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57 ABSTRACT 
The toy vehicle game includes a vehicle track and a 
toy vehicle adapted to move along the track and 
across a vehicle jump defined by a pair of ramps asso 
ciated with the track. The ramps are independent of 
one another and longitudinally aligned in spaced rela 
tion to each other to define a gap therebetween. At 
least one of the ramps is movable with respect to the 
track and the other of the ramps in order to permit ad 
justment of the size of the gap or jump, thereby to 
vary the degree of difficulty of the jump. In addition, 
an uncontrolled obstacle is associated with the track 
for randomly engaging and slowing down a vehicle on 
the track to further affect the ability of the vehicle to 
traverse the vehicle jump. 

23 Claims, 4 Drawing Figures 
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GAP JUMPING TOY VEHICLE GAME 

The present invention relates to a toy vehicle game, 
and more particularly, to a vehicle jump game wherein 
a toy vehicle is made to jump a gap between a pair of 
ramps. 
The present invention provides a novel and challeng 

ing toy vehicle game in which a vehicle is directed 
along a continuous loop track through a pair of ramp 
assemblies in order to jump a gap formed therebe 
tween. The ramp assemblies respectively provide 
launching and landing ramps which are normally main 
tained in a horizontal position above the track to per 
mit a vehicle on the track to pass below the ramps with 
outjumping the gap therebetween. The launching ramp 
is selectively movable from its horizontal position to an 
inclined position to direct a vehicle from the track up 
the ramp and across the gap between it and the landing 
ramp, so that the competitor or player of the game can 
selectively cause the vehicle on the track to jump the 
gap between the ramps or to bypass the ramps. The de 
termination is made in accordance with the speed of 
the vehicle as determined by the player observing the 
game. Thus, if the player feels the vehicle is traveling 
at sufficient speed to jump the gap, he selectively oper 
ates the launching ramp to lower the same into position 
to permit the vehicle to be directed to jump the gap. If 
the vehicle does have sufficient speed and makes the 
jump properly, it lands on the landing ramp, and as it 
moves along the ramp, its weight causes the ramp to 
pivot downwardly so as to permit the vehicle to return 
to the race track. 

In order to vary the game and to increase the degree 
of difficulty involved in having the toy vehicle properly 
make the jump, the game is provided with an obstacle 
that can randomly slow down a vehicle traveling along 
the race track. Thus, if the vehicle is engaged by the 
randomly moving obstacle it is slowed down and, de 
pending upon its initial speed, may not have enough 
speed after passing the obstacle to make the jump. 
Thus, the competitor must make a decision before the 
vehicle reaches the launching ramp whether the vehicle 
has sufficient speed to make the jump or whether he 
should permit the vehicle to pass below the launching 
ramp. Since the vehicle is of the type which will accel 
erate after it has been slowed down, the player must 
carefully watch the speed of the vehicle as it ap 
proaches the ramp to determine if its speed has in 
creased sufficiently to make the jump. 
Accordingly, it is an object of the present invention 

to provide a toy vehicle race game which is relatively 
simple in construction and which will permit a player 
to selectively cause a vehicle to jump a gap between a 
pair of ramps therein. 
Yet another object of the present invention is to pro 

vide a toy vehicle race game which is relatively simple 
in construction and durable in use. 
Yet another object of the present invention is to pro 

vide a vehicle jump game which is relatively economi 
cal to manufacture and yet which provides an interest 
ing and challenging game. 
The above, and other objects, features and advan 

tages of this invention, will be apparent in the following 
detailed description thereof when read in connection 
with the accompanying drawings, wherein: 
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2 
FIG. 1 is a perspective view of a toy vehicle game 

constructed in accordance with an embodiment of the 
present invention; 
FIG. 2 is an enlarged exploded perspective view of 

the obstacle used in the toy game of FIG. 1; 
FIG. 3 is a side elevational view taken along the line 

3-3 of FIG. 1 and showing the configuration of the 
ramps of the invention as a vehicle makes a jump; and 

FIG. 4 is a side elevational view similar to FIG. 3 sho 
winjthe configuration of the ramps when a vehicle 
passes therebelow. 

Referring now to the drawing in detail, and initially 
to FIG. 1 thereof, it will be seen that the toy vehicle 
game 10 of the present invention includes a continuous 
track 12 which provides an unobstructed path of travel 
for a self-propelled vehicle 14. In its movement along 
track 12, vehicle 14 passes through a pair of ramp as 
semblies 16, 18 and is selectively permitted to pass on 
track 12 directly through the assemblies or to pass onto 
assembly 16 to jump a gap 20 between the ramp assem 
blies 16, 18 as described hereinafter. After passing the 
ramp assemblies vehicle 14 continues along track 12 
and passes through a random slow down or obstacle de 
vice 22, which will slow down vehicle 14 or permit it 
to pass freely therethrough depending upon the posi 
tion of the slow down device as described hereinafter. 

In addition, the game is provided with a start and fin 
ish station 24 from which the movement of the vehicle 
14 is initiated and at which the vehicle will stop at the 
end of the game if the player has properly directed the 
vehicle during the course of the game. 
Vehicle 14 preferably is a vehicle of the type de 

scribed in U.S. Pat. application Ser. No. 126,818, filed 
Mar. 22, 1971 by Julius Cooper, et al., the disclosure 
of which application is incorporated herein by refer 
ence. Thus, vehicle 14 is provided with a spring drive 
that produces a substantially constant output torque. 
The gear train in the vehicle is selected to couple the 
spring drive to the wheels of the vehicle and to provide 
a low starting torque for constant acceleration over a 
long period of time. Accordingly, when the vehicle is 
slowed down in the obstacle or slow down device 22, 
it thereafter will accelerate as it continues to move 
along the track 12. 
Vehicle 14 is energized through a wind up mecha 

nism 26 which is of the type described in the above 
identified application of Cooper, et al. As described 
therein, the vehicle is placed on the wind up mecha 
nism 26, with the rear wheels thereof in the wells 28 
and lever 30 is reciprocated manually to rotate the 
clutch element 32 which in turn transfers the winding 
power to the spring of the vehicle in order to wind up 
the vehicle's spring motor. After the vehicle's spring 
motor is fully wound, the player holds the vehicle by 
the rear wheels and places the same on track 12 at 
starting station 24. 

Starting station 24 comprises a track section 34 on 
which a starting gate 36 is mounted in any convenient 
manner. The starting gate includes a starting flag 38 
pivotally mounted therein for movement between a 
vertical position (shown in dotted lines in FIG. 1) and 
a closed or horizontal position (shown in solid lines). 
Initially, flag 38 is in its vertical position, with its lower 
end portion or staff 40 extending into the path of travel 
of the vehicle. The flag is biased by a spring element 42 
or the like which simply can comprise a rubberband op 
eratively engaged between the starting gate 36 and flag 
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38 to hold the latter in its upright position. In this posi 
tion, at the start of the game, the vehicle is placed with 
its nose against the end of the staff 40 and its rear 
wheels are held to prevent their rotation. The player 
then depresses the starting flag 30 into its horizontal 
position and releases the vehicle. As a result, the vehi 
cle commences along its path of travel through track 
12. It is noted that flag 38 will remain in its depressed 
position by a simple releasable latching arrangement 
until the latch is manually disengaged or disengaged by 
an impact from the vehicle 14. 

Preferably, track 12 consists of a plurality of flat 
straight sections of track 44 and a pair of banked sec 
tions of track 46, similar to the type of track sections 
described in said above-identified application to Coo 
per et al. The various track sections are operatively in 
terconnected to form a continuous oval track defining 
the path of travel for vehicle 14. 

In accordance with the present invention vehicle 
ramp assemblies 16, 18 are positioned along a straight 
section of the track to define the gap 20 across which 
the vehicle 14 can be selectively directed by the player. 
Launching ramp assembly 16, as seen most clearly in 
FIGS. 1 and 3, consists of a base 48 which includes two 
pairs of towers 50, 52 integrally formed therein. That 
is, the towers are integrally formed with a bottom plate 
54 that extends below the adjacent track section 44. In 
this connection it is noted that each of the track sec 
tions 44 have short leg elements 56 which hold the 
track sections spaced slightly above the surface on 
which the game is placed. Thus, the base 48 of the 
launching ramp assembly can be moved longitudinally 
along the length of track section 44 with which it is as 
sociated. 
The pair of towers or posts 50 in base 48 of launching 

ramp assembly 16 provide pivotal mounting support for 
the launching ramp 58. This ramp preparably is formed 
of a molded plastic construction, as is base 48 and track 
12. The pivotal mounting can be provided in any con 
venient manner, as for example by the formation o 
ears or pins 60 in the sides of the ramp which are en 
gaged within apertures 62 formed in the upper end por 
tions of posts 50. 
Launching ramp 58 is normally biased into its hori 

zontal position by a resilient element such as an endless 
rubberband 64, seen most clearly in FIG. 3. As shown 
therein, rubberband 64 is captured between a tab 66 
formed in base 48 and a tab 68 formed on the inner 
edge of launching ramp 58. Thus, ramp 58 will nor 
mally remain in its horizontal position, shown in solid 
lines in FIG. 4 and FIG. 1, until the ramp is manually 
depressed by a player. To facilitate this action, a large 
finger tab 70 is provided on the outer edge of ramp 58 
to enable the player to manually depress the ramp 58 
against the bias of rubberband 64. In this manner the 
player can selectively cause a vehicle 14 approaching 
launching ramp assembly 16 to pass under ramp 58, as 
for example as shown in the left at FIG. 4, or to pass 
onto the ramp 58, when it is depressed, so as to jump. 
the gap 20 between the two ramp assemblies. 
Landing ramp assembly 18 is of similar construction 

to launching ramp assembly 16. Thus, landing ramp as 
sembly 18 includes a base 48 having two pairs of towers 
50, 52 which are integrally formed with a base element 
or plate 48 extending beneath the track section 44 with 
which it is associated. In this manner, the base 48 of 
landing ramp assembly 18 can be moved longitudinally 
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4 
along the path of travel of vehicle 14, to adjust the size 
of the gap or jump space 20. 
Base 48 of landing ramp assembly 18 provides 

mounting support for the landing ramp 72. The latter 
is of somewhat similar construction to the launching 
ramp 58, and includes a pair of tabs or pins 60 inte 
grally formed therewith which are received in apertures 
62 in posts 50 to pivotally mount the ramp on base 48. 
However, landing ramp 72 is dimensioned so as to be 
weighted to normally bias the ramp into its horizontal 
position, shown in solid lines in FIG. 3. In this connec 
tion, the towers 52, in both the landing and launching 
ramp assemblies, are constructed so as to provide sup 
port for their associated ramps in the horizontal posi 
tion. That is, the towers 52 are shorter than the towers 
50 and have a generally T-shaped configuration in plan 
with stem elements 74 which extend inwardly above 
the track and provide abutting support for their associ 
ated ramps to prevent downward movement of the 
ramps towards the gap 20. However, in both cases the 
ramps are free to pivot in the opposite direction, i.e., 
clockwise for the ramp 58 and counterclockwise for 
the ramp 72, as seen in FIG. 1, to permit the play of the 
game. As mentioned, when a vehicle is directed by a 
player onto launching ramp 58, by depression of the 
ramp against the bias of spring 64, the vehicle will 
move up the ramp and, as a result of its momentum, 
will be propelled across the gap 20. If the vehicle is 
moving with sufficient speed the vehicle will land on 
the inner end 76 of landing ramp 72. The drive on the 
vehicle wheels will then cause the vehicle to continue 
to move along landing ramp 72, i.e., to the right in FIG. 
3, until it passes the pivot 60 of the landing ramp 72, 
at which point the weight of the vehicle overcomes the 
weighted bias of ramp 72 and causes the ramp to pivot 
downwardly, as shown in FIG. 3, so as to deposit the ve 
hicle on track 12. At that point, the vehicle is free to 
continue about track 12 till it returns to the launching 
and landing ramp assemblies for another jump. 

It is noted that, preferably, track sections 44 adjacent 
which the launching and landing ramp assemblies are 
positioned are inscribed with, or have applied thereto, 
indicia representing gap spaces of predetermined di 
mensions. Thus, at the beginning of the game the player 
can select a predetermined gap space, (for example, 
the gap space represented by the indicia 10, 20, 30, 40, 
50, 60) and position the base of the respective ramp as 
semblies such that the forward edge 78 of launching 
ramp 58 is directly above the leading line 80 of the low 
ermost score or minimum gap, and the leading edge 82 
of landing ramp 72 is above the rear edge 84 of the se 
lected score Zone, for example, the score zone 60, as 
shown in FIG. 1. Thus, in the play of the game the 
player will be attempting to have the vehicle 14 make 
the jumps which are represented by the indicia 60. Of 
course, either during the game, and preferably between 
winding periods for vehicle 14, the landing ramp as 
sembly 18 can be moved along its associated track sec 
tion 44 to another position to vary the size of the gap 
20. 

In order to increase the degree of difficulty involved 
in having a player's vehicle make the jump between the 
ramp assemblies, the vehicle slow down or obstacle 
means 22 is provided along the track 12. This slow 
down means is adapted to randomly engage vehicle 14 
as it passes therethrough and slow the vehicle down to 
a greater or lesser extent, thereby effecting the ability 
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of the vehicle to make the jump when it reaches the 
ramp assemblies. 
The vehicle slow down or obstacle member 22 is il 

lustrated in greater detail in FIG. 2 wherein it is seen 
that a pair of towers or posts 86 are operatively con 
nected by clips 88 or the like to the side rails 90 of a 
straight track section 44. Towers 86 provide a fixed 
shaft and bearing assembly 90, which may simply be a 
male-female related pin and socket assembly which 
provides rotatable mounting support for an inertial ele 
ment 92. This element has a sleeve 94 which receives 
the center portion of shaft 90 and is freely rotatable 
thereon in a vertical plane which extends along the 
path of travel of vehicle 14. While the inertial member 
92 can take any desired configuration, in the illustra 
tive embodiment of the invention it is provided in the 
shape of “buzz saw' element in order to add interest 
and excitement in the game. 
A paddle element or blade 96 is mounted on the iner 

tial element 92 in any convenient manner, so as to ex 
tend into the path of travel of vehicle 14 and provide 
an obstruction to the passage of the vehicle. As seen 
most clearly in FIG. 2, blade 96 can be provided with 
a pair of elongated prongs 98 which are adapted to 
snap into a slide or track 100 formed in inertial element 
92. 

In the play of the game inertial element 92 may ini 
tially be at rest, with blade 96 in the position shown in 
dotted lines in FIG. 2, i.e., extending into the path of 
travel of vehicle 14 along track 12. It is noted that ob 
stacle means 22 will achieve this configuration due to 
the effects of gravity and the added weight of the blade 
96 on the inertial element 92. In this position, after the 
vehicle 14 makes its first pass through the ramp assem 
blies, it approaches obstacle 22 and hits blade 96. Since 
the vehicle is moving at this point with relatively high 
speed, the impact of the vehicle against blade 96 will 
overcome the inertia of element 02 and cause it to ro 
tate, permitting the vehicle to continue its movement 
along track 12. However, due to the impact between 
the vehicle and blade 96, the vehicle's speed of move 
ment is substantially reduced so that its ability to make 
the jump on its next approach to the ramp assemblies 
is effected. 

In this connection, it is noted that as an additional 
feature of the present invention, since the drive ele 
ment in vehicle 14 is of the type which will provide sub 
stantially continuous acceleration of the vehicle, the 
vehicle will accelerate after engaging the obstacle 
means. Thus, as the vehicle re-approaches the ramp as 
semblies, the player will have to determine whether the 
vehicle has accelerated to a sufficient speed to enable 
it to make the jump. If it cannot make the jump, the 
player simply lets the vehicle pass below the ramp as 
semblies which are normally biased into their configu 
ration shown in FIG. 4, as explained above, so that the 
vehicle will have additional time to increase its speed 
due to its constant acceleration from its motor, by the 
time it again returns to the ramp assemblies. However, 
before doing so, the vehicle must again pass through 
obstacle 22 which is now rotating so that the vehicle 
may or may not be engaged by blade 96. If it is not en 
gaged by the blade 96, because the blade is in a raised 
position (for example, the position B shown in FIG. 2), 
the vehicle will continue through the obstacle and fur 
ther accelerate as it returns to the ramp assemblies. On 
the other hand, if the vehicle engages the blade 96 it 
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6 
again will be slowed down. Of course, the degree to 
which the vehicle is slowed down depends upon the po 
sition of blade 96 when it engages the vehicle. Thus, for 
example, if the vehicle strikes the blade with only a 
glancing blow, it will be slowed down only slightly, 
whereas if it strikes the blade with a direct blow, as for 
example, as shown in FIG. 2, the vehicle will be slowed 
down to a greater extent. Accordingly, it is seen that as 
vehicle 14 continues around the track, either passing 
beneath the ramp assemblies or on the ramp assem 
blies, it will be randomly engaged in the obstacle means 
so that its speed will be randomly effected thereby. 
As the motor in vehicle 14 unwinds, and the energy 

stored therein is dissipated, the vehicle will slow down 
and the player must determine when to stop the vehicle 
from making further attempts at jumping the ramp as 
semblies. When the player determines that the vehicle 
can no longer make further jumps of the ramp assem 
blies he can stop the play of the game by directing the 
vehicle 14 into the stop pit 110 in starting station 24. 
This stop pit is defined by a pair of parallely extending 
side walls 112, 114 in starting station 24 which define 
a slot or pit outside of the normal path of travel of the 
vehicle. 

Starting station 24 is constructed to permit the player 
to divert the vehicle into stop pit 110 when desired. 
This is achieved by the provision of a movable side wall 
116 pivotally mounted on track section 34 at a pivot 
post 118. Wall 116 is normally biased by a spring 130 
into its dotted line position shown in FIG. 1, but is held 
in its solid line position by a lever mechanism 120. The 
latter includes a pivot bar 122 having a lever 123 
formed on the inner end thereof and a second lever or 
flange 121 at its opposite end which extends upwardly 
into the wall 116 when lever 123 is in its upper position, 
shown in dotted lines in FIG. 1. In this position, flange 
121 is engaged within wall 116 and blocks the pivotal 
movement of the wall into its dotted line position. At 
the end of the game when the player desires to deflect 
the vehicle into the stop pit 110, lever 123 is depressed 
downwardly into its dotted line position, causing the 
integral flange 121 to also be moved downwardly 
whereby wall 16 is pulled into its dotted line position 
under the action of the rubberband 130. Thus, as the 
vehicle approaches the starting section, it is deflected 
by wall 116 into the pit 110 and engages against the flag 
38. The impact of the vehicle against the flag 38 disen 
gages the latching arrangement used on the flag and 
causes the flag to move into its dotted line position sig 
nalling the end of the game. 
To summarize therefore, in the play of the game vehi 

cle 14 is wound in the wind up mechanism 26 and 
placed in the starting station 24. Flag 38 is then de 
pressed from its dotted line position to its solid line po 
sition and the vehicle begins to accelerate under the in 
fluence of the spring wound motor therein. As the vehi 
cle first approaches the launching ramp assemblies the 
player determines whether the vehicle is moving at a 
sufficient speed to make the jump over the gap 20, 
when the player had previously selected by properly 
adjusting the landing ramp assembly 18 with respect to 
the launching ramp assembly. If the player elects to let 
the vehicle pass through the ramp assemblies, he does 
nothing and the vehicle passes below the ramps 58, 72, 
which are normally maintained in their configuration 
shown in FIG. 4. On the other hand, if the player deter 
mines that the vehicle has accelerated to a sufficient 
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speed to permit it to make the previously selected 
jump, he depresses the landing ramp 58 to direct the 
vehicle up the ramp and over the gap 20. If the vehicle 
makes the jump properly, it lands on ramp 72 and 
moves towards the opposite end thereof, causing the 
ramp to pivot downwardly, thereby allowing the vehi 
cle to return to track 12. After the vehicle leaves ramp 
72, the ramp automatically returns to its horizontal po 
sition under the influence of the weighted configura 
tion thereof. Similarly, ramp 58 returns to its horizontal 
position under the influence of the spring 64 when it is 
released by the player. 
Thereafter, the vehicle continues to move from the 

ramp assemblies to the obstacle 22 where it engages the 
blade 96 and is slowed down. Although it is contem 
plated that the play of the game will start with the ob 
stacle means in the position shown in FIG. 1 with blade 
96 in a blocking position, it also is contemplated that 
the player can start the game by manually initiating ro 
tation of obstacle 22 in order to insure complete ran 
dom slow down of the vehicle from the very start of the 
game. 

In any case, if vehicle 14 strikes blade 96, it will be 
slowed down due to the force expelled in overcoming 
the inertia of element 92 and blade 96. After passing 
obstacle 22 the vehicle will begin to accelerate, due to 
the type of spring wound motor therein, and it will pass 
through starting station 24 and return to the ramp as 
semblies. The player at that point makes the determina 
tion as to whether or not the vehicle has attained suffi 
cient speed to make the jump. If it has, he depresses 
ramp 58 and permits the vehicle to make the jump; if 
it has not, he permits the vehicle to continue beneath 
the ramp assemblies as previously described and return 
to the obstacle means. As the vehicle re-approaches the 
rotating obstacle means, it may or may not engage 
blade 96 for a further slow down. If it does not engage 
the blade 96, it continues to accelerate and returns to 
the ramp assemblies where another jump is made. If it 
does engage blade 96 it will be slowed down to a degree 
depending upon the type of impact it has made. There 
after, the player will again have to determine whether 
or not the vehicle has accelerated sufficiently to enable 
the jump to be made as the vehicle again approaches 
the ramp assemblies. 
The game continues in this manner until the energy 

stored in the vehicle is dissipated. In this connection it 
is noted that the spring motor of the vehicle will store 
only a predetermined amount of energy which will en 
able it to make a maximum number of jumps if unob 
structed during its travel over track 12. Thus, the num 
ber of jumps the vehicle can make will be effected by 
the amount of energy dissipated in impacts with the ob 
stacle 22. 
After the player has determined that the final jump 

which the vehicle can possibly make has been made, he 
then directs the vehicle into the stop pit 110 by de 
pressing lever 123 to release wall 116 so that it can 
move into its dotted line position. The wall then de 
flects the vehicle moving along track 12 into the stop 
pit. Of course, if the power in the motor has run out be 
fore the stop pit 110 is reached, the vehicle will stop as 
a result of friction along the track 12. 

It is contemplated that in the play of the game the ob 
ject of the game would be to achieve the greatest num 
ber of jumps for a selected gap as a result of one wind 
ing of the vehicle. However, if the vehicle does not re 
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8 
turn to the stop pit 110 under its own power, but rather 
stops on the track because of a loss of power, the scores 
or number of jumps previously attained by the vehicle 
would not be counted. Thus, a single player can use the 
game to test his skill against himself by repetitively try 
ing to attain greater numbers of jumps with the game 
or a plurality of players can compete against one an 
other in attempting to achieve the greatest number of 
jumps at a particular spacing for a single winding of the 
vehicle. 
Accordingly, it is seen that a relatively simple and in 

expensively constructed assembly is provided by the 
present invention which forms a competitive and chal 
lenging game. The game is relatively simple to operate, 
even for young children, and requires no electrical con 
nections or the like for operation. 
Although an illustrative embodiment of the present 

invention has been described herein with reference to 
the accompanying drawings, it is to be understood that 
the invention is not limited to that precise embodiment, 
and that various changes and modifications may be ef 
fected therein by one skilled in the art without depart 
ing from the scope or spirit of this invention. 
What is claimed is: 
1. A toy vehicle game comprising a vehicle track, a 

toy vehicle adapted to move along said track and a pair 
of ramp assemblies associated with said track and hav 
ing independent longitudinally aligned ramps respec 
tively mounted therein and located in spaced relation 
to each other, thereby to define a gap between said 
ramp assemblies; at least one of said ramp assemblies 
being movable with respect to said track and the other 
of said ramp assemblies to permit adjustment of the size 
of said gap, and at least one of said ramps being mov 
ably mounted on its associated ramp assembly for se 
lective movement between a horizontal position above 
said track and an inclined position wherein one end of 
said ramp is adjacent said track thereby to direct a ve 
hicle on the track onto said one ramp across said gap 
towards the other of said ramp assemblies. 

2. The game as defined in claim 1 wherein said ramp 
assemblies respectively comprise a launching ramp as 
sembly and a landing ramp assembly, each including a 
base, with the ramp of each ramp assembly being pivot 
ally mounted on its associated base for movement be 
tween a horizontal position above the track and an in 
clined position wherein one end of the ramp is adjacent 
the track. 

3. The game as defined in claim 2 wherein said ramps 
are normally biased into their horizontal positions to 
permit a vehicle on said track to pass along the track 
below the ramps. 

4. The game as defined in claim 3 wherein the base 
of each of said ramp assemblies includes support means 
for supporting said ramps in their horizontal positions, 
said support means being located to one side of the piv 
otal mounting of their associated ramps whereby said 
ramps can pivot to their inclined positions in only one 
direction and said ramp assemblies being positioned 
with respect to said track with their associated support 
means opposite one another, whereby during the play 
of the game said ramps pivot to their inclined positions 
in opposite directions with said launching ramp direct 
ing the vehicle upwardly from the track towards said 
gap and said landing ramp directing the vehicle from 
the gap downwardly toward the track. 
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5. The game as defined in claim 4 including resilient 
means for normally biasing the ramp of said launching 
ramp assembly into its horizontal position whereby the 
ramp of said launching rampassembly is selectively op 
erable by manual depression against the bias of said re 
silient means to direct a vehicle from said track up 
wardly and across said gap. 

6. The game as defined in claim 5 wherein the ramp 
of said landing ramp assembly has a predetermined 
configuration selected to normally maintain the ramp 
in its horizontal position supported on its associated 
Support means until a vehicle jumping said gap and 
landing on the ramp of said landing ramp assembly 
moves to the side of the pivot of the ramp which is op 
posite the support means therefore whereby the weight 
of the vehicle on the ramp causes the ramp to pivot to 
its inclined position to direct the vehicle back onto said 
track, 

7. The game as defined in claim 1 wherein said track 
defines a closed continuous loop whereby a vehicle on 
said track makes a plurality of successive passes 
through said ramp means. 

8. The game as defined in claim 7 including uncon 
trolled obstacle means associated with said track in the 
path of travel of a vehicle thereon for randomly slowing 
down a vehicle on said track. 

9. The game as defined in claim 8 wherein said obsta 
cle means includes a blade rotatably mounted for 
movement in a vertical plane extending in the direction 
of travel of a vehicle on said track and dimensioned to 
extend into said path of travel during a portion of its ro 
tation whereby a vehicle moving through said obstacle 
means engages said blade and is slowed down while the 
blade is caused to rotate by such engagement and is 
thereby randomly returned to said path of travel for 
random engagement with a vehicle passing along said 
track. 

10. The game as defined in claim 8 wherein said vehi 
cle is self-propelled and includes means for storing a 
predetermined quantity of energy and delivering said 
energy to the vehicle to cause said vehicle to traverse 
said track for a maximum number of unobstructed laps 
whereby the vehicle will make a plurality of jumps of 
said gap and the number of such jumps will be affected 
by the energy in said storing means which is dissipated 
by said obstacle means in randomly slowing down the 
vehicle. 

11. A toy vehicle game comprising a closed continu 
ous vehicle track, a toy vehicle adapted to move along 
said track, means associated with said track for defin 
ing a selectively operable vehicle jump and uncon 
trolled obstacle means associated with said track in the 
path of travel of a vehicle thereon for randomly engag 
ing and slowing down a vehicle moving along said track 
whereby the speed of said vehicle is randomly varied by 
said obstacle menas to affect the ability of the vehicle 
to traverse said vehicle jump. 

12. The game as defined in claim 11 wherein said ob 
stacle means includes a blade rotatably mounted for 
movement in a vertical plane extending in the direction 
of travel of a vehicle on said track and dimensioned to 
extend into said path of travel during a portion of its ro 
tation whereby a vehicle moving through said obstacle 
means engages said blade and is slowed down while the 
blade is caused to rotate by such engagement and is 
thereby randomly returned to said path of travel for 
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random engagement with a vehicle passing along said 
track. 

13. The game as defined in cliam 12 wherein said ob 
stacle means comprises a vertically extending support 
associated with said track and a wheel rotatably 
mounted on said support for rotation in said vertical 
plane, said blade being mounted on said wheel whereby 
engagement of said blade with a vehicle moving at suf 
ficient speed to overcome the inertia of the blade and 
wheel will cause said wheel to rotate. 

14. The toy vehicle as defined in claim 2 wherein 
said selectively operable jump means includes a pair of 
longitudinally aligned movably mounted ramps posi 
tioned in spaced relation to each other and being selec 
tively movable from horizontal positions above said 
track to oppositely inclined positions wherein adjacent 
ends of the ramps are above the track and the other 
ends of the ramps are on the track for guiding a vehicle 
on the track up one of the ramps, across the space 
therebetween and towards the other of the ramps. 

15. The toy vehicle as defined in claim 14 wherein at 
least one of said ramps is selectively movable along said 
track in the direction of travel of a vehicle thereon 
whereby the space between said ramps is adjustable. 

16. A toy vehicle game comprising a closed continu 
ous vehicle track, a toy vehicle adapted to move along 
said track, and means associated with said track for de 
fining a selectively operable vehicle jump including a 
pair of independent longitudinally aligned ramps lo 
cated in spaced relation to each other to define a jump 
gap therebetween, with at least one of said ramps being 
movable with respect to said track and the other of said 
ramps to permit selective adjustment of the size of said 
jump gap; and uncontrolled obstacle means associated 
with said track for randomly engaging and slowing 
down a vehicle moving along said track whereby the 
speed of said vehicle is randomly varied by said obsta 
cle means to affect the ability of the vehicle to traverse 
said jump gap. 

17. The game as defined in claim 16 wherein said ve 
hicle jump means comprises a pair of independent 
ramp bases, said ramps being respectively pivotally 
mounted on said bases and defining respectively a vehi 
cle launching ramp and a vehicle landing ramp, said 
ramps being normally biased into horizontal positions 
above said track to permit a vehicle on the track to pass 
therebelow. 

18. The game as defined in claim 7 wherein the base 
of each of said ramp bases includes support means for 
supporting said ramps in their horizontal positions, said 
support means being located to one side of the pivotal 
mounting of their associated ramps whereby said ramps 
can pivot to their inclined positions in only one direc 
tion and said ramp bases being positioned with respect 
to said track with their associated support means oppo 
site one another whereby during the play of the game 
said ramps pivot to their inclined positions in opposite 
directions with said launching ramp directing the vehi 
cle upwardly from the track towards said gap and said 
landing ramp directing the vehicle from the gap down 
wardly toward the track. 

19. The game as defined in claim 18 including resil 
ient means for normally biasing said launching ramp 
into its horizontal position whereby said launching 
ramp is selectively operable by manual depression 
against the bias of said resilient means to direct a vehi 
cle from said track upwardly and across said gap. 
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20. The game as defined in claim 19 wherein said 
landing ramp has a predetermined configuration se 
lected to normally maintain the ramp in its horizontal 
position supported on its associated support means 
until a vehicle jumping said gap and landing on said 
landing ramp moves to the side of the pivot of the ramp 
which is opposite the support means therefore, 
whereby the weight of the vehicle on the ramp causes 
the ramp to pivot to its inclined position to direct the 
vehicle back onto said track. 

21. The toy vehicle as defined in claim 20 wherein at 
least one of said ramps is selectively movable along said 
track in the direction of travel of a vehicle thereon 
where the space between said ramps is adjustable. 
22. The game as defined in claim 17 wherein said ob 

stacle means comprises a vertically extending support 
associated with said track, an inertial element rotatably 
mounted on said support for rotation in a vertical plane 
extending in the direction of travel of a vehicle on said 
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the path of travel of a vehicle on the track during at 
least a portion of its rotation, whereby a vehicle moving 
through said obstacle means and engaging said blade 
with sufficient speed to overcome the inertia of said 
blade and inertia element will be slowed down and will 
simultaneously cause the blade and inertia element to 
rotate and thereby randomly position the blade in the 
path of travel of the vehicle for further random engage 
ments there with. 

23. The game as defined in claim 22 wherein said ve 
hicle is self-propelled and includes means for storing a 
predetermined quantity of energy and delivering said 
energy to the vehicle to cause said vehicle to traverse 
said track for a maximum number of unobstructed laps 
whereby the vehicle can make a plurality of jumps of 
said gap and the number of such jumps will be affected 
by the energy in said storing means which is dissipated 
by said obstacle means in randomly slowing down the 

track and a vehicle engaging blade mounted on said in- 20 vehicle. 
ertia element for rotation therewith and extending into 
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