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A 

Application filed October 14, 1925. Serial No. 62,833. 

This invention relates to amusement or 
game devices and one of its objects is to 
provide an apparatus of a nature requiring 
a certain amount of skill in operation and 
adapted for playing games either by an in 
dividual or by a plurality of individuals 
laving competitively. 
Ply the FE embodiment of the in 
vention the main board carries a tray of 
suitable material, such as non-magnetic na: 
terial, capable of holding a certain depth of 
water to float objects, such as smallboats, containing magnetic material and thereby 
adapted for actuation from one side or end 
of the tray to the oppositeside or end by 
the energization in succession of suitably , 
arranged electro-magnets immediately be 
neath the bottom of the tray. Indications 
on the bottom of the tray designate points 
or stations at opposite ends of the tray, each 
of which is the starting point of a boat 
travelling in one direction and the destina 
tion of a boat travelling in the opposite di 
rection. The bottom of the tray is also 
marked with two symmetrically arranged 
branched paths one to be followed by a 
boat going in one direction and the other 
to be followed by a boat moving in the op 
posite direction. At regular intervals along 
such paths there are points designated by 
suitable symbols to indicate the position of 
the electro-magnets beneath the tray. For 
controlling such magnets provision is made 
at each end of the board of an array of con 
tacts, in the general form of a key-board. 
These contacts are designated by symbols 
corresponding to those on the bottom of the 
tray and the electrical connections are such 
that a player at one end of the board may 
energize any magnet in the branched path. 
leading to the other end of the tray by ap 
plying a contact at the end of a flexible con 
ductor to the contact for the symbol cor 
responding to the magnet to be energized, 
and located in the adjacent array or con 
tact board of fixed contacts. 

posite end of the board. It should be under 
stood that the electro-magnets at the com 
mon ends of the branched paths may be ener 
gized from either end of the board. 
One of the main features of the game to 

be played in using the apparatus of the 
present invention is to cause a boat to pass 
from one end of the board to the other as 

the same time 

The electro 
magnets along the other branched path may 
be energized at will by a player at the op 

rapidly, as possible, subject to the rules of 
the game which may require certain paths 
to be followed. In the event that two per 
sons are playing, the boats are started at 
board and each of the players endeavors to 

6) 

om opposite ends of the , 
cause his boat to reach its destination before 
that of his opponent. . . 
Other objects and advantages will here 

inafter appear. t - 
In the drawin 
Fig. 1 is a plan view of the apparatus, 
Fig. 2 is a longitudinal section on the line 

2, 2 of Fig. 1, and 7) 
Fig. 3 is a schematic diagram of electric . 

circuits to control the magnets, 
The apparatus comprises a main element 

or boardi comprising a frame 2 preferably 
of wood and cut away at its center to re 
ceive a tray 3 and at the ends to accom 
modate contact boards 4 and 5 respectively, 
the term “contact board being used in 
analogy to the term "key-board' as used for 
other, forms of apparatus. The tray 3 is 
formed preferably of a sheet of water 
proof material arranged to comprise a bead 
formed of a coil of the material extending 
around the edge of the tray and of sufficient 
height to confine liquid, such as water, 
poured into the tray. As shown in Fig. 2, 
portions of the sheet of water-proof ma 
terial extend beneath frame 2 and between 
the same and a support 6. 
As shown in Fig.1, the tray 3 is provided 

in its lower left hand corner with a harbor 
or port and at the upper right hand corner 
with a harbor or port 8, the port 7 being 
the home port of a red boat 9 and the hostile 
port of a blue boat 10 and the port 8 being 
the home port of the blue boat 10 and the 
hostile port for the red boat 9. Marked on 
the bottom of the tray are red stations ar 
ranged at substantially regular intervals in 
branched paths leading from the station in 
the lowe left hand corner of Fig. 1 to 
the upper right hand corner, and blue sta 
tions arranged at substantially regular in 
tervals in branched paths leading from the 
station in the upper right hand corner (Fig. 
1) to the station in the lower left hand 
COne. 

Looking at the board from the left hand 
(Fig. 1) the red stations along one path are 
numbered 2, 3, 4, 5, 6 and 7 and the blue 
station in the upper right hand corner is 
numbered 8. Following another path from 
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the red station 1 we find the stations num 
bered A, B, C, D, E, F, the station F. bein 
comparatively near the red station 6 and 
also the red station 5. Starting from the 
red station 4 along another path provision 
is made of red stations V,VI,VII, the . 
latter station being comparatively near the 
blue station No. 8 as looked at from the 
opposite end of the board. 

Looking at the board from the right hand 
end (Fig.1) the board is marked with blue 
stations arranged at substantially uniform 

O 

intervals along branched paths leading from 
the blue station 1 corresponding to red sta 

is tion 8 and extending to the red station. 1 
which would correspond to blue station 8.. 
The blue stations are numbered correspond 
ingly to the red stations and the two sets of stations are arranged symmetrically on the 

20 bottom of the tray. It will also be seen 
that certain parts of the paths having red 
stations intersect certain branches of the 
paths having blue stations. . . . 
Mounted beneath each station is an 25 electro-magnet 11, the electro-magnets under 

the red stations being E"from the 
contact board 4 and the electro-magnets 
under the blue stations being energized from: 
the contact board 5. With the exception of 
the electro-magnets for the terminal stations 
common to both red and blue paths, each electro-magnet can be energized from only 
one of the contact boards, the electro-mag 
nets corresponding to the terminal stations 
may, however, be energized from either con 
tact board for reasons to be set forth more 
fully hereinafter. . . . . 
As shown in Fig. 1, the red contact board 

has two rows of contacts, those in one row 
being designated by A, 1, 2, 3, 4,5,6,7,8 

- and f SheE. r di respective V, V. R. W. W. s 
The Ea 5 has a corresponding 
set of contacts similarly arranged and designated. 
The contact board 4 is provided with a 

terminal 12 having a wingnut 13 to facili 
tate the connection therewith of a conductor 14 connected with any suitable source of cur 
rent, such as a battery 15. It should be 
understood that the electrical connections 
may be of any suitable form or arrangement 
but for convenience the system is shown as 
comprising a conductor 16 connected with 
the terminal 12 and to which the one end of 
the coil of each electro-magnet is connected. 
The other end of the coil of each electro 
magnet corresponding to a red station is 
connected with a correspondingly designated 
contact in the red key-board 4 and the other 
end of the coil of each electro-magnet under 
a blue station is connected with the cor 
respondingly designated terminal in the blue 
contact board 5. As indicated in the lower 
left hand corner and the upper right hand 
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trolled from the contact boards. 

to 

... 1,810,880. ... 
corner of Fig. 3, the electro-magnets at the S. 
terminal ports have their coils connected 
with the 1 station of the adjagent contact 
board and the 8 contact of the opposite 
contact board. Connected with the other 7. 
terminal of the battery 15 is a conductor 17 
having two branches 18 and 19 respectively, the branch 18 being provided at its end with 
a novable contact 20 to be applied to any 
of the contacts of the contact board 4 as is 
desired and the branch 19 being provided 
with a contact 21 to be brought into engage 
ment at will with any one of the contacts 
of the contact board 5 to energize the cor 
responding electro-magnet. - 

connection with each game provision 
is made of a suitable transformer for use if 
necessary between the terminal 12 and the 
lighting system or other sources of current, 

80 

and two magnets, such as ordinary horse: 85 shoe permanent magnets for bringing a shi into the range g of E. E. Ep 
rovision 

may also be made of one or more wedges for leveling the apparatus. 
Aécording to one manner of using the ap 

paratus, each E. has one ship or boat and the object of the game is for each player 
it a ship out of his own or homeport 

and into the other home port as rapidly as 
possible. To position the ships at the start 
ing point each player takes his horse-shoe 
magnet and keeping it above the ship draws. 
the latter into the neighborhood of magnet 
No. 1 adjacent his home port. When a 
signal is given for starting, the horse-shoe 
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magnets are withdrawn and each player 
puts the corresponding magnet No. 1 in. 
operation. Then by actuation of successive 
magnets the players cause the correspond 
ing ships to travel as desired. As ilius 
trated, there are three different ways in 
which a ship may be made to pass from its 
EE home port to that of the opposing 
player: 

(a) The way around what may be referred 
to as a main loop, which although a long 
run, is perfectly safe since no magnets of 
the opposed party are close enough to draw 
the ship out of its course. w 

(b) Through the paths at the inner sides 
of the loops which are the shortest but also 
the most dangerous since many of the op 
posed magnets are close enough to divert the 
ship from its course or even draw the ship 
over to the other course. - 

(c) Through a path which passes between 
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the loops and joins the first path before 
reaching the final port. The players may 
agree beforehand whether they are to dis 
turb each other or not. 

According to another manner of using the 
EE both parties may play with one and the same ship. After determining who 

is to begin, the player decided upon tries 130 
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tween the loops while the opposing party 
tries to prevent this and to seize the ship 
for navigation by himself. If the oppos 
ing party has succeeded in seizing the ship, 
he may have the right to go around the 
loop and when the first party recovers his 
ship he gets the same right. 

bviously the game may 
other ways if desired. 

It will be apparent that numerous difi 
culties arise in playing the game satis 
factorily. If a ship has gone of a magnet 
for a distance greater than its own length, 
it is almost useless to try to draw it back to that magnet. It is necessary to energize 
each magnet at the right moment to draw 
the ship thereto and it is also necessary 

be played in 

to deenergize the magnet at the proper mo 
ment to permit the ship to be drawn to an 
other magnet. The manner in which the 
ship is directed is also a matter of consider 
able importance. 
- It should be understood that the particu 
lar forms as disclosed herein of the appara 
tus and parts thereof are merely illustrative 
of the invention and that various changes 
may be made therein without departing 
from the spirit of the invention. 

I claim: 
1. An amusement device comprising a 

play area having thereon indications of sep 
arate sets of paths along which magnetic 
objects are to be raced in generally opposite 
directions, electro-magnets arranged along 
said sets of paths, and means at opposite 
ositions with reference to said play area, 
or control by said competitors for selec 

tively energizing the electro-magnets ar 
Aged along the corresponding sets of 
paths. 

2. An amusement device comprising a 
suitable support, a set of electro-magnets im 
mediately beneath the upper surface of said 
support to determine paths or branches 
thereof along which a device of magnetic 
material may be caused to move, a set of 
contacts at one end of the support, con 
ductors connecting a source of power with 
each of the magnet coils of which the other 

r ends are connected with the contacts of said 
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set, and means for completing a circuit 
through each of the magnet coils compris 
ing a conductor connected with the other 
terminal of the source of power and a con 
tact on the last mentioned conductor for 
attaching the contacts of said set as desired 
to energize the corresponding electro-mag 
nets. w 

3. An amusement apparatus comprising a 
play field having thereon indications of sep 
arate paths along which magnetic objects 
are to be raced in opposite directions by 
competitors at opposite ends of the field, 
electro-magnets arranged along said paths, 

..', e. 

and means controlled by each competitor for 
selectively energizing the electro-magnets 
arranged along the corresponding path. 

4. An amusement apparatus comprising 
a play field having thereon indications of 
separate paths along which magnetic objects 
are to be raced in opposite directions by 
competitors at opposite ends of the field, 
electro-magnets arranged along said paths, 
and means controlled by each competitor 
for selectively energizing the electro-mag 
nets arranged along the corresponding path 
and the first magnet on the other path. 

5. Game apparatus comprising a basin to 
receive a body of liquid, floating bodies of 
magnetic material, sets of electro-magnets 
beneath the basin and immediately below 
stations marked on the bottom of the basin 
and arranged in paths extending across the 
board in opposite directions, sets of contacts 
at opposite ends of the basin, and connec 
tion between the contacts of each set and 
the electro-magnets of the corresponding 
path to enable the corresponding floating 
body to be moved therealong by completing 
the circuit through the coils of the corre 
sponding magnets. 

6. Game apparatus comprising a basin to 
receive a body of liquid, floating bodies of 
magnetic material, sets of electro-magnets 
beneath the basin and immediately below 
stations marked on the bottom of the basin 
and arranged in paths extending across the 
basin in opposite directions, sets of contacts 
at opposite ends of the basin, and connection 
between the contacts of each set and the 
electro-magnets of the corresponding path 
to enable the corresponding floating body 
to be moved therealong by completing the 
circuit through the coils of the correspond 
ing magnets, each of the single electro-mag 
nets at opposite ends of the basin being 
energized through one contact of each group. 

7. Game apparatus comprising a basin to 
receive a shallow body of liquid, floating 
bodies of magnetic material, said basin hav 
ing separate branched paths joining common 
initial and terminal points which together 
with points at uniform distances along said 
paths are marked with identifying symbols, 
sets of contacts at opposite ends of the basin 
and having designations corresponding to 
the points on said paths and means for 
moving said floating bodies along said paths 
comprising electro-magnets beneath said 
points in the paths and including coils, each 
having one end connected with a source of 
power and the other with a corresponding 
contact in one of said sets for control there 
through, the separate branched paths being 
so arranged that each competitor may inter 
fere with the floating body controlled by 
the other, 

8. Game apparatus comprising a play 
field, groups of contact devices at opposite 
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ends of the playfield, electro-magnets ar 
ranged beneath the play field at intervals 
in a path extending from one end of the 
field to the other and connected with one 
group of contact devices to be energized therethrough to move an object of magnetic 
material from one end to the other, and 
additional electro-magnets controlled from 
the other group of contacts to interfere with 

0. the action of said object under the control 
of the first group of contacts. . 

9. Game pi comprising a play 
field, groups of contact devices at opposite 

1,610,380 ... 

therethrou 

l 
ends of the play field, electro-magnets ar 
ranged beneath the play field at intervals. 
in a path extending from one end of the 

5 

field to the other and connected with one. 
group of contact devices to be energized 

gh to move an object of magnetic 
material E. one end to the other, and 
additional electro-magnets controlled from 
the other group of contacts to influ 
movement of objects of magnetic material 
over the surface. 

ce the 
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In testimony whereof I affix my signature. 
ANTON PRINS. 
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