C>C; D+A>A;
[0133] L-A>C; D-C>A;
[0134] C-C>none; and A-A>none;

then moves to change the tokens in each token space accord-
ingly.

[0135] The antisymmetric opposites may be represented on
opposed faces of the same first tokens with markings, prefer-
ably markings that are associated with antisymmetric oppo-
sites, for example words or symbols signifying left and right,
+ and - or clockwise and anticlockwise.

[0136] The symmetric opposites may be represented on
opposed faces of the same second tokens with markings,
preferably markings that are associated with symmetric
opposites, for example one side might be black and the other
white.

[0137] In one embodiment, said first tokens comprise two
or more sets, the members of each of which are provided with
a different player-distinctive appearance. For example, the
members of different sets may be provided with a different
shape, for example a circular, triangular, square, pentagonal
or hexagonal shape; a different colour, for example red,
orange, yellow, green, blue, indigo or violet; or different
markings, for example symbols such as numbers, letters or
mathematical symbols.

[0138] The kit can contain two, three, four, five, six, seven
or more sets of first tokens, depending upon how many play-
ers are intended to use the kit in a game. The number of first
tokens in each set depends upon the number of token spaces
in the game field, and whether or not the tokens contain
representations of the antisymmetric opposite functions on
their opposed faces. For example, each set of first tokens may
contain in the range of from 2 to 100 first tokens (A) and 2 to
100 first tokens (C) or from 2 to 100 first tokens (A) and (C).
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[0139] The kit can contain, for example, from 2 to 100
second tokens (D) and from 2 to 100 second tokens (L) or
from 2 to 100 second tokens (D) and (L).

[0140] In one embodiment, the kit comprises a ball token.
In another embodiment, the kit comprises a timer. In yet
another embodiment, the token spaces in the game field are in
wells. In a variant of this embodiment, the kit further com-
prises a lid, for example of transparent plastic that can be
placed over the game field with tokens trapped inside, such
that tokens may be randomly assigned to token spaces by
shaking.

[0141] In another embodiment, the rules in the kit provide
that the change in function (>) in each of the token spaces is
selected only from:

[0142] C+A>L; A+C>D;
[0143] L+C>C; L+A>A;
[0144] D+C>C; D+A>A.
[0145] In yet another embodiment, the kit further com-

prises at least two hunting tokens; and the rules provide that:

[0146] (b) said game apparatus is used by at least one
hunter during the course of a game between the players;
and

[0147] (c) said at least one hunter interprets the first

tokens A and C as having the same zero function, and the
second tokens (L) and (D) as having simple opposite
functions, the objective of the hunter being to take a turn
between turns of the players and in that turn move one or
both of the said hunting tokens to effect capture an (L)
token, convert it to a
[0148] (D) token and thereby score a point.
[0149] Inyetanotherembodiment, the game field has a face
upon which first and second tokens are played and another
face upon which hunting tokens are played.
[0150] According to another aspect, the present invention
provides electronic gaming device for use by one or more
players in a method as described hereinabove, which com-
prises:
(a) display means for displaying a game apparatus compri
sing at least two sets of first tokens, one for each player, each
set consisting of two kinds of first token (A) and (C) each
representing a function that in relation to the players is the
antisymmetric opposite of the other; a set of second tokens
(D) and (L) each representing a function that in relation to the
players is the symmetric opposite of the other; and a game
field provided with a plurality of token spaces;
(b) a game controller adapted to receive two instructions from
each player regarding placement of first tokens in token
spaces in the game field, one of which is for a first token (C)
and the other for a first token (A);
(c) data processing means for converting said instructions
into output for the display means such that functions are
displayed in token spaces according to at least the following
play sequences:

[0151] none+A>A; none+C>C;
[0152] C+A>L; A+C>D.
[0153] In one embodiment, in which the data processing

means is also capable of converting said instructions accord-
ing to the following play sequences:

[0154] L+C>C; L+A>A,
[0155] D+C>C; D+A>A.
[0156] Itwill be appreciated that such a device is capable of

supporting play of a game in which the function of a token
space that has become symmetric can be changed by addition
of a first token.
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[0157] Alternatively, or in addition, the data processing
means is also capable of converting said instructions accord-
ing to the following play sequences:

[0158] L-A>C; D-C>A;

[0159] C-C>none; A—A>none.
It will be appreciated that such a device is capable of support-
ing play of a game in which the function of a token space that
has become symmetric can be changed by removal of a first
token.
[0160] The display means can be, for example, a plasma
display panel (PDP) or liquid crystal display (LCD).
[0161] In another embodiment, the game device further
comprises data processing means for recogni sing when the
functions of token spaces in combination form a defined
pattern, and means for displaying this.
[0162] The game controller may be, for example, a key-
board, mouse, joystick, paddle, trackball, throttle quadrant,
steering wheel, yoke, pedals, gamepad, motion sensor, voice
sensor, light gun or gaming headset (compri sing electrodes
positioned to detect brain wave activity).
[0163] In yet another embodiment, the game controller is
adapted so that one part receives an instruction from the left
side of a player’s body and the other part receives an instruc-
tion from the right side of the player’s body. Such a controller
can possess bilateral symmetry.
[0164] In another embodiment, the electronic gaming
devise further comprises
[0165] (d)display means for displaying at least two hunting
tokens and said first and second tokens, but in which the first
tokens all appear the same;
[0166] (e)a game controller adapted to receive two instruc-
tions from a hunter, one for the movement of each hunting
token; and
[0167] (f) data processing means for converting the display
of'a second token (L) on both display means from (L) to (D)
when said moves of said hunting tokens have effected capture
of said second token (L.).
[0168] In yet another embodiment, the data processing
means is also adapted to display right-handed scoring tokens
(R-STs) and left-handed scoring tokens (L-STs) and said
controller is adapted to receive instructions regarding play of
said R-STs and L-STs.
[0169] Preferably the electronic device does not emit an
annoying beep when its power supply is running low or it has
been left idle for a period.

BRIEF DESCRIPTION OF THE DRAWINGS

[0170] FIG.1 shows the game field populated by tokens A,
A2 C',C?, DandL in token spaces as depicted in Table 1, as
interpreted by a pair of players.

[0171] FIG. 2 shows the game field populated by tokens in
token spaces as depicted in Table 2, as interpreted by hunters.
[0172] FIG. 3 relates the kinds of state A, C, D and L
represented by tokens to two ordered polarities.

[0173] FIG. 4 relates the states represented by tokens A,
A2, C', C? D and L as shown in Table 1 and Table 2 to four
ordered polarities.

[0174] FIG.5 shows a cube composed of two interpenetrat-
ing tetrahedrons 1, 2, 3, 4 and their polar opposites 1 (not 1),
2 (not 2), 3 (not 3), 4 (not 4).

[0175] FIG. 6 shows a cube as shown in FIG. 5 marked up
with the token states A', A%, C', C*, D and L and each face of
the cube when the cube has been rotated so that the face is up
in a token space (see also FIG. 11).
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[0176] FIG. 7 shows left and right hands marked to show
the left thumb (LT), left finger (LF), right thumb (RT) and
right finger (RF).

[0177] FIG. 8 shows a model of a cube as depicted in FIG.
6 held by left and right hands in the left thumb (LT), left finger
(LF), right thumb (RT) and right finger (RF).

[0178] FIG. 9 shows a clockwork cycle of rotations of the
cube from state A' back to state A’ in which the left and right
hands alternate as a pair of pivots about opposed cube corners
and a pawl and ratchet.

[0179] FIG. 10 shows a clockwork cycle of rotations of the
cube from state L back to state L in which the left and right
hands rotate the cube about opposed cube faces.

[0180] FIG. 11 shows the game field populated with tokens
as shown in FIG. 1 with the states interpreted as shown in
FIGS. 4 to 10.

[0181] FIG. 12 shows possible states of a Buyer and Seller
with respect to a good or service in accordance with Example
8.

[0182] FIG. 13 shows how a change in state as shown in
FIG. 12 corresponds with inversion of two of four ordered
polarities.

[0183] FIG. 14 shows how changes of state as shown in
FIG. 13 can be coupled together by swapping two of four
polarities.

[0184] FIG. 15 shows how changes in state from D to L
(Buyer) and from [ to D (Seller) can be coupled together with
changes of state as shown in FIG. 14: exchanging left handed
money for right handed money to transfer ownership of a
good or service in one step.

[0185] Referring to Example 8, a good or service owned by
a Seller, not a Buyer is in state L to the Seller and D to the
Buyer. When the ownership of the good or service is trans-
ferred from the Seller to the Buyer, it changes state from L to
D with respect to the Seller and from D to [ with respect to the
Buyer. This corresponds with inversion of all four ordered
polarities as shown in FIGS. 10 and 15. It takes place when the
Seller and Buyer exchange left handed money for right
handed money. This exchange of left handed money for right
hand money corresponds with coupled state changes from A*
to C! and C? to A2, as described below.

[0186] Left handed money and right handed money are
created when a Buyer and a Seller enter into a contract to
transfer the ownership of a good or service stepwise. When
the contract is opened the Seller goes from state L to state C*
and the Buyer goes from state D to state A* as shown in FIG.
9. This step corresponds with the creation of left handed and
right handed money. At this point in time, the good or service
is in a transition state of ownership. It could be locked away.
When the Seller buys something by exchanging right handed
money for left handed money, the state goes from C? to A% as
shown in FIGS. 9 and 14. When the Buyer sells something by
exchanging left handed money for right handed money, the
state goes from A' to C' as shown in FIGS. 9 and 14. When the
Buyer and the Seller have changed states to A and C' respec-
tively, the contract can be closed and the states of the Buyer
and seller changed to L. and D respectively, as shown in FIG.
9. This corresponds with the redemption of left handed
money and right handed money. The coupled state changes
have ensured that the Buyer and Seller have each transferred
in and transferred out a good or service in balance overa cycle
of'exchange under control of a contract. The mechanism is the
same as that which couples players and hunters together in the
game embodiment of the invention.
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[0187] The following examples illustrate the invention.

EXAMPLE 1

Game for 2 Players

[0188] A game apparatus is assembled from the following
elements:—

A game board compri sing a square game field provided with
agrid of 64 square token spaces (8 rows and 8 columns); thirty
red and thirty blue first tokens each being circular discs bear-
ing an “R” on one face and an “L” on the opposite face; and
thirty second tokens each being circular discs that are black
on one face and white on the opposite face.

[0189] The object of the game is to be the first player to
create a path from their side to the opposite side.

[0190] The tokens represent the following functions:

Face of first token bearing .—only token player permitted
Face on first token bearing R—all players except token player
permitted

Face on second token white, equivalent to a first token bearing
R on top of a first token bearing [.—all players permitted
Face on second token black, equivalent to a first token bearing
L on top of a first token bearing R—no players permitted

[0191] Players may not place both first tokens in the same
token space.
[0192] The placement of a token in a token space must

result in a change of function at that space. Thus, a first token
may only be placed in a token space containing no token, the
antisymmetric opposite first token or a second token.

[0193] Two players position themselves on opposite sides
of the game field. Both players are right handed.

[0194] The game commences when one player places two
first pieces in token spaces on the game field, firstly a first
token R with the right hand then a first token L. with the left
hand. The other player then does the same. When a second
first token is placed over a first, the two first tokens in the
token space are removed and replaced with the appropriate
second token. The game continues until a player has com-
pleted and identified a path from one side to the opposite.

EXAMPLE 2

Game for 4 Players

[0195] A game apparatus is assembled as described in
Example 1, except in that it comprises thirty red, thirty blue,
thirty yellow and thirty green first tokens each being circular
discs bearing an “R” on one face and an “L.” on the opposite
face.

[0196] The game objective and game rules are as described
in Example 1.
[0197] The four players arrange themselves on the four

sides of the game field and play in turn.

[0198] Optionally they may play independently or in two
teams of two players. When they play in teams, the players in
each team are positioned opposite to one another.

EXAMPLE 3
Game for 2 Players
[0199] A game apparatus is assembled from the following
elements:—
[0200] A game board compri sing a square game field pro-

vided with a grid of 81 square token spaces (9 rows and 9
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columns); fifty red and fifty blue first tokens each being
circular discs bearing an “R” on one face and an “L.”” on the
opposite face; fifty second tokens each being circular discs
that are black on one face and white on the opposite face; and
a ball token.

[0201] The object of the game is to be the first player to get
the ball token from the centre of the game field to the oppo-
nent’s side, or into an area along part of the opponents side
that represents the opponent’s goal.

[0202] During a move, a player may take possession of the
ball token by placing a token adjacent to the token space
containing the ball token so as to create a function which
permits the player to move the ball token onto that token space
(corresponding in football with a tackle). The player may then
move the ball token in a straight line along all connected token
spaces having functions that permit the player to move the
ball token onto those tokens space (i.e. kick the ball). If the
player can move the ball token all the way to the opponent’s
side or to the opponent’s goal, as appropriate, then the player
has won the game.

[0203] The tokens represent the following functions:

Face of first token bearing R—only token player permitted to
receive ball token

Face on first token bearing I —all players excepttoken player
permitted to receive ball token

Face on second token white, equivalent to a first token bearing
R on top of a first token bearing [.—all players permitted to
receive ball token

Face on second token black, equivalent to a first token bearing
L on top of a first token bearing R—no players permitted to
receive ball token

[0204] Players may not place both first tokens in the same
token space.
[0205] The placement of a token in a token space must

result in a change of function at that space. Thus, a first token
may only be placed in a token space containing no token, the
antisymmetric opposite first token or a second token.

EXAMPLE 4

Game for 1 Player

[0206] A game apparatus is assembled from the following
elements:—

A game box compri sing a sunken square game field provided
with a grid of 25 square token spaces (5 rows and 5 columns),
said token spaces having the form of sunken wells; a trans-
parent lid for covering said square game field; thirty first
tokens each being white circular discs bearing a black “R” on
one face and a black “L” on the opposite face; thirty first
tokens each being black circular discs bearing a white “R” on
one face and a white “L” on the opposite face; thirty second
tokens each being circular discs that are black on one face and
white on the opposite face; and a timer.

[0207] Prior to commencing the game, the lid is inverted
and a mixture of 25 first and second tokens is placed inside.
The game box is then placed over the lid and the combined
box and lid is inverted and shaken until all of the tokens have
entered into token space wells. The lid is then removed and
the timer is started. The object of the game is for the player to
use only white or only black first tokens to create a specific
pattern of tokens in the game field during the time allotted by
the timer. An example of such a pattern would be a three by
three square of alternating black and white second tokens.
The game can be repeated with patterns of increased com-
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plexity to provide an increased challenge for the player as the
player’s skill level and dexterity increases.

[0208] Alternative patterns can be provided on cards in a
pack (from which the player can take one) or in books.
[0209] This game can also provide training for players in
preparation for competitive play.

EXAMPLE 5

Game for Two Players and a Hunter

[0210] A game apparatus is assembled from the following
elements:—

A game board compri sing a square game field provided with
a grid of 64 square token spaces (8 rows and 8 columns); said
game field being marked out on a transparent material (such
as glass) that is mounted vertically in a stand;

thirty first tokens each being circular discs having one face
black with a central red dot and the other face grey;

thirty first tokens each being circular discs having one face
black with a central blue dot and the other face grey;

thirty first tokens each being circular discs having one face
white with a central red dot and the other face grey;

thirty first tokens each being circular discs having one face
white and a central blue dot and the other face grey;

sixty four second tokens each being circular discs having both
faces white;

sixty four second tokens each being circular discs having both
faces black;

two hunting tokens each being a black disc bearing an image
of a human skull;

each of said tokens being provided with a sticky deposit that
enables the token to be stuck releasably onto the transparent
material in the token spaces of the game field.

[0211] The object of the game (for a player) is to be the first
player to create a path from their side to the opposite side. The
object of the hunter is to capture white tokens and replace
them with black.

[0212] The tokens represent the following functions to the
players on one side of the transparent material bearing the
game field:

Face of first token bearing black with a coloured dot—only
token player of that colour permitted;

Face on first token bearing white—all players except token
player of that colour permitted

White second token white—all players permitted

Black second token—no players permitted

[0213] The tokens represent the following different func-
tions to the hunter on the other side of the transparent material
bearing the game field.

Gray face (on first token)—hunter not permitted

Black or white second token—hunter permitted

[0214] At the start of the game, a black second token is
placed in each token space on the player’s side of the game
field. The hunter then places each of the two hunting tokens in
token spaces on the hunter’s side of the game field.

[0215] Play commences when a player takes a white and a
black first piece each bearing a dot of the player’s colour (e.g.
red), and uses each to replace a black second token (grey face
down). In one version of this, the player uses the player’s
dominant hand to place the white first piece and then the
player’s subordinate hand to place the black second piece
(thus using different sides of the brain to control the moves).
The player now sees white and black first pieces in place of
two black second pieces, whereas the hunter sees two grey

Jul. 14, 2016

pieces in place of two black second pieces. The player’s
opponent now takes a white and a black first piece each
bearing a dot of the player’s colour (e.g. blue). These are now
played, replacing one token in each of two token spaces.
Again, the player can use the player’s dominant hand to place
the white first piece and then the player’s subordinate hand to
place the black second piece. Now it is the turn of the hunter
to move. The hunter can slide each hunting token once in a
straight line across any token space containing a black or a
white second token, but cannot cross any token space bearing
a grey first token. If there is a white token in a token space
(resulting from a white first token having been placed in a
token space that contained a black first token), then the hunter
can attempt to capture this. To capture the white second token,
the hunter must slide each hunting token so as to sandwich the
white token between the two. The white second token is then
replaced with a black second token and the hunter scores one
point.

[0216] The game continues as the players continue to
deploy white and black first tokens, the task of the hunter
becoming increasingly difficult as the number of token spaces
occupied by first tokens (grey to the hunter) increases.
[0217] The game ends when a player has succeeded in
establishing a chain of token spaces that permits the player to
pass from one side of the game field to the opposite side.
[0218] The players note who won, and what the hunter’s
score was, then repeat the game, with one of the players
swapping roles with the hunter.

EXAMPLE 6

Game for Two Players and Two Hunters

[0219] The game apparatus is the same as that for Example
5, except in that it now comprises two pairs of hunting tokens,
each pair being provided with a skull of a different colour.
[0220] Thehunters make their moves between the moves of
the players, such that the moves alternate player 1, hunter 1,
player 2, hunter 2 and so on.

EXAMPLE 7

Game for Two Players and Two Hunters

[0221] The game apparatus is the same as that of Example
6, except in that the members of each pair of hunting tokens
are marked to signify left and right respectively.

[0222] The hunters work collaboratively, capturing white
pieces using a right hunting token of one hunter and a left
hunting token of the other hunter.

[0223] The two players and two hunters then swap roles.
The two that succeed in capturing the most white pieces
overall are winners (analogous to winners of doubles in ten-
nis).

EXAMPLE 8

Use of Left- and Right-Handed Money and Property
Rights in Commerce

[0224] This example illustrates how changes in the game
between the four possible states A, C, L, D in token spaces in
the game field and the use of left- and right-handed scoring
tokens correspond with the creation and destruction of left
and right-handed money and monetary transactions and also
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with the creation and destruction of left and right-handed
property rights and property right transactions.

[0225] A property developer P purchases a plot of land on
which there is a house and a garden. P forms a new plot by
dividing off part of the garden and builds a house on this.
[0226] Person Q wishes to buy the new house. P and Q
agree that Q may purchase the house from P for 100,000
currency units. In order for this transaction to take place, left-
and right handed property rights in the new plot must be
created.

[0227] Lawyer S, acting for P, creates two documents con-
sisting of left- and right-handed title deeds to the new plot.
These are reviewed by Lawyer R acting for Q. S and R both
save electronic copies of the documents on their respective
computer systems, and also enter the names of P and Q into
their respective computerised docketing systems that record
the ownership of left- and right-handed property rights.
[0228] In order to finance the transaction, P and Q both
borrow money from Bank B. Both P and Q have accounts at
B, in both LCU and RCU. Each account has one account
number for both LCU and RCU.

[0229] B appraises the house and agrees that it is worth
100,000 currency units.

[0230] B creates (from nothing) 100,000 left-handed cur-
rency units (LCU) and 100,000 right-handed currency units
(LCU). It lends the 100,000 LCU to P and the 100,000 RCU
to Q. The creation of the money is recorded in the financial
accounts of the bank. B enters a debit 0£ 100,000 LCU against
the account of P and 100,000 RCU against the account of Q in
its computer system. The money is transferred electronically
to the client bank accounts of S and R respectively.

[0231] S and R arrange for 100,000 LCU to be transferred
to the bank account of Q and 100,000 RCU to be transferred
to the bank account of P. B records these transactions in its
computer system. The bank account of P now shows a credit
of 100,000 RCU, whereas that of Q now shows a credit of
100,000 LCU.

[0232] S and R now apply to register the creation and cur-
rent ownership of the property rights with the government
real estate registry. Since the property rights have been used
as security for the loans, this fact is recorded by the registry
alongside the ownership of the left-handed property right by
P and the right-handed property right by Q. The left-handed
property right is secured on the RCU deposited in the bank
account of P, the balance of which the bank B holds until the
equivalent amount in LCU has been repaid off the loan.
[0233] P and Q now pay their lawyers for the services
rendered to them. P and S each use their respective bank
cards, each card compri sing a machine readable identifica-
tion code and being adapted to handle transactions in left- and
right-handed money. 1,000 RCU is debited from the bank
account of P and credited to the bank account of S. 1,000 LCU
is debited from the bank account of S and credited to the bank
account of P. Q and R use cash, Q giving R 900 RCU and
receiving 900 LCU in return.

[0234] P now needs some more cash. P withdraws 600 RCU
and 50 LCU in banknotes from its bank account using the
bankcard and a cash machine adapted to dispense left- and
right-handed money. The bank B adjusts the balances of RCU
and LCU in P’s bank account accordingly.

[0235] P then purchases a bottle of a drink for 2 RCU from
a vending machine. P inserts a bank note for 5 RCU into the
vending machine and receives in return the bottle of drink, 3
RCU in coins and 2 L.CU in coins. Next P goes into a shop and
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buys a new television set for 500 RCU. P pays for this in cash.
P receives the television set and 500 LCU. The cashier for the
shop uses a cash register containing cash in both left- and
right-handed money to receive the 500 RCU and dispense the
500 LCU. The cash register records the transaction and prints
a receipt showing the transaction.

[0236] P deposits the 500 LCU in its bank account, and
directs that this be used to reduce the balance on its loan used
to finance the sale of the property to Q. The bank cannot lend
out this money. It can only create money secured on left- and
right-handed property rights, and can only lend money cre-
ated by it or deposited with it.

[0237] Q gets a job. Q borrows 3000 LCU from the bank,
giving this to Q’s employer in return for 3000 RCU. Q depos-
its this in the bank, and directs that 750 RCU be used to reduce
the balance on its loan used to purchase the property from P.
The bank cannot lend out this money. The bank combines 500
RCU with the 500 LCU paid back by P, and this money is
destroyed. The remaining 250 RCU remains credited to Q’s
loan account.

[0238] The bank retains a lien on the left- and right-handed
property rights. If either P or Q is in default of its loan
obligations, the bank can enforce its rights. If Q is in default,
the bank can repossess the right-handed property right, which
gives it physical possession of the property, and sell on the
right. If P is in default, the bank can freeze the outstanding
RCU in P’s account until P has repaid the necessary amount
of the loan in LCU.

[0239] The RCU and LCU created with the creation and
sale of the left- and right-handed property rights continue to
circulate in the economy. Their value is based upon a real
asset: the property purchased from P by Q, the value of which
has been agreed by P, Q and the bank. They can be exchanged
with goods or services or leant out, just like single currency
money, but money cannot be created without the creation of
new left- and right-handed property rights and is consumed
when these rights are transformed into single property rights.

[0240] Eventually both P and Q repay their loans from the
bank, at which point their original contract, the performance
of which the money was based upon, is completed. All 100,
000 RCU and L.CU are recombined and destroyed. The left-
and right-handed property rights are also combined and trans-
formed, so that Q now becomes the sole owner of the prop-
erty. The bank then applies to the registry to have the changes
recorded by the registry, such that the record of the bank’s lien
on the left- and right-handed property rights has been
removed and Q is the sole registered owner of the property.
This single property right continues until it is extinguished,
for example abandoned.

[0241] Left- and right handed money and left- and right
handed property rights function like chiralkines. Referring to
the diagram below, left- and right-handed money is created
when No Property Right becomes a Left-handed Property
Right and a Right-handed Property Right. These exist until
the created left- and right-handed money has been recom-
bined, when a single Property Right is formed. This situation
continues until the single Property Right is extinguished,
becoming a No Property Right once more (akin in the game to
when a hunter captures an L token and converts it to a D
token).
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No Property Right
Left-handed Property Right Right-handed Property Right
Property Right

[0242] Property rights change ownership when they are
exchanged together with left-handed money for right-handed
money.

1. Left- and right-handed money.

2. An electronic gaming device for use by one or more
players, which comprises:

(a) display means for displaying a game apparatus compri

sing at least two sets of first tokens, one for each player,

each set consisting of two kinds of first token (A) and (C)

each representing a function that in relation to the play-

ers is the antisymmetric opposite of the other;

a set of second tokens (D) and (L) each representing a
function that in relation to the players is the symmet-
ric opposite of the other; and

a game field provided with a plurality of token spaces;

(b) a game controller adapted to receive two instructions
from each player regarding placement of first tokens in
token spaces in the game field, one of which is for a first
token (C) and the other for a first token (A);

(c) data processing means for converting said instructions
into output for the display means such that functions are
displayed in token spaces according to the following
play sequences:

C+A>L; A+C>D;

L+C>C; L+A>A;

D+C>C; and D+A>A.

3. A device as claimed in claim 2, which further comprises:

(d) display means for displaying at least two hunting tokens
and said first and second tokens, but in which the first
tokens all appear the same;

(e) a game controller adapted to receive two instructions
from a hunter, one for the movement of each hunting
token; and

(f) data processing means for converting the display of a
second token (L) on both display means from (L) to (D)
when said moves of said hunting tokens have effected
capture of said second token (L.).

4. An electronic gaming device as claimed in claim 2, in
which the game controller is adapted to receive commands for
the antisymmetric function of one of the two first tokens from
one side of the player’s body and the opposite antisymmetric
function from the other side of the player’s body

5. An electronic gaming device as claimed in claim 2, in
which the game controller has a left detector system for
receiving commands relating to one antisymmetric function
from the left side of the body’s musculature and a right
detector system for receiving commands relating to the oppo-
site antisymmetric function from the right side of the body’s
musculature.

6. An electronic gaming device as claimed in claim 2, in
which the game controller has a left detector system for
receiving commands relating to one antisymmetric function
from the right side of the brain and a right detector system for
receiving commands relating to the opposite antisymmetric
function from the left side of the brain.

7. An electronic gaming device as claimed in claim 2,
which further comprises a timer that can be used to limit the
time available for a player to make a move.
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8. An electronic gaming device as claimed in claim 2, in
which the game controller is configured symmetrically with
left and right sides having left and right buttons that can be
depressed with left or right fingers or thumbs.

9. An electronic gaming device as claimed in claim 8, in
which the game controller is a cube having opposed faces and
corners and the buttons are positioned on said opposed faces
and corners.

10. A kit for playing a game, which comprises in physical
form:

(a) a game apparatus compri sing:

at least two sets of first tokens, one for each player, each set
consisting of two kinds of first token (A) and (C) each
representing a function that in relation to the players is
the antisymmetric opposite of the other;

a set of second tokens (D) and (L) each representing a
function that in relation to the players is the symmetric
opposite of the other; and

a game field provided with a plurality of token spaces;

(b) rules providing that the game objective is for a player to
achieve an arrangement of one or more tokens in the
token spaces of the game field that represents a particular
function following the method of the game; which
method comprises a sequence of moves in which each
player in turn identifies a first token (C) and a first token
(A) to be placed in (+) different token spaces so as to
effect a change in function (>) in each of these token
spaces selected from:

C+A>L; A+C>D;

L+C>C; L+A>A,

D+C>C; and D+A>A,;
then moves to change the tokens in each token space accord-
ingly.

11. A kit as claimed in claim 10, wherein

said game apparatus further comprises at least two hunting
tokens;

said game apparatus is for use by at least one hunter during
the course of a game between the players; and

the rules provide that said at least one hunter interprets the
firsttokens (A) and (C) as having the same zero function,
and the second tokens (L) and (D) as having simple
opposite functions, the objective of the hunter being to
take a turn between turns of the players and in that turn
move one or both of the said hunting tokens to effect
capture of an (L) token, convert it to a (D) token and
thereby score a point.

12. Akit as claimed in claim 11, wherein the game field has

a face upon which first and second tokens can be played and
another face upon which hunting tokens can be played.

13. A kit as claimed in claim 10, wherein said two sets of
first tokens, one for each player (A', A%, C! and C?) and said
set of second tokens (D and L) are embodied as faces of a
cube.

14. A kit as claimed in claim 13, in which opposed corners
of the cube are marked such that they are disposed at the
corners of two interpenetrating chiral tetrahedrons 1, 2, 3 and
4and 1, 2,3 and 4.

15. A kitas claimed in claim 10, which further comprises a
turntable for the game field.
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