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GAME DEVICE INCLUDING GAME BOARD AND 
PUNCH CARDS FOR SIMULATING ATHLETIC 

GAMES SUCH AS FOOTBALL 

BACKGROUND OF THE INVENTION 

This invention relates generally to games, such as a 
simulated football game, which can be played by play— 
ers indoors at a game table, and which uses a game 
board and punch cards representing offensive and de 
fensive plays which can be selected and interrelated to 
determine the result of a play. 
Many games utilizing boards and other devices have 

been proposed, and some such games are commercially 
available, which can be played indoors by persons 
seated at a game table or the like, and which simulate 
outdoor games requiring athletic skill, such as football. 
Although games which are available require some skill 
to play and to achieve successful results, the skill in 
volved has been minimal and has not been closely re 
lated to the skill involved in the play of the actual ath 
letic game. In some games, the success of the plays is 
left solely to chance, or the skill involved in playing has 
nothing at all to do with the athletic skill involved in the 
playing an actual game. 
Games have been proposed wherein plays are pro~ 

vided by the position of punches in punch cards, and 
wherein a card representing an offensive play is related 
to a card representing a defensive play to determine 
what happens in the play. Such games have generally 
been relatively complex and have required substantial 
time and effort for the players to familiarize themselves 
with the game. The nature of the play produced by dif 
ferent cards has not been readily apparent from the po 
sitions of the punches on the card. Also, in some cases 
complex and expensive equipment has been required 
which has resulted in the game being too expensive for 
use by a large number of people. Further, the games 
which have been proposed using punch cards have not 
been closely related to the actual game, such as a foot 
ball game. That is, the types of plays which can be used 
have been quite limited, and the skill involved in select 
ing plays has not been directly related to the results 
achieved by the plays. 

SUMMARY OF THE INVENTION 

It is an object of the present invention to provide a 
game device including a game board for indicating the 
current condition of the game on a ?eld or court, and 
offensive and defensive punch cards which can be se 
lected and interrelated to indicate the result of a partic 
ular play. 
Another object of the invention is to provide a simu 

lated athletic game including offensive cards having 
punches thereon positioned to indicate patterns of 
movement of offensive players, and defensive cards 
having punches thereon indicating various positions of 
defensive players, wherein by skillful selection of offen 
sive and defensive cards a game can be played provid 
ing results closely simulating the actual athletic game. 
A further object of the invention is to provide a simu 

lated football game having offensive cards which 
closely simulate plays actually used, and defensive 
cards which operate in combination with the offensive 
cards to provide a gain on the play which is closely re 
lated to that which can be expected in actual play. 
A still further object of the invention is to provide a 

simulated football game having a game board and 
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2 
punch cards representing plays which can be used for 
various types of plays, including kicks, runs and passes, 
as used in an actual football game. 

Still another object of the invention is to provide a 
simulated basketball game having punch cards repre 
senting various offensive and defensive plays as used in 
an actual game. 

BRIEF DESCRIPTION OF THE DRAWINGS 

FIG. 1 illustrates the game board of the game device; 
FIGS. 2-10 illustrate punch cards used in the play of 

the game of football; 
FIG. 11 is a chart illustrating the position of punches 

used in offensive cards for passing plays; 
FIG. 12 is a chart illustrating zones in which punches 

may be placed in defensive cards; and 
FIGS. 13-17 illustrate punch cards used in the play 

of the game of basketball. 

DETAILED DESCRIPTION 

In FIG. 1 there is shown a game board 10 for use with 
a football game in accordance with the invention. This 
board is laid out like a football field with a 50-yard 
marker in the center and further markers extending to 
the zero or goal lines, as on a football ?eld. Goal posts 
12 are shown along the goal lines. The 10-yard markers 
(10, 20, 30, 40, 50) are shown by double lines, and 5 
yard markers are shown therebetween by single lines. 
The board 10 may have openings 14 therein just below 
the center in which pins can be positioned to mark the 
ball position. Above these openings, a second row of 
openings 15 is provided which may be used for a ?rst 
down marker. A pin can be used in an opening 15 to 
mark a position 10 yards down ?eld to indicate the dis 
tance that must be gained for a ?rst down. Alternately, 
a bridge member may be provided for insertion in 
openings ten spaces apart to simulate the ?rst down 
marker used on a football ?eld. 
On the lower left side of the board 10 is a series of 

openings 16 in which a pin may be positioned to mark 
the score of one team, which is indicated as the “visi 
tor” score. Above this is another row of openings 18 in 
which a pin maybe positioned to indicate the number 
of the play. Still above this, four openings 19 are pro 
vided which may receive a pin to mark the number of 
time outs taken by the visiting team. On the lower right 
side of the board are four openings 20, numbered 1, 2, 
3, 4 in which a pin may be positioned to mark the 
down, as in the known football game. On the upper 
right hand side of FIG. 1, the board 10 has rows of 
openings 22 and 23 to indicate the score of the “home” 
team and the number of time outs taken by this team. 
These can be lettered so that they will be easily read by 
the player for the home team when seated across the 
board from the visitor player. Also four openings 24 are 
provided to indicate the quarter of the game. 
FIGS. 2-7 show punch cards used in the play of the 

game, with the cards shown by FIGS. 2, 4, 5 and 7 
being offensive cards, and the cards shown by FIGS. 3 
and 6 being defensive cards. In the play of the game, 
each player may have a set of offensive cards and a set 
of defensive cards, or, to reduce the number of cards 
and the cost of the game, the same sets of offensive 
cards and defensive cards can be used by both players, 
with the person on offensive using the offensive cards 
and the person on defensive using the defensive cards. 
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All of the cards have a double line 30 near the bot 
tom of the card which indicates the position from 
which the play starts. This is generally called the line of 
scrimmage in football. Back of the line 30, space may 
be provided representing 15 yards, and in front of the 
line 30, space is provided which represents 65 yards. 
Also back of the line 30 is a box' 32 which is referred 
to as the quarterback zone. The cards have punches 31 
therein whichare positioned at different yard lines, and 
different positions along the lines, to indicate particular 
offensive and defensive plays. ' ' 

In all offensive plays (FIGS. 2, 4, 5 and 7), the ball 
starts from the punch immediately back of the line 30, 
in the zone 32. The offensive cards have further 
punches which indicate the position and movement of 
the offensive player having the ball. Similarly, the 
punches in the defensive cards represent positions of 
the defensive players during a play. There are substan 
tially more punches in the defensive cards (FIGS. 3, 6) 
than defensive players on a football team, because the 
punches represent the positions of the defensive play 
ers at various times during the play. There is never a de 
fensive punch in the quarterback zone32 so the quar 
terback is in effect protected as long as he stays in the 
zone 32. 
FIG. 2 represents a running play in which the quar 

terback receives the ball just back of the line 30, and 
moves back one position (yard) as indicated by the two 
punches in the box 32 directly back of the line 30. The 
quarterback runs in the path shown by the punches, 
dropping back one line and to the left, out of the box 
32, and then moving forward and to the right and left 
in the path shown by the punches. Alternately, the 
quarterback could hand off from the position one step 
back of the line 30 to another player who is immedi 
ately to the left and back of the quarterback, with this 
player then taking the path shown by the punches. 
Assuming that the card shown in FIG. 3 is selected by 

the defense, the play shown in FIG. 2 will continue until 
the punch 34 is reached. At this point, the punch 34 is 
aligned with the punch 35 on the defensive card of FIG. 
3, indicating that there is a defensive player at this posi 
tion who‘ stops the play. As is apparent from the line 
markers on the card shown in FIG. 2, this represents a 
7-yard ‘gain. This gain is indicated on the board 10 by 

_ moving the pin in the openings 14 seven spaces in the 
direction of the offensive player. If the defensive card 
of FIG. 3 has not had a punch at the position 35, the 
play would have continued to the position of punch 36 
on the'card of FIG. 2, since this is the next position at 
which there is an aligned punch in the defensive card 
of FIG. 3, indicated as punch 37. In such case, the run 
would have continued for a 39-yard gain. 
FIG. 4 shows another card which provides a different 

offensive play. As shown in the box 32 of FIG. 4, the 
quarter-back drops back three steps behind the line 30 
after receiving the ball ‘and then pitches it out to a run 
ner at the position shown'lby punch 38. This runner 
then follows the path shown by the punches down the 
?eld. In the event that the same defensive card shown 
by FIG. 3 is used with the offensive card shown in FIG. 
4, this play would continue to the position of punch 40 
on FIG. 4. The punch 40 is aligned with punch 41 on 
the defensive card of FIG.'3, which indicates that there 
is a defensive man at this position. Accordingly, the 
play shown by the offensive card of FIG. 4, when used 
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4 
with the defensive card of FIG. 3, results in a 25-yard 
gain. ' 

The card of FIG. 5 represents a pass play. In this play, 
the quarterback drops back three steps within the zone 
defined by box 32, and then moves further back as 
shown by the punches to a passing block’ represented 
by the four punches 46. The pass receiver is repre 
sented by a receiving block of seven punches, indicated 
at 48. This block is formed by two rows of three 
punches each, positioned on the 26 and 27 yard lines, 
and a single punch on the 25 yard line. Considering the 
use of the defensive card shown by FIG. 6 with the of 
fensive card for a pass play shown by FIG. 5, there is 
no defensive punch aligned with the offensive punches 
back of the box 32, so that the passer is not tackled 
prior to passing. However, there is a punch 49 in the 
card of FIG. 6 which is aligned with one of the punches 
in the receiving block 48 on the card of FIG. 5. This 
represents a defensive man in his receiving location, 
and in such case, the pass play is incomplete. Accord 
ingly, there is no gain on the play. 

If there had been two punches on the defensive card 
of FIG. 6 aligned with punches in the receiving block 
48 on the pass play represented by FIG. 5, this would 
indicate interception of the pass, with the ball turning 
over to the defensive team. In the event that there had 
been no defensive punch, such as the punch 49, aligned 
with a punch in the receiving block 48, the pass would 
have been complete with the receiver carrying the ball 
down the field in the path marked. In such case, the 
play would stop at the position of punch 50 on the card 
of FIG. 5, since the defensive card of FIG. 6 has a de 
fensive punch 51 which is aligned with the punch 50 in 
the card of FIG. 5. This would result in a gain of 34 
yards on the play. 

' The card of FIG. 7 represents a short pass play. In the 
play represented by this card, the quarterback receives 
the ball at line 30 and drops back one step within the 
box 32, and then moves one step to the right to the po 
sition shown by punch 52 to throw the ball. As there is 
a defensive player at this position, as indicated by the 
punch 53 on the card of FIG. 6, the offensive play is 
terminated at this position, and the play loses two 
yards. If there had been no defensive player at the posi 
tion 53, the pass would have gone to a receiver in the 
receiving block indicated by the three punches 54, 
which are on the 1 yard line. The pass receiver would 
then move down ?eld in the path shown by the punches 
to the position of punch 56. At this point, the receiver 
would be stopped as the punch 56 is aligned with punch 
57 on the defensive card of FIG. 6, indicating the pres 
ence of a defensive player at this position. This would 
have resulted in an S-yard gain on the play. 
As stated above, the presence of two punches in the 

defensive card aligned with punches in the receiving 
block can be used to indicate an interception. The posi 
tions of punches at the point where a play is stopped 
can also be used to indicate fumbles and penalties. For 
example, two aligned punches following the point 
where a run is stopped can beused to indicate a fum 
ble. This is illustrated in FIGS. 2 and 3 where the offen 
sive card of FIG. 2 has two punches 38 and 39 follow 
ing the punch 36, which are aligned with punches 38 
and 39 in the defensive card of FIG. 3 following the 
punch 37.'If the play had continued to the position of 
punch 36, then the two aligned punches following this 
point would indicate a fumble. 
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Similarly, three aligned punches in the offensive and 
defensive cards following the aligned punches which 
indicate the position where the play is terminated can 
indicate a defensive holding-penalty. This is indicated 
by FIGS. 3 and 4 where the offensive card of FIG. 4 has 
three punches 42, 43 and 44 following the punch 40 
aligned with the three punches 42, 43 and 44 following 
the punch 41 on the ‘defensive card of FIG. 3. Other ar 
rangements of punches can be 'used to indicate other 
penalties. ‘ ‘ 

The cards utilized for kickoffs, ?eld goals and other 
kicks are illustrated by FIGS. 8, 9 and 10. FIG. 8 is a 
master grid for use in connection with all the kicks, in 
cluding kickoffs, punts, ?eld goals and points after 
touchdown. FIG. 9 is a punt return card which shows 
the path of the runner returning the kick. FIG. 10 
shows'a defensive card similar to the defensive cards in 
FIGS. 3 and 6. In a kicking situation the three cards 
shown in FIGS. 8, 9 and 10 are placed on top of each 
other, with the master grid shown in FIG. 8 on top. 

In a kicking situation, the person playing the team 
kicking will select a defensive card and the person rep 
resenting the team which will return the kick will pick 
the kick return card. A plurality of different kick return 
cards will be provided, and as has been stated, a plural 
ity of defensive cards is provided with the game. A sin 
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glefpunt and kick master grid card can be used for all 
kicks. 
The punches in the master grid (FIG. 8) back of the 

quarter-back safety zone 32 indicates the movement of 
the ball back to the kicker. The master grid has three 
rows of punches 58 on the 19, 24 and 29 yard lines 
which are used only in connection with ?eld goals. 
Punches 59 in a row on the 34 yard line are used for 
?eld goals and punts. The rows of punches on the 39, 
44, 49 and 54 yard lines, and the single punch on the 
59 yard line, are used for all kicks. 
The punches 60, 61, and 62 in the cards of FIGS. 8, 

9 and 10, are aligned, and this would mark the distance 
of a ?eld goal, but this position is ignored for punts or 
kickoffs. The punches 64, 65 and 66 on the cards of 
FIGS. 8, 9 and 10 are aligned to indicate the distance 
of any kick. It is apparent from FIG. 8 that if the kick 
is a punt, the kick travels 49 yards from the line of 
scrimmage to the location of punch 64. After the dis 
tance of the kick is determined by use of the master 
grid of FIG. 8, themaster grid’is removed to determine 
the distance that the kick is returned from the position 
of punches 65 and 66. It will be noted from FIGS. 9 and 
10 that punch 68 on the card of FIG. 9 is aligned with 
the punch 69 on the defensive card of FIG. 10. This de 
termines the run back which results from the kick, and 
in the instance illustrated, the run back is only two 
yards. ‘ I 

In the event that the defensive card and the punt re 
turn card have punches aligned with one of the punches 
back of the safety zone on the master grid, this indi 
cates that the kick is blocked. Also, on ?eld goals and 
extra points, if the defensive card and the kick return 
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card have openings aligned with one of the punches in i 
the master grid on the nine yard line, this indicates that 
the ?eld goal or extra point attempt is blocked. 
As previously stated, the plays represented by the 

punched cards are made to simulate actual plays used 
in the game involved, for instance football, as closely 
as possible. In running plays, the only requirement is 
that the punches represent a continuous pattern from 

6 
the ?rst punch in the quarterback safety zone to the top 
of the card, which represents the 65 yard line. In pitch 
out plays, as shown in FIG. 4, the gap between the 
quarterback who receives the ball and the ball carrier 
must always be lateral across the ?eld or angling back 
wards of the ?eld, and not forward. . I 

In forward pass plays, the position of the passer back 
of the line of scrimmage, the sizeof the passing block 
and the size of the receiving block must all be related 
to the length of the pass. The passing block represents 
the area occupied by the quarterback just prior to pass 
ing, and the receiving block represents the area (in 
which a receiver is able to catch a pass. The following 
chart shows the relation between these elements which 
has been found to simulate the action in football pass— 
ing patterns. It is pointed out that certain variations can 
be made depending on various factors such as the num 
ber of punches used in the defensive cards. 

Length of Receiving 
Pass Passing Block Block 

Yards Size Position Size 
Quarter~ Pitchout ' Pitchout 
back (Short) (Long) 

2 l A B C l 
4 l A B C 2 
8 2 B C D 3 
l2 2 C D E 5 
l6 3 D E F . 6, 
20 3 E F G 7 
24 4 F G H 9 
28 4 G H J 10 
32 4 H .I K 1 l 
36 4 J K L I3 
40 4 K L M I4 
44 4 L M N 16 
48 4 M N — I7 
52 4 N — - 18 

With respect to the passing block, blocks of two 
punches can be either two punches deep or two 
punches wide. Blocks of three punches will be two 
punches deep with the third punch beside one of the 
other two punches. Blocks of four punches will be two 
punches deep and two punches wide. 
The passing block position is indicated in the above 

chart by letters, with the positions represented by the 
letters being shown in FIG. 11. It will be apparent from 
FIG. 11 that the quarterback moves further from the 
position at which he receives the ball for passes of 
greater distance. The quarterback can make short 
passes while remaining in the quarterback safety zone, 
or when in a position closely adjacent to the safety 
zone. 

In addition to quarterback passes, the above chart 
shows the position of the passer in pitchout pass plays. 

‘ The receiving block size varies from a single punch 
up to blocks having as many as 18 punches. Blocks of 
two and three punches have the punches side-by-side 
along the same yard line. Larger blocks have rows of 
three punches, as indicated by the receiving blocks on 
the cards of FIGS. 5 and 7. The ?rst row (nearest the 
line of scrimmage) may have one, two or three punches 
to provide the desired total number of punches in the 

' receiving block. A row of punches beyond the receiv 
ing block represents the start of the run by the receiver 
following reception of the pass. 
As stated above, the punches in the defensive cards 

are positioned so that the chances that a particular play 
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will be successful, and the number of yards gained on 
the play, are held close to the actual results obtained in 
football games. FIG. 12 shows the defensive card di 
vided into six zones. There will be no defensive 
punches in the quarterback safety zone, as has been 
stated. In zone I, which is immediately around the quar 
terback safety zone, there can be a maximum of one 
defensive punch per yard line, with the total number 
being any number from 0 to 5. In zone II there can be 
a maximum of seven defensive punches, but the total 
for zones I and II can be no more than 9. Also, there 
can be no more than 3 punches for two consecutive 
yard lines which extend into zones I and II. Zone III can 
have from O to 12 punches, and in this zone, as well as 
in zone IV, from the —7 to the —1 5 yard lines, there can 
be a maximum of two punches per yard line. Zone V 
can have from 25 to 58 punches, and the punches will 
be distributed so that there are no more than three 
punches per yard line, except that there can be a maxi 
mum of four punches per yard line on the 3 and 4 yard 
lines. Zone VI which extends from the 56th to the 64th 
yard line can have from 0 to 10 punches, with no more 
than three punches per yard line. The total number of 
punches in a defensive card will be in the range from 
50 to 58 punches. The total number of punches de 
creases as the number of punches in zones I and II in 
crease, with the total number decreasing by one punch 
for each increase of one punch in Zone I and for each 
increase of two punches in zones II and III. 

In playing the game, the persons playing the home 
and visitor teams mutually decide which one will kick 
off, as by ?ipping a coin as in actual football play. The 
kickoff can be in accordance with the procedure previ 
ously described utilizing punch cards as illustrated in 
FIGS. 8, 9 and 10. The ball position is marked by plac 
ing a pin in the row of holes 14 on the gameboard of 
FIG. 1, and the first down marker will be used to mark 
a point 10 yards down the ?eld. The team (player) re 
turning the kickoff will then start offensive plays as has 
been described in connection with FIGS. 2 to 7. The 
down will be marked by placing pins in the holes 20, 
and the plays will be marked by placing pins in the 
holes 18. In the event that 10 yards is not made on four 
downs, the ball will turn over to the other team, as in 
a normal football game. It may be desired to punt on 
fourth down, in which case the'cards for kicks will be 
used, as has been described. 
A quarter may consist of a given number of plays, 

such as 27. The quarter which is being played is marked 
by use of pins in the openings 24. A player may be per 
mitted to call three time outs in a half. A play which is 
followed by a time out is not recorded as a play, and it 
may be advantageous to use a time out to allow an addi 
tional play before the end of a quarter. Kickoffs and 
extra point attempts also do not count as plays, since 
these plays do not consume time in the playing of an ac 
tual football game. The scoring can be in accordance 
with standard football rules, with the scores for the visi 
tor and home teams marked in the rows of openings 
designated 16 and 22, respectively, on the game board. 
As previously stated, the game in accordance with 

the invention can be used to simulate other athletic 
games, and punch cards for use in a game simulating 
basketball are shown in FIGS. 13-17. For basketball, 
the game board is not required to mark the position of 
the plays, since each play is a complete offensive play 
which may lead to a score. However, it is desired to 
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have a board to mark the scores, the quarter or half 
being played, the number of plays in the quarter or half, 
and the fouls. 
FIG. 13 shows an offensive card and as indicated by 

the punches on the card the play starts at one end of the 
court shown at the bottom in FIG. 13, and moves up 
ward toward the goal or basket at the other end. The 
free throw lines and lanes are marked on the card, as 
well as the center line. The play can be a continuous 
line of punches representing one player dribbling the 
ball, or can have gaps representing passing of the ball 
from one player to another. At these gaps, passing and 
receiving blocks can be provided, as in football, al 
though the blocks will normally be smaller. However, 
as in football, the size of the blocks will be smaller for 
short passes and larger for long passes. 
The defensive cards can be shown in FIG. 14 wherein 

two punches represent each of the ?ve defensive play 
ers. As shown on the card of FIG. 14, the center of the 
team will be positioned near the opponent’s goal, the 
forwards positioned farther away from the goal, and the 
guards still farther away from the goal. Normally all of 
the defensive player punches will be on the half of the 
court adjacent the basket being attacked. 
When the offensive card of FIG. 13 is used with the 

defensive card of FIG. 14, it will be noted that punch 
70 of the offensive card is in alignment with punch 72 
in the defensive card, which indicates that the ball is 
stopped at this point, as in football. In basketball, the 
ball is lost by the offensive team and recovered by the 
defensive team. If no punches on the defensive card are 
aligned with the offensive card, the play is successful 
and a goal ismade. For a normal play, this represents 
a score of two points for the offensive team. 
FIG. 15 shows a second offensive card wherein the 

play starts at the goal line and moves continuously 
across the center of the court where it is passed to an 
other player. The second player takes the ball down 
court and passes to a third player represented by the 
punches 74 and 75. When the offensive card of FIG. 15 
is used with the defensive card of FIG. 14, it will be 
noted that punch 74 on the offensive card is aligned 
with punch 76 on the defensive card, so again the play 
is unsuccessful, and the defensive team takes over. 
FIG. 16 shows a second defensive card which is simi 

lar to the defensive card of FIG. 14, except in addition 
to the punches representing the defensive player, addi 
tional punches 80 and 81 are provided representing 
penalties. Punch 81 represents a foul by the defensive 
against a player who is shooting. When a punch on the 
offensive card is lined up with this punch, the offensive 
play stops and the offensive team is given two free 
throws. Punch 80 represents an offensive foul and if a 
punch on the offensive card is aligned with this punch, 
the ball is given to the defensive team. The rules can 
provide that after a number of plays have occurred in 
each quarter, the defensive team may be given free 
throws for offensive fouls, if desired. The punch 82 on 
the card of FIG. 16 represents the ball going out of 
bounds, forming a turnover, so that the defensive team 
again obtains the ball. 
FIG. 17 shows a card which can be used for free 

throws. This card has punches 84 representing the 
player throwing the free throw, and punches 86 and 87 
along the free throw lane, the position of which deter 
mines whether or not the free throw is made. A defen 
sive card, such as shown in FIGS. 14 and 16, is used 
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with the free throw card of FIG. 17, and if a punch in 
the defensive card is aligned with one of the punches 
86 and 87 in the free throw card, the free throw is 
missed. When the defensive card of FIG. 16 is used 
with the free throw card of FIG. 17, punch 88 of the de 
fensive card is aligned with punch 87 on the free throw 
card, so that the free throw is missed. If, however, the 
defensive card of FIG. 14 is used with the free throw 
card of FIG. 17, the free throw is made as there is no 
defensive punch aligned with the punches 86 and 87 i0 
along the free throw lane on the free throw card. 

It is seen, therefore, that a basketball game can be 
provided which closely simulates the actual athletic 
game. As in the football game, the punch cards have 
punches positioned so that the success of the play is 
closely related to the success obtained in an actual ath 
letic game. The game has been described for use to sim 
ulate football and basketball games, and it is obvious 
that it can also be used for other games. 

I claim: 
1. A game device including in combination: 
a game board de?ning a ?eld of play as used in a 
‘game involving the advancement of an object on 
the ?eld of play, 

means positioned on said game board to record 
thereon the results of plays, 

a multiplicity of punched playing cards each having 
a mark thereon representing the position at which 
play starts, 

a ?rst plurality of said cards being offensive cards 
each having a plurality of punches therein posi 
tioned to represent the position and movement of 
the object on said game board for a particular play, 
and 

a second plurality of said cards being defensive cards 
each having a plurality of punches therein posi 
tioned to represent the positions of defensive play 
ers during a particular play, 

the alignment of a punch on a selected defensive card 
with a punch on a selected offensive card when ei 
ther said offensive card is in aligned position over 
said defensive card or said defensive card is in 
aligned position over said offensive card indicating 
the result of the play to be recorded on said game 
board, 

the punches in said offensive cards being positioned 
so that the plays closely simulate plays used in a 
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game involving advancement of an object on the ‘ 
?eld of play and the punches in said defensive 
cards being positioned so that the possibility of suc 
cess of the play is substantially the same as in such 

game. 
2. A game device according to claim 1 wherein at 

least one of said defensive cards represents a pass play 
and includes at least one punch forming a passing block 
and a plurality of adjacent punches forming a pass re 
ceiving block, and wherein the number of adjacent 
punches in said pass receiving block increases with the 
distance between said passing block and said pass re 
ceiving block. 

3. A game device according to claim 1 wherein the 
game device is a game of football, and each of said of 
fensive cards and said defensive cards have marks 
thereon representing the line of scrimmage with 
punches back of and forward of such line. 

4. A game device according to claim 1 wherein the 
game device is a game of basketball, and wherein said 
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10 
game board de?nes a basketball court and each of said 
offensive cards has a mark at one end thereof repre 
senting one end of said court, with punches positioned 
on said card between said one end and the opposite 
end. ' 

5. A game device which simulates the game of foot 
ball including in combination: 

a game board de?ning a football ?eld thereon, 
means positioned on said game board to record the 

results of plays thereon, 
a multiplicity of punched playing cards each having 
a ?rst line representing the point at which play 
starts, with additional lines ahead of and behind 
said ?rst line, and a de?ned area behind said ?rst 
line, ' 

a ?rst plurality of said cards being offensive cards 
each having a plurality of punches therein posi 
tioned to represent the position and movement of 
the football on said game board for a particular 
play, each of said offensive cards having one or 
more punches in said de?ned area representing the 
movement of the football in said area, and 

a second plurality of said cards being defensive cards 
each having a plurality of punches therein posi 
tioned to represent the positions of defensive play 
ers during a particular play, 

the alignment of a punch on a selected defensive card 
with a punch on a selected offensive card when ei 
ther said offensive card is in aligned position over 
said defensive card or said defensive card is in 
aligned position over said offensive card indicating 
the result of the play to be recorded on said game 
board, 

said defensive cards having no punches in said de 
?ned area which can produce an alignment of 
punches‘ in such area to cause a termination of the 
play. 

6. A game device according to claim 5 wherein said 
defensive cards have punches therein limited in num 
ber and position such that the plays represented by said 
offensive cards have substantially the same possibility 
of success as in an actual football game. 

7. A game device according to claim 5 wherein each 
of said defensive cards has a plurality of zones and the 
number of punches in said zones is between 50 and 58 
in number. 

8. A game device according to claim 5 wherein at 
least one of said offensive cards is a pass play and in 
cludes at least one punch forming a passing block and 
a plurality of adjacent punches forming a pass receiving 
block, and wherein said passing block is positioned be 
hind said ?rst line and wherein the number of adjacent 
punches in said pass receiving block increases in accor 
dance with the distance between said passing block and 
said pass receiving block. 

9. A game device according to claim 8 wherein the 
number of punches in said passing block, and the num 
ber of punches in said pass receiving block depend 
upon the distance between said passing block and said 
passing receiving block. 

10. A game device according to claim 5 further in 
cluding an additional punch card forming a kicking 
grid, and a plurality of additional punch cards forming 
kick return patterns, and wherein the alignment of said 
kicking grid card with one of said kick return cards and 
a defensive card indicates the length of a kick, and the 
alignment of punches on said kick return card and said 
defensive card indicates the length of the kick return. 

11. A game device according to claim 10 wherein 
said punch card forming a kicking grid has punches 
therein used for different kinds of kicks. 

* * =|= * * 


