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This invention relates to games and particul 
larly to a baseball game in which a playing field, 
a code card and an indicating element reproduce 
plays simulating those of a major league baseball 
game. 
While games have been provided heretofore to 

be played with an indicating device of one form 
or another, the present baseball game has been 
invented to simulate as nearly as possible a regul 
lation game played by two teams. An indicating 
device is provided which, when operated, may 
show a ball, strike or foul, a plain or a marked 
area, on six separate faces, any one of which may 
be indicated when the device is actuated. When 
the plain or marked area is indicated, then addi 
tional indications of numbers from 1 to 6 will 
be obtained on two other associated indicating 
devices which are distinguished from each other 
by different colors. A code is furnished With the 
game containing plays which occur in the regula 
tion type of game made up for both the plain and 
the marked area of the first indicating device. 
The code corresponding to the plain or marked 
area, is then examined to ascertain what play the 
corresponding colored numbers indicate. Mark 
ers are provided by which the play may be indi 
cated on the playing field for registering the Score 
of the home and visiting teams, the number of 
strikes and balls on the batter and the number 
of outs for any particular inning. 
The indicating device may be a card having 

three spinners thereon, each provided with six 
areas, on the first one of which the plain and 
marked area is located, along with the ball, strike, 
foul and ball areas. This spinner is first operated 
and the indicated strikes and balls are counted 
until the batter has walked, is struck out or until 
the pointer rests upon the plain or the marked 
area. When the plain or marked area is indi 
cated, the two additional pointers are spun to 
obtain two numbers, distinguished by color or by 
other means, which disclose the play to follow 
from the code chart corresponding to the plain 
or marked area. The game otherwise is played as 
a regular baseball game, three outs retiring the 
side and nine innings terminating the game. 
The preferred indicator of the present inven 

tion embodies a large hollow cube having on four 
sides the ball, strike, foul and ball markings and 
having, in addition, two transparent sides, one 
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containing a dot so that the two sides are distin- . 
guished from each other. Within the hollow cube, 
a pair of dice is provided, one of red and one of 
green-color.- The cube is repeatedly cast and the 
ball and strike readings are tabulated until the 
batter is out or walked or until One or the other 
transparent side comes up So that the pair of 
dice On the inside of the main die may be read. 
The readings from the red and green dice provide 
the numbers for locating the play on the code 
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charts, employing the One with or Without the 
dot, depending upon whether the transparent 
Window With or Without the dot came up. A score 
book may also be provided in which each game 
is recorded. 

Accordingly, the main objects of the present 
invention are: to provide a game simulating a 
baseball game, having indicating means for Se 
lecting one of a large number of the plays which 
occur in a regulation game; to provide a game 
simulating baseball in which a playing field is 
provided along With markers by which the playS 
may be followed as the game advances through 
the actuation of an indicating device which di 
rects the play; to provide an indicating device for 
a simulated ball game which indicates balls, fouls, 
and strikes on the player when at bat and when 
the ball is struck by the batter and the play result 
ing from the striking of the ball; and, in general, 
to provide a ball game which accurately simulates 
a regulation game which is simple in construc 
tion and operation. 
Other objects and features of novelty of the 

invention will be specifically pointed out or will 
become apparent When referring, for a better 
understanding of the invention, to the following 
description taken in conjunction with the accom 
panying drawing, wherein: 

Figure 1 is a plan view of a mat having thereon 
a ball field and other notations for following the 
play of a ball game which embodies features of 
this invention; 

Fig. 2 is a view of an indicating device employed 
with the field illustrated in Fig. 1; 

Fig. 3 is a view of an indicating device, similar 
to that illustrated in Fig. 2, showing a further 
form thereof; 

Fig. 4 is an exploded View of the indicating 
device illustrated in Fig. 2, showing the six sides 
thereof; 

Fig. 5 is a view of an indicating device produc 
ing the Same results as the devices illustrated in 
Figs. 2 and 3, showing a further form thereof; 

Fig. 6 is a view of the code chart employed with 
the ball game of the present invention, and 

Fig. 7 is a view of a score book provided for 
Scoring the game as it is played. - 
In Fig. 1, a mat ) is illustrated, depicting 

thereon a baseball playing field having a home 
plate 2, first, second and third bases, 3, 4, and 
5, respectively. Batter boxes 6 and 7 are illus 

trated on each side of the home plate, and coach 
ing boxes 8 and 9 are indicated adjacent to first 
and third bases. Inning markers 21 for the home 
team and 22 for the visiting team are provided at 
the top of the mat, while markers for strikes, balls 
and outs, 23, 24, and 25, respectively, are located 
at the bottom of the mat. 
The indicating devices to be operated for indi 

cating the plays on the batters are illustrated 
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in Figs, 2, 3 and 5. The indicating device of Fig. 2 
embodies a cube 26 having six faces, illustrated 
specifically in the exploded view of Fig. 4. One 
face 2 indicates a ball, another face 28 indicates 
a strike and a third face 29 indicates a ball, while 
a fourth face 3 indicates a foul. The transpar 
ent face 32 contains a dot 33 which may be red, 
black or any color, to distinguish from a sixth face 
34 which is entirely transparent. The cube 26 
contains a green die 35 and a red die 36, the top 
faces of which may be read through the trans 
parent faces 32 and 34 When the cube has been 
thrown to have one or the other of these faces ap 
pear at the top. 
The indicating device 3, illustrated in Fig. 3, 

is similar to that illustrated in Fig. 2, with the 
exception that the device is a round ball having 
six flat faces 38 thereon containing the indica 
tions illustrated in Fig. 4 as appearing on the six 
sides of the cube 26. In this arrangement the 
indicating device rolls more freely than the cube 
illustrated in Fig. 2, and more action results from 
the throwing of the device. 
An indicating device 39, illustrated in Fig. 5, can 

produce the same results as the indicating devices 
illustrated in Figs. 2 and 3. In this arrangement a 
card 4 has thereon three circles 42, 43 and 44. 
The circle 42 contains Six equal areas providing 
the same indication as the six faces of Fig. 4, 
that is to say, an area, 27 for a ball, an area 28 
indicating a strike, an area, 29 indicating a ball, 
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4. 
an area 3 findicating a foul, an area 32 containing 
a dot 33, and a plain area, 34. A spinner 45 in the 
Center of the circle 4 is spun by the person play 
ing the game to obtain an indication when the 
Spinner stops. Thus, any one of the six faces of 
Fig. 4 may be indicated, the same as indicated 
when tossing the cube 26. When one of the plain 
area.S 33 or 3 is indicated by the spinner 45, then 
the person playing the game spins the spinners 
46 and 47 on the circles 43 and 44 which contain 
Sixlike areas bearing numerals 1 to 6, the same as 
the dice 35 and 36. Circle 43 is indicated as giv 
ing indications on the green die, while the circle 
44 is indicated as giving numerals the same as 
those on the red die. 
When operating any of the indicating devices, 

the indicator is first operated to have any one 
of the Six areas illustrated in Fig. 4 indicated. 
Should this be a Strike, ball or foul, then the in 
dicating device is again manipulated, the balls, 
Strikes and fouls being recorded until the batter 
walks, is struck out or until one of the plain areas 
32 or 34 is indicated. When this occurs, the pair 
of numbers on the red and green areas or dice are 
then read and from these numbers the code chart 
will give the corresponding play. Two sets of 
plays are made upon the code chart, one, 49, for 
the plain area, 32 containing the dot 33, and the 
other 48, for the plain area, 34. The two code 
charts follow. 

CODE CHART 
Clear dred-(Uith dot) 

Areas 
If Runners on Base 

Green Red 

1. 1 Runner Caught off Base N play if none on Runner nearest First Out if more than one on. 
aSe 

2 Foul Fly Caught by Catcher 
i 3 Line Drive to First Baseman 
1. 4 Line Drive to Second Baseman Batter Out Runners hold their base. 
1. 5 Line Drive to Third Baseman 
1 6 Line Drive to Short stop 
2 1 Fly to Left Field 
2 2 : Fly to Center Field 
2 3 Fly to Right Field Batter Out A runner on Third scores. 
2 4 Fly to Left Field Any others hold their base. 
2 5 Fly to Center Field 
2 6 Fly to Right Field 
3 1 Grounder-Pitcher to First Runner nearest Home is out trying to advance. Other 
3 2 Grounder-Second to First If no Rui tier Batter Runners advance one base. Batter is Safe at First 
3 3 Grounder-Third to First Out: (Fielder's Choice). 
3 4 Grounder-Short to First 

s - 

3. 5 Grounder-Pitcher to First Double Play i? man on First. Man on First out at Second. 
3 6 Grounder-Third to First, Batter Out Any other Ruinners hold their base unless forced. 
'4 1 Grounder-Short to. First, 
4. 2 Grounder-Second to First - - - - - - - 

4 3 Line Drive Caught Batter Out Double Play. Man nearest Home out. 
4 4 Caught Stealing Ball to Batter Out attempting to steal Second Base, only if unoccupied. 
4. 5 Single Batter Out Trying Runners advance 2 bases. 

for Double 

4 || 6 | Balk by Pitcher -- No Play on Batter Runners advance one base, 
5 1 Passed Ball on Catcher Bail to Batter Runners advance one base. 
5 2 Stolen Base Ball to Batter Double Steal if 2 men on. If 3 on, steal home only. 
5 3 Hit by Pitcher Batter Takes First 

Base 

5 4 Error Batter Takes Sec- Runners advance 2 bases. 
old Base 

5 5. Bint-Safe Hit Batter Safe at First Runners advance one base. 
5 6 Single 
8 1 Single 
6 2 Single Batter Safe at First Runners advance 2 bases. 
6. 3 Single 
6 4 Single 

6 5 Double Batter Safe at Sec- All Runners score. 
- Oil 

6 6 Triple Batter Safe at third Ali Runners score. --- 
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CODE CHART 
Clear area-(without dot) 

Areas 
If Runners on Base 

Green Red 

1. 1 Pop Fly to Pitcher 
2 : Fly Caught by Catcher 
3 Fly to First Base 

1 4 Fly to Second Base 
1. 5 Fly to Third Base Batter Out Runners hold their base 
1. 6 Fly to Short Stop 
2 1 Fly to Left Field 
2 2 Fly to Center Field 
2 3 Fly to Right Field 

2 4 Fly to Left Field 
2 5 Fly to Center Field Batter Out Runner on. Third scores. 
2 6 Fly to Right Field Any others hold their base. 

3 1 Grounder-Pitcher to First 
3 2 Grounder-First Unassisted 
3 3 Grounder-Second to First Batter Out 
3 4 Grounder-Third to First Hit and Run Play. Any Runners advance one base. 
3 5 Grounder-Short to First 

3 6 Bunt-Catcher to First 
4. 1 Bunt-Pitcher to First Sacrifice Hit. Any 
4 2 Bunt-Third to First Batter Out Runners advance one base. 
4. 3 Bunt-First Unassisted 
4 4 Bunt-First to Pitcher 

4. 5 Grounder-Short to First TDouble Play if man on first. Man on First out at Second. 
4. 6 Grounder-Second to First Batter Out Other Runners advance base. 

5 1 Wild Pitch by Pitcher Ball to Batter Runners advance one base. 

5 2 Stolen Base Strike on Batter Steal to Second base only if unoccupied. 

5 3 Error - 
5 4. Single Batter Safe at First Runners take one base. 
5 5. Single If 2 out, take 2 bases. 
5 6 Scratch Single Batter Safe at First 
6 1 Bunt-Safe on First Runners take one base. 

6 2 Single Batter Safe at First Runners take two bases. 
6 3 Single 

6 4 Double Batter Safe at Sec- Runners take 2 bases. 
ond. Score from First if 2 out. 

6 5 Double Batist Safe at Sec- All Runners score. 
Oil 

6 6 Home Run Batter Scores Al Runners score 

The rules for playing the game may be shown. On 
the back of the code chart or the back of the 
score book 5 in which a record is made of the 
plays in the same manner as that of the regula 
tion game. The rules follow those of the regula 
tion game and need not be expanded herein. A 
suitable set of markers 52 of one color indicates 
the inning, the side at bat and the position of 
the players on the playing field. A similar set of 
markers 53 of different colors indicates the inning 
of the other team and the position of the players 
when that side is at bat. A third set of markers 
54 of different colors is provided for indicating 
the strikes and balls on the batter and the number 
of outs for the team at bat. 
The game may be played preferably by two, 

although a group of persons divided into two sides 
may also play the game, taking turns in manipu 
lating the indicating device for the side at bat. 
By providing an indicating device with the ratio 
of areas indicating balls, strikes and fouls, as dis 
closed in the drawing, the strike and ball count On 
the batter will follow in the same manner as in a 
ball game, while the play resulting when the ball 
is struck will be indicated by the Open areas on 
the indicating device and from the correspond 
ing reading obtained from the code chart. In this 
manner, substantially all of the plays which 
would take place in a regulation game can occur 
in the ball game of the present invention. 
What is claimed is: 
1, A game device for producing indications for 

the playing of a game simulating baseball include 
ing a hollow die having six sides with markings 
on four gf the sides designating a ball, a strike, 7 
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a ball and a foul and two transparent windows 
marked to distinguish one from the other, and a 
pair of different colored dice within the hollow 
die visible through one or the other transparent 
window from which color and number combina 
tions may be obtained. 

2. A game device for producing indications for 
the playing of a game simulating baseball includ 
ing a hollow die having six sides with markings on 
four of the sides designating balls and strikes and 
tWO transparent windows marked to distinguish 
one from the other, and a pair of dice within the 
hollow die visible through one or the other trans 
parent window from which number combinations 
may be obtained. 

JAMES R. BROWN. 
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