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MARKET GAME 
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U.S. C. 273-135 9 Claims 

ABSTRACT OF THE DISCLOSURE 
A stock market game utilizing a board for two players, 

the board having indicia for the sequential placement of 
a plurality of plaques each carrying a segment of a 
graph of time-price fluctuations of a stock. The plaques 
are placed sequentially on the board to develop a con 
tinuous price graph which may rise to a certain defini 
tive line on the board or project down to a second defini 
tive line or sudden-death area on the board. The selection 
of the plaques by the players is controlled by a die and 
the plaques contain indicia in addition to the graph seg 
ment which indicates rising or falling, and groups of 
numbers, some designated "--,' some designated “-,” 
and some designated "Same.' Thus, the throw of the die 
determines what group of plaques can be used for the se 
lection of the next plaque to be played. 

BACKGROUND OF THE INVENTION 
This invention relates to educational and amusement 

devices and more particularly to a stock market game. 
In brief, this invention comprises an indicator grid and a 
plurality of plaques containing different segments of a 
graph of stock prices. The players place the plaques on 
the indicator grid on both their own and their opponent's 
player stations in an attempt to make their own stock 
outperform their opponent's stock. 

Each plaque contains three essential characteristics 
which must be evaluated on every play. These character 
istics are the trend of the price change of the graph seg 
ment, the amount of the price change, and a "set of odds' 
which predict how the price will move on the next play. 

DESCRIPTION OF THE INVENTION 
This invention relates to educational and amusement 

devices and more particularly to a stock market or stock 
exchange game that can be played by two persons. 
An object of this invention is to provide a means of 

teaching stock market chart analysis and market trading 
techniques. 

Another object of this invention is to provide a means 
of readily teaching the terminology applied to various 
types or patterns of stock market price fluctuations. 

Another object of this invention is to provide a game 
which is highly educational and amusing and provides 
the players with experiences similar to those encountered 
in stock exchange transactions. 

Other objects and features of this invention will be ap 
parent from the following description and claims in 
which there is found the manner of making and using the 
invention and the best mode contemplated by the inven 
tors of carrying out this invention. 

Drawings accompany this disclosure and the various 
views thereof may be briefly described as: 

FIGS. 1 to 10, plan views of plaques having different 
kinds of stock price graph segments. 

FIG. 11, a side edge view of a plaque. 
FIG. 12, a plan view of an indicator grid with several 

plaques positioned thereon at both player stations. 
Referring to the drawings: 
In FIGS. 1 through 10, a plurality of plaques 20 each 
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having a different portion or segment 22 of a graph of 
Stock price fluctuations with each segment beginning and 
terminating at a plaque alignment indicator 24 is shown. 
Each plaque 20 has an indicia 26 of the general trend of 
the graph segment 22. A (--) sign indicates that the net 
effect of the plaque 20 is to increase the price level of the 
stock and a (-) sign indicates that the net effect of the 
plaque 20 is to lower the price level of the stock. 
On each plaque 20 there is a plurality of numerals 

(designated generally as 28) categorized in groups. In 
the plaques 20 of FIGS. 1, 2, 3 and 4 the plurality of 
numerals 28 is subdivided into three groups designated 
as a minus group 30, a plus group 32, and a "same' group 
34. The numerals 28 in the plaques 20 of FIGS. 5, 6, 
7, 8, 9 and 10 are subdivided only into minus group 30 
and a plus group 32. Each plaque 20 has terminology 
36 which identifies a particular pattern or configuraion 
of price fluctuations 22. In short, each plaque 20 and its 
terminology 36 represent a specific species of the genus 
of stock price fluctuations. 

In FIG. 12, an indicator grid (designated generally as 
38) having two player stations 40, 42 and two starting 
level indicators 44 is shown. The indicator grid 38 pro 
vides a relatively flat surface area on which the plaques 
20 can be placed. The grid 38 contains an achievement 
indicator 46, two sudden-death indicators 47, and a plu 
rality of alignment guides 48 which are parallel to each 
other, perpendicular to the sudden-death indicators 47, 
and inclined with respect to the achievement indicator 
46. In the preferred embodiment of the device the 
achievement indicator 46 is made wide enough to allow 
plaques 20 placed on both player stations 40, 42 to 
cross their respective edges of the achievement indicator 
46 without interfering with each other. The precise width 
that is necessary to prevent such interference is deter 
mined by the size of the plaques 20 and the location of 
the alignment indicators 24 on the plaques 20. While a 
plurality of alignment guides 48 is shown on the indicator 
grid 38, it is only necessary to provide one alignment 
guide 48 adjacent to each of the starting level indicators 
44 because of the self-aligning feature of the structure of 
the plaques 20. This self-aligning feature will be de 
scribed below. 
A means of randomly selecting a single digit from the 

plurality of numerals 28 is provided. In the preferred em 
bodiment of this device the plurality of numerals 28 is 
composed of the integers 1 through 6. Each player is pro 
vided with an individual die 50 as the preferred random 
selection means. However, a spinner, a pin wheel, a 
squirrel cage containing a plurality of numbered pieces, 
or a similar random selection apparatus may be utilized 
with this invention. 

In the preferred embodiment of this device there are 
twenty "down trendline” plaques 20, twenty "up trend 
line' plaques 20, ten “support level” plaques 20, ten "re 
sistance level” plaques 20, ten "down triangle' plaques 
20, ten “up triangle' plaques 20, four "head and shoulders 
bottom' plaques 20, four "head and shoulders top' 
plaques 20, four “down flag' plaques 20, and four "up 
flag” plaques 20. In the preferred embodiment of this 
device the plaques 20 are relatively thick (see FIG. 11) 
and have at least two edge surfaces 52 which are parallel 
to each other. The relatively thick parallel edge surfaces 
52 facilitate the sliding engagement and the matching of 
adjacent alignment indicators of the plaques 20 when 
they are placed adjacent to or abutting one another on the 
indicator grid 38 as shown in FIG. 12. A relatively thick 
plaque also facilitates the handling and placement of the 
plaque 20 on the indicator grid 38. As is indicated above, 
this arrangement eliminates the necessity of providing 
more than two alignment guides 48 on the indicator grid 
38 because the relatively thick edge surfaces 52 provide 
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guiding or abutting surfaces for aligning the plaques 20 
with each other. 

In the preferred embodiment of this device a player 
begins the game by selecting any one of the plaques 20 
and placing it on either of player stations 40, 42 of the 
indicator grid 38 so that the beginning alignment indi 
cator 24 of the plaque 20 matches or is in line with the 
starting level indicator 44 and so that the edge surfaces 
52 are adjacent to and parallel with the alignment guide 
48. In subsequent plays the beginning alignment indicator 
24 of a plaque 20 is aligned with the terminal alignment 
indicator 24 of the adjoining or abutting plaque 20. The 
player then rolls the die 50 or actuates another random 
selection means, thereby selecting a single digit of the 
plurality of numerals 28. The placement of a plaque 20 
on the indicator grid 38 and the rolling of the die 50 
represent one completed play or turn. As explained below, 
the selection of a single digit by the rolling of the die 50 
restricts the group of plaques 20 from which the Second 
player may make a selection of the next plaque to be 
played. In short, the die rolled by one player restricts the 
group from which the next plaque 20 to be played may be 
selected by the second player. Each plaque 20 can be con 
sidered to have an associated die 50 which determines the 
group from which the next plaque 20 to be played ad 
jacent to it must be selected. 

If the single digit selected by the random Selection 
means 50 corresponds to one of the digits in the minus 
group 30 of the plaque 20 with which it is associated, the 
second player may select and play any plaque 20 which : 
has a ( -) indicia 26. If the single digit selected by the 
random selection means 50 corresponds to one of the 
digits in the plus group 32 of the plaque 20 with which it 
is associated, the second player may select and play any 
plaque 20 which has a (--) indicia 26. If the single digit 
selected by the random selection means 50 corresponds 
to one of the digits in the “same' group 34 of the plaque 
20 with which it is associated, the Second player may 
select and play a plaque 20 which has exactly the same 
terminology 36. After the second player has selected a 
plaque 20 and properly placed it on the indicator grid 
38, he then rolls the die 50 to select a single digit of the 
plurality of numerals 28, thereby completing his turn and 
determining the indicia 26, or in some instances the termi 
nology 36, of the group from which the next plaque 20 
to be played must be selected by the first player. When 
ever it is a player's turn to select a plaque 20 and place 
it on the indicator grid 38, he can place it on either player 
station 40 or 42. 
The players continue alternately to place a plaque on 

the indicator grid 38 and roll a die 50 until the price 
graph 22 of one of the plaques 20 crosses an adjacent 
edge of the achievement indicator 46 and the terminal 
alignment indicator 24 of the plaque is located above 
that adjacent edge of the achievement indicator 46. If a 
sufficient number of plaques 20 have been placed on one 
of the player stations 40 or 42 so that no more plaques 20 
can be placed on that station and none of the plaques 20 
has crossed the achievement indicator 46, the player 
whose terminal alignment indicator 24, on the last plaque 
to be played on his player station 40 or 42, is the farther 
away from his sudden-death indicator 47 will be declared 
the winner. It is also possible to win the game by forcing 
an opponent's price graph 22 and associated terminal 
alignment indicator 24 to dip below his sudden-death in 
dicator 47. Hence, the three ways to win the game are, to 
have a graph segment 22 and its associated terminal align 
ment indicator 24 cross the achievement indicator 46, to 
have a graph segment 22 and its associated terminal align 
ment indicator 24 cross the opponent's sudden-death indi 
cator 47, or to have the last graph segment 22 and its 
associated terminal alignment indicator 24 the farther 
away from its associated sudden-death indicator 47 upon 
the completion of all possible plays on either player sta 
tion 40 or 42 of the indicator grid 38. 
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4. 
The essential characteristics of each plaque 20 are the 

trend of the price change as indicated by the (--) or 
(-) indicia 26, the amount of the price change, and the 
“set of odds' determined by the plus, minus, and “same' 
groups 30, 32, 34 which dictate the plaques or the group 
of plaques from which one must be selected on the next 
play. Therefore, on each play a player must evaluate 
both the amount of gain or loss that will be incurred by 
playing a plaque 20 and the “set of odds' or probability 
of how the price will move on the next play. 
At first blush it may seem that a player would always 

place a plaque 20 with a (--) indicia 26 on his own player 
station 40 or 42 and a plaque 20 with a (-) indicia 26 
on the player station 40 or 42 of his opponent. However, 
this is not the best approach and in some instances is not 
even a permissable approach. For example, if it is a 
player's turn to place a plaque 20 on the indicator grid 
38 and his opponent's stock has been moving up toward 
the achievement indicator 46 and the only plaque 20 
available to be played is a plaque 20 with a (--) indicia 
26, inspection of a "resistance level' plaque 20 (as 
shown in FIG. 4) reveals that it has a (--) indicia 26, 
and playing a “resistance level’ plaque 20 will usually 
halt or slow down the upward movement of the oppo 
nent's stock. Similarly, a "head and shoulders top' plaque 
(FIG. 7), while having a (--) indicia, nevertheless has 
a 5-1 probability that an opponent would be required to 
use a minus plaque in the next play. Furthermore, these 
plaques do not move the price of the opponent's stock 
very much closer to the achievement line 46 so it may 
very well be advantageous to play one of these plaques. 
Likewise, if a player's stock has been moving down to 
ward the Sudden-death indicator 47 and only a plaque 20 
with a (-) indicia can be placed on the indicator grid 
38, the player can select a "head and shoulders bottom’ 
plaque 20 (as shown in FIG. 8) which does not move 
the player's stock down very much and, according to 
the mixture of the minus and plus groups 30, 32 of this 
plaque, must five out of six times be followed by a 
plaque 20 with a (--) indicia 26. Note also the high 
minus group in the plaque of FIG. 7. Because of these 
very strong plus or minus features of "head and shoul 
ders' plaques 20 (as shown in FIGS. 7 and 8) and simi 
lar features of the “flag' plaques 20 (as shown in FIGS. 
9 and 10), these plaques 20 are rationed in the preferred 
embodiment of this device. In the preferred embodiment 
each player is entitled to two "head and shoulders top' 
plaques 20 (as shown in FIG. 7), two "head and shoul 
ders bottom' plaques 20 (as shown in FIG. 8), two “up 
flag' plaques 20 (as shown in FIG. 10), and two "down 
flag' plaques 20 (as shown in FIG. 9) during the course 
of a single game. 
What is claimed as new is as follows: 
1. A market game apparatus for two players which 

comprises: 
(a) an indicator grid member having a relatively flat 

surface with opposed parallel areas adjacent opposed 
side edges to serve as bottom areas for respective 
players, and provided with line markings constitut 
ing two starting level indicators adjacent two other 
opposed side edges and spaced upwardly from re 
spective bottom areas, side alignment guides ad 
jacent and parallel to the last mentioned side edges, 
and an achievement indicator line disposed between 
the starting level indicators, extending between the 
last mentioned side edges, and disposed at an angle 
to the alignment guides, 

(b) a plurality of groups of plaques for use on the 
grid, each plaque having indicia on a face surface 
depicting a segment of a graph and said plaque also 
bearing two or more groups of numerals, all the 
plaques in each group having lines generally par 
allel to the axis of said segment and positioned at 
the beginning and end of said segment to depict an 
upward or downward change in graph level and a 
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symbol on each plaque indicating also the corre 
sponding direction of change, the numerals on each 
plaque being the same but differently grouped, and 

(c) a means operable by a player to achieve a random 
selection of an individual numeral from the groups 
of numerals. 

2. A market game apparatus for two players as de 
fined in claim 1 in which the opposed bottom areas 
delineated by spacing the bottom ends of the alignment 
guides from the adjacent edges of the grid member serve 
as two sudden-death indicators, one for each player, and 
a plurality of alignment guides spaced between the last 
mentioned side edges parallel to and interposed between 
the side alignment guides adjacent to the edges. 

3. A market game apparatus for two players as de 
fined in claim 1 in which each plaque is relatively thick 
at substantially parallel edge surfaces to facilitate the 
abutting and alignment of the plaques when placed on 
the indicator grid. 

4. A market game apparatus for two players as de 
fined in claim 1 in which the plaques have at least two 
parallel edge surfaces positioned for engagement with ad 
joining plaques to facilitate abutment and alignment of 
the plaques on the indicator grid. 

5. A market game apparatus for two players as de 
fined in claim 1 in which the indicator grid markingster 
minate at a distance from the first mentioned opposed 
edges to provide sudden-death indicator areas and in 
which the symbol on each plaque indicating a direction 
of change includes a plus or minus symbol correspond 
ing to the direction of change of the graph segment. 

6. A market game apparatus for two players as de 
fined in claim 1 in which the indicator grid markings ter 
minate at a distance from the first mentioned opposed 
edges to provide sudden-death indicator areas substan 
tially perpendicular to the alignment guides and in which 
the plaques carry additional indicia in the form of printed 
terminology descriptive of the configuration of the graph 
Segment. 

7. A market game apparatus for two players as de 
fined in claim 1 in which the plaques have at least two 
relatively thick substantially parallel edge surfaces and 
a face surface carrying said indicia. 

8. A market game apparatus for two players as de 
fined in claim 1 in which the indicator grid markingster 
minate at a distance from the first mentioned opposed 
edges to provide sudden-death indicator areas and in 
which the plaques have at least two relatively thick sub 
stantially parallel edge surfaces and a face surface car 
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6 
rying said indicia and having additional indicia in the 
form of printed terminology depicting the configuration 
of the graph segment. 

9. A game apparatus for two players which com 
prises: 

(a) an indicator grid member having a relatively flat 
surface with opposed parallel areas adjacent opposed 
edges to serve as bottom areas for respective players 
and opposed side edges connecting said first men 
tioned edges, said grid provided with a line mark 
ing constituting a starting level indicator adjacent 
each said opposed side edge and spaced upwardly 
from a respective bottom area, alignment guides 
adjacent said side edges, an achievement indicator 
extending between said side edges inclined with re 
spect to the alignment guides, said grid markings 
terminating at a distance from said first mentioned 
edges to provide two sudden-death indicator areas 
substantially perpendicular to the alignment guides, 
and a plurality of alignment guides spaced across 
the grid which are parallel to and interposed be 
tween the alignment guides adjacent to the edges, 

(b) a plurality of plaques for use on the grid, each 
plaque having at least two relatively thick substan 
tially parallel edge surfaces to register with align 
ment guides, and a face surface having a line depict 
ing a segment of a graph with beginning and ter 
minal alignment indicators, two or more groups of 
printed numerals, symbols indicative of the trend 
of the graph segment, and word terminology de 
picting the configuration of the graph segment, and 

(c) a means operable by a player to achieve a random 
selection of individual numerals from the groups. 
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