United States Patent (19

(o 3,913,918

Trachtman (451 QOct. 21, 1975
[54] PUCK-TYPE APPARATUS 3,637,214 171972  Glasset al.....coccovneeinie 273/126 R
[76] Inventor: Alvin Trachtman, 321 Southwood FOREIGN PATENTS OR APPLICATIONS
Circle, Syosset, N.Y. 11791 754,944 3/1967 Canada..........ooo... 273/126 R
[22] Filed: July 11, 1973
) Primary Examiner—Richard J. Apley
[21] Appl. No.: 378,069 Assistant Examiner—T. Brown
Related U.S. Application Data
[63] Continuation of Ser. No. 168,021, Aug. 2, 1971, [57] ABSTRACT
abandoned. A puck-type game 'apparatus includes a plurality of
pucks striking sticks for moving the pucks, and a po-
Egﬂ }JmSéle2 ............................................. i’ég/Flz:;%Ro lygonal shaped game board. The board has an outer
(58] Field of Search........ 273/126 R, 118 R, 119 R,  Periphery and retaining rim which includes openings
273/85 R. 85 G. 108. 109. 134 E. 56. 85 G therein. The game uses a plurality of player-
/ > ’ ’ > > identifiable colored starting spots located on the sur-
. face of the board, and a plurality of pucks and striking
[56] References Cited sticks. The scoring of the game awards points to a
UNITED STATES PATENTS player for each striking of another puck and a greater
735,995  1/1903 Mumford....c.ccoeecerieeenncnnnnn 273/118 number of points for each ejection of an opponent’s
1,096,823  5/1914 Breithut..... 273/126 R puck through one of the openings.
3,414,264 12/1965  Schriber..... 273/126 R

3,606,334 9/1971  Pippin

............................. 273/134 E

1 Claim, 1 Drawing Figure




U.S. Patent oct. 21, 1975 3,913,918

.INVENTOR
Alvin Trachtman

BY g
@}/Q@%f
ATTORNE



3,913,918

1
PUCK-TYPE APPARATUS
BACKGROUND OF THE INVENTION

This application is a continuation of U.S. application
Ser.No. 168,021, filed Aug. 2, 1971 (now abandoned).

This invention relates generally 'to games, and more
particularly to a scoring game employing pucks which
are caused to move when struck as by sticks.

In the past, numerous games usable at home have
been devised in an attempt to simulate sports activities
of various kinds, and which require a large play area.
Some attempts have endeavored, for example, to simu-
late the game of ice hockey directly, or have attempted
to incorporate some of the basic principles of hockey
into a similar type game. An example of the latter type
game is one popularized as ““Knock Hockey”. These
prior games are generally limited to the purpose of di-
recting a single puck to a single goal area.

SUMMARY OF THE INVENTION .

It is, therefore, an object of the present invention to
provide a novel game which uses striking implements
for directing a puck so as to strike other pucks of other
players in the game. '

It is another object of the present invention to pro-
vide a game which uses striking sticks for directing
pucks to strike other pucks so as to cause them to leave
the playing surface.

It is a further object of the present invention to pro-
vidle a game employing a polygonal-shaped game
board, having openings in sides of the board, which
uses a striking stick for directing a puck to strike other
pucks in the game.

It is still a further object of the present invention to
employ a plurality of color-matched sticks, pucks,
starting spots, and a board in a hockey-type game us-
able at home and which permits a plurality of players
to take part in the game.

It is still another object of the present invention to
.provide an exciting, sports-related type game which si-
multaneously provides substantial educational value
directed to improve early color recognition and numer-
ical skills.

It is still an additional object of the present invention
to provide a game which improves physical coordina-
tion, particularly eye-hand coordination which is basic
to any number of games and sports activities.

It is yet another object of the present invention to
provide a relatively simple, economical to produce, yet
sufficiently nonrepetitive game so as to provide long-
term playing interest in a sport-related activity.

In accordance with the present invention, a game ap-
paratus comprises a game board having a laying surface
and a plurality of sides forming a boundary in the shape
of a regular polygon, preselected sides of the boundary
having an opening for permitting the escape of a puck.
The game board also has a plurality of designated posi-
tioning spots for locating the start of play, each of the
spots located near a corner of the boundary. A plurality
of pucks, each initially for positioning on one of the
spots, and subsequently for being slidingly propelled
-along the surface of the game board are included. At
least one striking stick is included for propelling one of
the pucks so as-to strike other pucks and force other
pucks through the boundary openings, scoring points
being awarded for each such striking and a greater
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number of points being awarded for each ejection of
another puck through the opening.

"“For a better understanding of the present invention
together with other and further objects thereof, refer-
ence is made to the following descriptive drawing while
the scope of the invention is pointed out in the ap-
pended claims.

.. BRIEF DESCRIPTION OF THE DRAWING

Referring to the FIGURE:

The single FIGURE is an isometric representation of
the game board of the present invention as used during
the course of play.

DESCRIPTION AND OPERATION OF THE
INVENTION

Referring to the FIGURE shown there is the basic

game board 10. The board includes a plurality of sides
13, forming a retaining rim or boundary 11. The
boundary. 11 is preferrably shaped in the form of a reg-
ular polygon. As illustrated, the preferred form is a reg-
ular hexagon which accomodates from 2 to 6 persons
during play. It should be evident that the principles of
the invention are equally applicable to polygons having
greater or fewer sides which may be irregularly con-
structed to provide a certain randomness during play.
Alternate sides of the boundary 11 include openings
12. As will be explained further below, these openings
are sufficiently wide to permit the escape of a puck
from the playing surface. The openings 12 are approxi-
mately centered along each side 13. It may be desirable
to include a net (not shown) or cup external to each
opening to enable an ejected puck to be retained. The
openings are alternated to allow sufficient caroming ac-
tion to sustain game interest.
" A plurality of starting spots 18 are located on the
board surface 16. Each starting spot is preferably lo-
cated near a corner 17 of the polygonal boundary. On
the starting spots are disposed a plurality of pucks 14
at the start of play. The preferred location of the start-
ing spots near a corner provides maximum opportunity
to strike many of the other pucks even on the first
player turn.

It is desirable that the starting spots and the pucks
each have a different identifiable color. At the start of
play, each of the pucks is on its own corresponding
color spot 18. The purpose of the color identification
is to enable each player to keep track of his puck and
starting position during play.

The manner of propelling a puck 14 with a hockey-
type stick 19 is also shown in the FIGURE. The shaft
20 of the stick 19 is grasped by hand and the striking
portion 21 is placed upon the surface of the board 16
adjacent to the puck 14 to be struck. This very much
simulates the striking of a puck by a hockey stick in an

_ice hockey game. It is preferred that a stick be provided

for each player to speed up the flow of the game. Fewer
sticks ‘may be provided if desired but at least one stick
is necessary in order to play the game. When the num-
ber of sticks is the same as the number of players, it is
desirable that the sticks be color identified with the
corresponding color identified pucks and starting spots.
In other words, each player has a different and uniquely
colored starting spot, puck and hockey stick to facili-

“tate play. This is particularly important for younger

children who may otherwise find it difficult to remem-
ber their puck and starting position. The color identifi-
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cation is another important feature in a game which
may be played by children since it provides educational
reinforcement to their color-distinguishing abilities.
The sticks 19 may be made of wood or plastic or any
other suitable material.

Also shown in the FIGURE is a single, optional cen-
tral obstacle 15 which is intended to provide a compli-
cation to the game and provide further game interest.
This obstacle or other similar obstacles located or in-
serted elsewhere on the board may be of circular
shapes as shown or some other desired geometric
shape, and provides a caroming surface for the pro-
pelled pucks during play. Any of the obstacles may be
removed or inserted such as by screw or peg from
above the board.

It may be desired to have the top surface of center
obstacle 15 appropriately divided into a number of pie-
shaped, colored wedges 30 which correspond to the
different starting positions 18 and pucks 14. Centrally
rotatably mounted on obstacle 15 is pointer or arrow
31. This arrangement may be used to determine the
starting player in the game. The arrow is struck by any
player’s finger and the color where the arrow comes to
rest determines which player goes first. A preferred
form of keeping score during play of the game is also
depicted in the FIGURE. A plurality of abaci 25 are
provided at each corner of the polygon to keep score
for the player whose starting spot is closest to that cor-
ner. Each abacus 25 preferably includes three wires 27
having a number of beads 26 on each wire. Each wire
normally carries ten beads, although a greater or lesser
number may be utilized. As will be explained one of the
rows carries beads for single scoring points, another
row carries 5-point beads, and a third row carries 10-
point beads. Corresponding indicia 33 are included ad-
jacent to each row of the abacus.

The method of play is such that each player takes
successive turns. Play begins with each puck on its cor-
responding color-identified starting spot. It is desired
that all pucks be so positioned even when less than the
maximum number of persons play in order to maintain
maximum interest, difficulty and excitement during
play. Thus, even if only two persons play, all six pucks
are initially positioned on their corresponding starting
spots and remain on the board during the game. After
initially determining which player starts, play usually
proceeds clockwise around the board with each player
shooting once during his turn. Using his stick 19 to pro-
pel his puck 14, each player attempts to strike other
pucks with his puck or causes some other puck to strike
a third. For each puck so struck or caused to move, one
single point is awarded, the score being indicated on
the appropriate abacus. If a player causes another’s
puck to leave the board by being directed through any
one of the openings 12, five points are awarded and in-
dicated on the abacus. Every puck remains where it is
at the end of a shot. The sole exception is that any puck
propelled through an opening is returned to its appro-
priate starting spot.

The scoring may be modified to penalize a player
who directs his own puck through an opening inadver-
tently. A given number of points (e.g. ten points) would
then be deducted from his score or he may be forced
to miss his next turn. This penalty is called a **scratch™.

The primary purpose of the game, then, is to score
the greatest number of points. This can either by done
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over a predetermined time interval or when a given
number of points is reached.

It should be understood that the scoring of the game
represents an important educational aspect in a game
which is also directed to developing physical skills.
Basic counting skills are learned and improved by the
entering of one and five point scores on appropriate
portions of the abacus 25. It is preferred that ten beads
of the one’s row be grouped into two sets of five, each
set having a different color. This will foster the recogni-
tion of the number concept *‘5” and will prompt and
remind the player to transfer the score of five one’s to
the ““5” row. Similarly, the ten beads on the “*5” row
may be color grouped in pairs to prompt transfer of a
score of two 5’s to the **10”" row. This procedure is seen
to be a counting one which teaches and reinforces basic
addition skills.

The concept of a *‘scratch”, whereby a penalty is ex-
acted against a player for letting his own puck escape
from the board, teaches the subtraction process. If ten
points are deducted for a scratch, the player must
transfer those beads representing points already
awarded to the other side of the abacus. The equiva-
lence of a single 10" bead, two **5”" beads, a 5" bead
and five “1" beads, and ten ““1 beads is also taught in
the scoring process which corresponds to modern edu-
cational methods of teaching equivalent sets.

As a further variation in the scoring procedure, the
openings 12 may be assigned different point values. For
example, a multiple system may be used where one
opening yields normal point values, a second opening
yields doubled values and a third yields trebled values.
This adds further educational value in the teaching of
multiplication concepts. This version should accord-
ingly be reserved for somewhat older children or play-
ers.

If a player strikes another puck and causes it to leave
the playing surface through an opening, he is compen-
sated a certain number of play pennies (e.g. five) by the
other player. If a player causes a playerless puck to
leave the playing surface, the bank compensates him in
a similar manner. If no puck is struck by a player other
than his own or if he causes his own puck to leave the
playing surface, hhe has *“‘scratched” and is penalized
by paying the bank a certain number of play pennies
(e.g. two). In this method of playing, pucks having lost
their pennies are recovered with a play penny prior to
each players turn.

The game will end when one player loses all of his
pennies. At that point, the other players count their
pennies and the one with the largest number, wins. Ad-
ditional rounds may be played in the event of a tie. In
an alternative method of play, when one player wins a
given number of pennies, the game may end.

The use of play pennies in the play and scoring of the
game creates the additional problem of storing these
pieces in a convenient place. One possibility is to em-
ploy central obstacle 15 as a hollow storage space for
the play pennies. The cover of the obstacle would have
the arrow for commencing play as described above.
This arrangement would also enable the central obsta-
cle to serve as the penny bank during play of the game.

Other storage arrangements may also be effectively
used. For example, attached to the three sides of the
board which do not have openings, may be storage
compartments. Such storage compartments could be

. used to store the sticks, pucks and individual containers
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for each player’s supply of play pennies. These contain-
ers could also be color-identified. Such storage ar-
rangements would preferably have a cover with spring
action and would be sloped downward toward the
player.

Alternatively, individual containers for the play pen-
nies may be attached at each corner of the board.
These containers would have space for some 40 pen-
nies and could be calibrated so that an instant count of
the number of pennies accumulated could be deter-
mined at any time.

It should be evident that many variations or design
modifications of the present invention are possible
without departing from its basic concept. The board
may, for example, take on various sizes or shapes. The
holes or openings can similarly be designed in various
sizes, shapes and placed in different positions around
the board to make the game more or less difficult. This
is particularly of importance if different forms of the
game are intended to be marketed to substantially dif-
ferent age groups. Nets may be provided beneath each
opening for convenience of recovering the pucks. The
pucks may be either solid or ring-shaped and may be of
various degrees of resiliency depending on the material
used. Ball bearing rollers may be affixed to the bottom
of the pucks to speed up play and create further excite-
ment in the game. The sticks may be of various sizes,
shapes, and shaft slopes depending upon the particular
age of the players intended. Instead of the hockey-style
shaped sticks described above, a stick in the shape of
a shuffle-board style, that is, one with an arcuate
shaped opening at its end, may be used. For purposes
of variety, sticks may be constructed having a shuffle-
board type opening at one end and a hockey type style
at the opposite end. While the game generally is more
exciting with the use of sticks, pucks could also be
struck by the flick of a player’s finger.

While the game is primarily one of manual dexterity
and skill, the game may be complicated and made de-
pendent on chance and less on skill if desired. For ex-
ample, magnets may be inserted in the various pucks
and also randomly distributed and imbedded and hid-
den in the board. This would cause misdirection and
veering of a puck as it was moving over the surface of
the board. The central obstacle 15, if constructed as a
polygon, could also be used to provide more chance as-
pects to the game. The obstacle could be motor-driven
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to provide a continuously rotating caroming surface.
This would be difficult to compensate for during the
course of play which results in greater interest and ex-
citement during the game.

It should also be realized that the board may be con-
structed with or without legs for support, depending
upon the ultimate selling cost desired. The board itself
may also be constructed with a resilient bumper mate-
rial around the boundary to speed up the caroming ac-
tion of the pucks.

While the foregoing specifications and drawings rep-
resent the preferred embodiment of the present inven-
tion, it will be obvious to those skilled in the art that
various changes and modifications may be made
therein without departing from the true spirit and scope
of the present invention.

What I claim as my invention is:

1. A game apparatus comprising:

A game board having a playing surface and a plural-
ity of sides forming the shape of a regular polygon,
preselected sides but less than all sides of said
boundary having an opening for permitting the es-
cape of a puck, said game board also having a plu-
rality of designated positioning spots for locating
the start of play, each of said spots located near a
corner of said boundary;

at least one raised obstacle located at the central por-
tion of the game board; ’

means for determining the starting player, said means
rotatably mounted on the obstacle and including
pointer and a plurality of color coded segments,
said pointer adapted to being struck so as to come
to rest on one of said color coded segments, the
player whose puck color has been so determined
commencing the play of the game;

a plurality of pucks, each initially for positioning on
one of said spots, and subsequently for being slid-
ingly propelled along the surface of the game
board; and

at least one hockey-style shaped stick for propelling
one of said pucks so as to strike other pucks and
force other pucks through said boundary openings,
points being awarded for each such striking and a
greater number of points for each ejection of an-

other puck through an opening.
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