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1. 
This invention relates to a gaine, more particu 

larly to an educational game for teaching math 
ernatical addition and subtraction to children. 
The principal object of the invention is to 

provide a gaine of this character with which a 
variety of problems in addition and subtraction 
may be presented to which the user endeavors 
to select the correct answers, and which will 
designate mechanically whether the selected an 
SWer is correct. 
Another object is to provide a game of this 

character in which separate blocks or pieces will 
be rised in setting up the problem, and these 
pieces will outline a receiving opening for a third 
a:EnSWer piece: in Such a way that only the correct 
answer piece can be inserted in the receiving 
opening. 
A still further object is to se construct the 

device that the various elements of the problem 
and its answer will be arranged in their correct 
relation to a similar written problern, so the child 
will associate the garnes problems with conver 
tional written problems. 
Other objects arid advantages resides in the 

detail construction of the inventier, which is 
designed for simplicity, economy, and efficiency, 
These will become more apparent from the fe 
lowing description, 
In the following detailed description of the iri 

wention, reference is had to the aecorrpanying 
drawing which forris a part hereof. Like rit. 
meras refer to like parts in all views of the 
drawing and throughottt the description. 

in the drawing: 

form of problem piece used in the improved game; 
Fig. 2 illustrates three typical examples of a 

Second form of problem piece used in the im 
proved game; 

Fig. 3 illustrates three typical answer pieces as 
used therein; - 

Fig. 4 is a face view of a frame for receiving 
and assembling the problem and answer pieces 
of Figs. 1, 2, and 3 when demonstrating problems 4: 
in addition; 

Fig. 5 illustrates the same frame arranged to 
demonstrate problems in subtraction; and 

Fig. 6 is a cross-section through the frame of 
Fig. 5, taken on the line 6-6 Fig. 5. 
The improved game employs two different types 

of problem pieces and a single type of answer 
piece, all cut or formed from stiff sheet material 
such as heavy cardboard or the like. The pieces 
are designed to be placed in a flat frame 9 hav 
ing a recess 25 formed therein, of a depth equal 
ing the thickness of the pieces. The frame may 
be formed from two thicknesses of cardboard, 
one forming the cut-out for the recesses 25, and 
the other forming a backing thereon. It could, 
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however, be molded from plastic or other suitable 
material. 
One form of answer piece is shown in Fig. 1, 

designated by the numeral fl. Each piece car 
ries a numeral 5, and the pieces are numbered 
in sequence from one to nine, or less if preferred. 
An L-shaped leg 2 depends from one extremity 
of each piece f f, terminating in a foot portion 
f3 provided with a plurality of protuberances or 
tongues. 4. The pieces carry the same nu 
nerals on both their front and rear faces, the 
numerals on the rear face being inverted from 
the numerals on the front face, as shown in Figs. 
4 and 5. 
The front faces carry a “plus' sign f6 to 

designate this face is to be used for problems. in 
addition, and the rear faces carry a 'minus' sign 

to designate that this face is to be used for 
problems of subtraction. 
The number of tongues 4 on each piece corre 

sponds to the numerical value of the numeral on 
that piece, that is, the piece carrying the null 
meral '2' will have two of the tongues. 4, and 
the remaining pieces will have tongues corre 

25 sponding in number to the value of the numeral 
thereon. 
The second form of problem piece is illustrated 

in Fig. 2, comprising a second flat, problem piece 
8 eut away at one corner, as indicated at 9, 

is to receive the foot portion 3 of one of the first 
problem pieces. Each piece 8 carries a numeral 
as shown at 20 and each is provided along its 
lower edge with a plurality of tongues 24 corre 
sponding to and aligning with the tongues 4 

Fig. 1 illustrates three typical examples of one * of the pieces f. As in the case of the first pieces, 
the number of tongues 24 on the second problem 
pieces 8 corresponds to the value of the nu 
neral on that piece. The pieces 8 carry the 
same. numerals on their rear faces as on their 
front faces in inverted relation, similarly to the 
pieces . The front face is used for problems 
in addition as shown in Fig. 4 and the rear face 
foe. problems, in subtraction as shown in Fig. 5. 
The problem pieces of Figs. 1 and 2 are used 

in connection with answer pieces. 22, typical ones 
of which are shown in Fig. 3. Each of the 
answer blocks. 22 earries a numeral such as shown 
at 23, which provides, an answer for a given prob 
len. The numerals 23 are repeated on both faces 
of the pieces 22 in inverted relation. The an 
swer blocks also carry tongues along one edge 
thereof as indicated at 24, the number of tongues 
on each block corresponding to the value of the 
ntineral 23 thereon. 

For problems in addition, the blocks are ar 
ranged as shown in Fig. 4, that is, one of the 
pieces will be placed in the upper portion of 
the recess 25, and one of the pieces 8 will be 
positioned therebelow fitting the leg 2 and foot 
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is to be used for addition and that the piece 
carrying the numeral '5' and one of the pieces 
8 carrying the numeral '4' have been selected 
and placed in the frame to as shown in Fig. 4. 
This presents the problem 5-4=? Since the foot 
of the piece f f carrying the numeral '5' contains 
five of the tongues 4, and the piece 8 carrying 
the numeral “4” carries four of the tongues 2, 
We Will have a total of nine tongues aligned along 
the bottom edge of the two pieces and 8. 
The user now selects one of the answer blocks 

22 and endeavors to fit it into the Socket 25. If 
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the block carrying the numeral '9' is selected, 
it Will have nine tongues, corresponding to the 
nine tongues of the two problem blocks, so that 
it will fit Snugly into place. No other answer 
block will fit, however, due to the difference in 
the total of the tongues 24. 

For problems in subtraction the frame 0 is in 
verted, and the problein and answer blocks are 
turned over to expose their reverse faces. One of 
the answer blocks 22, for instance the one bear 
ing the numera “9,' is then placed in the upper 
portion of the depression 25, and one of the prob 
len blocks 8, for instance the one carrying the 
Illneral '4' is inserted therebelow. 
This presents the problem 9-4=?, and requires 

the user to select one of the pieces it carrying the 
Supposed correct answer. Only the piece it 
carrying the numeral “5' and having five of the 
tongues 4 will fit into the remaining tongues 24 
of the block 22. 
The tabs off on their reverse, or subtraction 

side, carry lines 26 which indicate the problem 
line, below which the answer is to be inserted, and 
the front faces of the answer blocks 22 carry a 
similar line 27, below which the answer in an ad 
dition problem is to be inserted. These lines give 
the user a visual picture of the problem being 
WOrked. 
While a Specific form of the improvement has 

has been described and illustrated herein, it is 
desired to be understood that the same may be 
varied, Within the scope of the appended claims, 
Without departing from the spirit of the invention. 
Having thus described the invention, what is 

claimed and desired secured by Letters Patent is: 
1. An educational game device Comprising: a 

first problem piece; a second problem piece, each 
problem piece carrying a numeral; devices pro 
jecting from each piece, the number of devices 
projecting from each piece corresponding to the 
nunnerical value of the numeral thereon; an 
answer piece; and projections on said answer 
piece corresponding in number to the total num 
ber of projecting devices on both the problem 
pieces the projections on said answer piece inter 
fitting with all of the devices projecting from 
both problem pieces. 

2. An educational game device comprising: a 
first problem piece; a second problem piece, each 
problem piece carrying a numeral; a projecting 
portion on the first problem piece partially sur 
rounding the Second problem piece so that the 
lower edges of both pieces will align with each 
other; and an answer piece having an upper edge 
aligning with the aligned edges of the two prob 
len pieces, Said edges being irregular, the irregul 
larities of the edges of the problem pieces cor 
responding and fitting to the irregularities in the 
edge of the anSWer piece, said answer piece carry 
ing a numeral forming the answer to the problem 
presented by the problem pieces. 
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3. An educational game device comprising: a 

first problem piece; a second problem piece, each 
problem piece carrying a numeral; a projecting 
portion. On the first problem piece partially Sur 
rounding the second problem piece. So that the 
lower edges of both pieces will align with each 
other; indentations formed in the aligned edges 
of each problem piece, the number of indentations 
in each piece corresponding in numerical value 
to the numeral thereon; and an answer piece hav 
ing an upper edge aligning with the aligned edges 
of the problem pieces, said answer piece having 
indentations in said upper edge, the number of 
indentations in the latter edge corresponding to 
the total number of indentations in the aligned 
edges of the problem pieces. 

4. A game device comprising: a relatively flat 
frame having a shallow depression of uniform 
depth in its front face; a problem piece fitted into 
the upper portion of said depression; a down 
Wardly projecting L-shaped foot on said problem 
piece extending to the middle of said depression; 
a Second problem piece fitted into said depression 
and into the L-shaped foot on the first problem 
piece, the bottom of the second problem piece 
aligning with the bottom of said foot; and an 
answer piece fitted into the bottom of said socket 
below said problem pieces, the adjacent edges of 
the foot, the second problem piece, and the 
answer piece being irregular and fitting into eac 
other. . 

5. A game device comprising: a relatively flat 
frame having a shallow depression of uniform 
depth in its front face; a problem piece fitted 
into the upper portion of said depression; a 
downwardly projecting L-shaped foot on said 
problem piece extending to the middle of said 
depression; a second problem piece fitted into 
Said depression and into the L-shaped foot on 
the first problem piece, the bottom of the second 
problem piece aligning with the bottom of said 
foot; an answer piece fitted into the bottom of 
Said Socket below said problem pieces, the ad 
jacent edges of the foot, the second problem 
piece, and the answer piece being irregular and 
fitting into each other; a numeral on each of said 
pieces; projections on said foot corresponding in 
number to the numeral on the first front piece; 
projections on second problem piece correspond 
ing in number to the numeral on that piece; and 
co-acting projections on the answer piece fitting 
the projections on the foot and on the second 
problem piece, there being a numeral on the 
answer piece forming an answer to the problem 
presented by the problem pieces and correspond. 
ing in numerical value to the number of projec 
tions on the answer piece. 
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