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A method for at least tWo players to play a spinning disk game 
that includes each player spinning a disk having an image 
displayed thereon on a surface starting at substantially the 
same time; the player spinning the disk the longest Winning a 
predetermined number of points; the players accumulating 
points by repeatedly spinning their disks; When a player 
reaches a predetermined threshold number of points, spins the 
disk the longest, and identi?es the image on the disk surface, 
the player Wins the game. The identi?ed image may include 
those chosen from the group consisting of natural objects, 
man-made objects, caricatures, people, pop culture ?gures, 
designs and logos. 
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SPINNING DISK GAME 

PRIORITY CLAIM 

[0001] This application claims the bene?t of US. Provi 
sional Application Ser. No. 61/096,542 ?led Sep. 12, 2008, 
the contents of Which are incorporated herein. 

FIELD OF THE INVENTION 

[0002] This invention relates generally to games and, more 
speci?cally, to a method and system for a spinning disk game. 

BACKGROUND 

[0003] Games of dexterity, suspense, and intellectual chal 
lenge provide entertainment for adults and children. Games 
that combine these features offer an even greater level of 
entertainment, especially if they are of loW complexity, so that 
the effort required to learn them is loW. Games that combine 
these features With players’ other interests, such as sports, 
history, or popular culture, increase a game’s desirability and 
playability even further. 

SUMMARY OF THE INVENTION 

[0004] The present invention generally relates to a method 
for at least tWo players to play a game that includes the steps 
of (1) each player being associated With a different spinning 
object; (2) each player spinning their associated object on a 
surface starting at substantially the same time; (3) the player 
spinning their associated object the longest Winning a prede 
termined number of points; (4) the players accumulating 
points by repeatedly spinning their associated objects; (5) 
When a player reaches a predetermined threshold number of 
points and spins their associated object the longest, the player 
identifying an image displayed on a face of their associated 
spinning object While the object is still spinning; and (6) When 
the player correctly identi?es the image on their associated 
spinning object While the object is still spinning, the player 
Winning the game. The identi?ed images are preferably cho 
sen from the group consisting of natural objects, man-made 
objects, caricatures, people, pop culture ?gures, designs and 
logos. 

BRIEF DESCRIPTION OF THE DRAWINGS 

[0005] The preferred and alternative embodiments of the 
present invention are described in detail beloW With reference 
to the folloWing draWings: 
[0006] FIG. 1 shoWs an embodiment of a spinning object 
used With the present invention; and 
[0007] FIG. 2 shoWs a ?owchart of a preferred method of 
the present invention. 

DETAILED DESCRIPTION OF THE PREFERRED 
EMBODIMENT 

[0008] The present invention is directed to a portable, edu 
cational spinning object game for use on a substantially ?at 
surface. The game challenges players to determine Who can 
spin an object the longest and identify images of people, 
places and things. The preferred objects can be any siZe or 
shape and may compete With other objects of the same type or 
shape. The objects used for the games may be of a Wide 
variety of siZes and shapes, as long as each includes an iden 
tifying image on the object. 
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[0009] FIG. 1 shoWs one embodiment of the spinning 
object a disk 10. The disk 10 is substantially ?at and circular, 
similar to a coin in shape, and includes a front face 12, a rear 
face 14 and an edge surface 16. The disk 10 is preferably 
composed of metal, polymer, or ceramic, or in an alternative 
embodiment is a combination of tWo or more of these mate 
rials. In one embodiment at least one face is smooth. In 
another embodiment, at least one face is textured. The edge 
surface 16 is substantially smooth, but in an alternative 
embodiment the edge surface 16 is knurled. 
[0010] At least one ofthe faces 12, 14 includes an image 18. 
In one embodiment, the front face 12 includes a front face 
image 18-1 and the rear face 14 includes a rear face image 
18-2. In another embodiment, the disk 10 includes only a 
single image 18 on the front face 12 and the rear face 14 is 
plain or nondescript. 
[0011] The spinning object may be any shape or con?gu 
ration capable of spinning that alloWs for display of an image 
on a least one surface. 

[0012] The image 18 is any humanly recogniZable person, 
place or thing. Examples include a natural object, a man 
made object, a caricature, a person, a pop culture ?gure, a 
design, or any other physical or created feature that could be 
recogniZable to a person playing the game. In one embodi 
ment, the front face image 18-1 is a sports team logo and the 
rear face image 18-2 is a football. In another embodiment, the 
front face 12 has no front face image 18-1 and the rear face 14 
includes the rear face image 18-2 of a ?gure from popular 
culture. Other examples and categories exist outside of those 
examples provided. 
[0013] In another alternative embodiment, the front and 
rear faces 12, 14 also include a label 24. In one embodiment, 
the label 24 occupies a perimeter region 26 of the front face 12 
and is related to the brand-manufacturer of the disk 10. In 
another embodiment, the label 24 occupies the perimeter 
region 26 of the rear face 14 and is related to the rear face 
image 18-2. 
[0014] FIG. 2 shoWs a method 30 of the present invention. 
The method uses at least one disk 10 for each participating 
player and a playing surface. The playing surface is a sub 
stantially hard, ?at surface, such as a table. At a ?rst block 32, 
each player simultaneously spins one disk 10 on the playing 
surface. The players can use any method they desire for 
putting their disk 10 into a spinning motion. One condition is 
that each player’s disk 10 must begin spinning at substantially 
the same time. 

[0015] Next, at blocks 34-40, the players evaluate Whether 
the spin initiated at block 32 meets certain predetermined 
conditions so as to be considered a satisfactory spin. A plu 
rality of players, a single designated player, or a non-playing 
judge could make this determination. Alternatively, the role 
of determining this could alternate from player to player, or 
betWeen players and non-players. 
[0016] At a block 34, the players determine Whether each 
player started their spin at substantially the same time. If each 
player’s spin is determined to have not started at substantially 
the same time, then the method 30 returns to the block 32 for 
a neW spin. If the players’ spins Were substantially simulta 
neous, then at a block 36 the players determine if no disks 10 
spun off the edge of the playing surface. If at least one disk 10 
has fallen off the playing surface during the spin, then the 
method 30 returns to the block 32 for a neW spin. If all disks 
10 are still on the playing surface, then at a block 38 the 
players determine if any player touched another player’s disk 
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10 during the spin. If any player has touched another player’s 
disk 10 during the spin, then the method 30 returns to the 
block 32 for a neW spin. If no player has touched another 
player’s disk 10 during the spin, then at a block 40 the players 
determine if any player’s disk 10 has touched any other play 
er’s disk 10 during the spin. If any player’s disk 10 has 
touched any other player’s disk 10 during the spin, then the 
method 30 returns to the block 32 for a neW spin. 
[0017] It Will be appreciated that additional or different 
conditions could considered during this phase of the game 
methodology Without departing from the spirit of the present 
invention. For example, conditions could be added such that 
the spinning must occur Within certain prede?ned areas of the 
playing surface. In addition, one or more of the determina 
tions made at blocks 34-40 may be made substantially simul 
taneously or in different orders. 
[0018] If all of the predetermined conditions agreed to by 
the players are met, then at a block 42 the players determine 
Which player’s disk 10 is spinning the longest and Whether 
that player has accumulated a predetermined threshold num 
ber of points x, such as ten. If the player With the longest 
spinning disk 10 has not accumulated the predetermined 
threshold number of points x, then at a block 44 the player is 
aWarded a predetermined number of points y for Winning the 
spin, such as one point, and the method 30 returns to block 32 
for a neW spin. If the player With the longest spinning disk 10 
has accumulated the predetermined threshold number of 
points x, at a block 46 the player states What they believe to be 
the identifying name of the image 18 of their disk 1 0 While the 
disk 10 is still spinning. 
[0019] Next, at a block 48, the players or judges used at 
blocks 34-40 determine Whether the player With the longest 
spinning disk 10 correctly identi?ed the image 18 on their 
disk 10, and did so While their disk 10 Was still spinning. If the 
player did not identify the image 18 on their disk 10 correctly, 
or did not identify the image 18 on their disk 10 While it Was 
still spinning, the method 30 returns to the block 32 for a neW 
spin. If the player identi?ed the image 18 on their disk 10 
correctly, then at a block 50 the player Wins the game. 
[0020] In one embodiment of the method 30, the disks 10 
used by the players have an image 18 that is different for each 
player. In a further embodiment, the image 18 is recognizable, 
but intellectually challenging for the players to identify in 
block 36 of the method 30. In another embodiment, the image 
18 is selected according to the intellectual ability, age, or 
interests of the intended users of the disks 10. 

[0021] While the preferred embodiment of the invention 
has been illustrated and described, as noted above, many 
changes can be made Without departing from the spirit and 
scope of the invention. Accordingly, the scope of the inven 
tion is not limited by the disclosure of the preferred embodi 
ment. 
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The embodiments of the invention in Which an exclusive 
property or privilege is claimed are de?ned as folloWs: 

1. A method for at least tWo players to play a game, com 
prising: 

associating each player With a different spinning object 
having at least one face con?gured to display an image; 

each player spinning their associated object on a surface 
starting at substantially the same time; 

aWarding a predetermined number of points to the player 
spinning their associated object the longest; 

When a player reaches a predetermined threshold number 
of points and spins their associated object the longest, 
identifying the image displayed on the face of the spin 
ning object associated With the player While the object is 
still spinning; and 

if the player correctly identi?es the image on their associ 
ated spinning object While the object is still spinning, 
Winning the game. 

2. The method of claim 1, further comprising accumulating 
points for each player by repeatedly spinning the associated 
objects and adding a predetermined number of points to the 
player spinning their associated object the longest. 

3. The method of claim 1, further comprising determining 
if each player’s spin occurs at substantially the same time and 
invalidating the players’ spins if each player’s spin does not 
occur at substantially the same time. 

4. The method of claim 1, further comprising determining 
if any player’s spinning object spins off the playing surface 
and invalidating the players’ spins if any player’s spinning 
object does spin off the playing surface. 

5. The method of claim 1, further comprising determining 
if any player touches another player’s spinning object and 
invalidating the players’ spins if any player touches another 
player’s spinning object. 

6. The method of claim 1, further comprising determining 
if any player’s spinning object touches another player’s spin 
ning object and invalidating the players’ spins if any player 
spinning object does touch another player’s spinning object. 

7. An system for playing a game, comprising: 
a playing surface, Wherein the playing surface is substan 

tially rigid and ?at; and 
at least tWo spinning objects, Wherein each spinning object 

is substantially round, planar, and disk-shaped, and 
includes a front face and a rear face, Wherein at least one 
face includes an identi?able image, and Wherein the at 
least tWo spinning objects are con?gured to spin on edge 
on the playing surface. 

8. The system of claim 7, Wherein the identi?able image is 
a graphical representation from the group consisting of natu 
ral objects, man-made objects, caricatures, people, pop cul 
ture ?gures, designs and logos. 

* * * * * 


