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SPECIFICATION forming part of Letters Patent No. 531,469, dated December 25, 1894.
Application flled December 26,1893, Sorial No. 404,814, (No model.)

To all whom it may concern:

_Be it known. that I, ARTHUR L. PRATT, a

citizen of the United States, residing at Kala-
mazoo, county of Kalamazoo, State of Michi-
gan, have invented a new and useful Coin-
Controlled Game Apparatus, of which the fol-
lowing is a specification. -
_ Thisinvention relates to that class of games
in which a revoluble spring actuated wheel
is employed bearing different colors or char-
acters on which the game is played, an indi-
cator serving to point out which color or char-
acter the wheel stops on when it comes to'a
rest, a crank-shaft, and mechanism for oper-
ating the wheel, and coin controlled mechan-
ism for locking and releasing the same.

The main object of the invention is to so
construct the apparatus that, whenever the
wheel stops on a color orcharacter correspond-
ing to the one the player has previously
chosen before starting the wheel, it will' auto-
matically deliver the preminm established in
coins for that particular color or character.

Other objects will appear in the following
description and claims, prominent among
which may be named the electro magnetic
apparatus for automatically delivering the
coins (checks or equivalents); the arrange-
ment for preventing the player from chang-
ing his choice after commencing to play,and
the circuit “maker” and “breaker;” all of
which are clearly explained in the detailed
description below. .

In the drawings forming part of this speci-
fication, Figure 1, is a rear elevation of the
wheel; Fig. 2, a side elevation looking from a
point at the left of Fig. 1, with parts in see-

Fig. 4, asection on line 2—2 in Fig. 1 looking
from a point above; Fig. 5, a section on line
3—3 in Fig. 1, enlarged, looking from a point
above; Fig. 6, a diagrammatical view illus-
trating the theory of the invention, and Fig.

- 7, is a cross section enlarged on line 55 in
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Fig. 6 looking from a point at the right; Fig.
8, a view showing the case of the apparatus

in vertical section,and Fig.9,is a plan of de-

tails in Fig. 8, below described.

Referring to the lettered parts of the draw-
ings, A is the revoluble wheel provided on
the front face with a series of metal pins
around the same near its periphery, Figs 3, 4

and 6, said pins being represented by colors
or characters; that is, the wheel may be di-
vided off on its front face by different radial
colors as the radial lines in Fig. 3 indicate,
and the pins in these colors are represented
by them, or the pins may be marked with let-
ters or characters in lieu of the colors. For
the purpose of thisdescriptionI haveadopted
the letter R to point out the pin. - Of course
these colors or characters alternate around
the wheel with other like colors or characters
and with different colors or characters, but a
description of one will be sufficient for all.

I will first explain the theory in a general
manner and ‘then proceed to the details of
construction which I have adopted in perfect-
ing an operative apparatus.

Referring to Figs. 6and 9, 1,2, 3 and 4 illus-
trate colors or characters to be chosen by the
player. As here shown the player has chosen
1 by setting the pointer B to designate this
character or.color as the case in thereal game
might. be. The pointer B, has attached to it
switch-levers C, which levers are in contact
with the contact plates 5, of the switch, which
plates are in contact with the wires a, of the
cireuit. In this circuit a, is a battery D, a
magnet and armature lever E, the indicator
F,and thepinsrepresentingthe colors or char-
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acters, as R. The character 1, on which the -

pointer B, is set corresponds to the character
R. Thus if colors are employed they would
be the samecolors at 1, and R. The lever E
referred to is fulerumed at its lower end at
S’ in Fig. 8.

At G, Figs. 6:and 8, is shown a conveyer

which when playing i3 filled with coins, checks,
or their equivalents. . The upper end of the
armature lever E, is provided with a projec-
tion H, which enters the conveyer through a
hole, Fig. 7, forward of a given coin or equiva-
lent, and holds back all coins in the rear of
the same.

At 1, is a lever at the delivery end of the

conveyer @&, having a projection which holds.

back all the coins in the conveyer. It is at-
tached to a spring actuated shaft, which shaft
holds this lever projection inserted into the
conveyer; while the projectionsof the arma-
ture levers are not inserted until the cireuit
is closed in playing the game.

When the levers E, are swung in by the
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magnets they comein eontact with acrank K,
attached to the shaft J, which action swings
the lever I, outward. The player then hav-
ing set the pointer B, on 1, and the wheel hav-
ing stopped so that the indicator contacts with
the pin at R, which character R, is like the
character 1, chosen by the player, the result is
that the armature lever L, in the ecireuit a,
operates to hold back all coins in the rear of
it, and to swing lever I outward releasing all
coinsg in front of the armature lever K, and
these coins pass out through the passage L,
into a receptacle in view of the player,said
receptacle not being here shown. Of course
shouid the wheel stop on any other charaecter
or colorno coin would bedelivered.

Some characters or colors are of course ar-
ranged to deliver more coins than others,
which is provided for by the particular point
at which the armature lever for the respect-
ive characters or colors is placed. As shown
in Fig. 6, the first armature lever E, at the
right delivers, say two coins for the one in-
serted by the player whenever he wins, the
next a greater number and so on.

‘While only one circuit is here shown, it
will beunderstood that different circuit wires
are employed for each character or color,
each confaet plate 5, and each armature le-
ver, and that the battery is in all the circuits
which will be eclearly understood without
showing all the wires.

The indicator F, consists of a spring actu-
ated lever acting on the pins when the wheel
turns, like the pawl of a ratchet. It has an
insulated elastic strip of metal which con-
tacts with the pins as in Figs. 3 and 6, when
the wheel is at rest. The wheel might be
stationary, and arevoluble band be employed
as theindiecatorif preferred. Of course since
the wheel revolves, the pins for all the colors
or characters of the different series have to
be wired and brought to a point for forming
a sliding contact with the circuit wires of the
different series in the stationary part of the
apparatus. I accomplish this by providing
the wheel A, with metal rings M, concen-
tric with each other and extending through
the wheel, Figs. 4 and 6. With these metal
rings M, the metal fingers N, are arranged to
form a sliding contact when the wheel A, re-
volves. These metal rings M, and fingers N,
are attached to the cireunit wires a. Fig. 1
will serve to illustrate the idea of wiring the
pins, the wires being brought in contaet with
the rings M, on the back face of the wheel,
between said wheel and the ratchet O, Fig. 4.

The wheel A, is revolubly mounted on a
shaft P, Figs. 2, 4 and 8, and a double pulley
S, and ratchet wheel O, are rigidly attached
to said shaft P, the latter of which is revolu-
ble on suitable bearing supports, whiech con-
sist of eross beams in the case, the same be-
ing shown in cross section at 7 7 in Fig. 8.
A pawl V, Figs. 1 and 4, is attached to the
wheel A, in position to engage the ratchet
wheel O.
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On the double pulley S, winds a belt T,
and a spring U. Oune end of the spring U is
attached to afixed support and the other end
is attached to the pulley.

Below the wheel A, is arevoluble shaft W,
provided with acrank Z, Figs. 2, 3 and 8. A
quadrant ¢, is attached to the shaft W, and
over the quadrant is a pivoted cateh e, in po-
sition to engage the end of the same, and
prevents the erank Z, from being operated
until a eoin, check, or its equivalent, is
dropped into the end %, which act trips the
latch, after which the coin passes into the
conveyer G, at ¢, Fig. 6, said point ¢, in the
construection being located beneath the end
of lateh at A, in Fig. 3.

The pointer B, Figs. 2, 8, and 9, has notches

f, into which the upper end of a pivoted dog
m, catches to hold the pointar B, where the
player has set it. Between the lower end of
dog m, and the qnadrant ¢, is a pin n, actu-
ated by a spring &', Figs. 2, and 8, the outer
end of which pin passes by the end of the
quadrant ¢, at 7, IFig. 3, prior to the erank Z,
being started, which of course leaves the dog
free to be disengaged from the notch f, but
when the player has made his choice, dropped
his coin, check, or equivalent, to operate the
latch e, and started the crank Z, the quad-
rant ¢, comes in contact with the outer end
of the pin n, which prevents the dog m, from
being unlatched from the noteh f, and hence
the player is prevented from changing the
position of the pointer B, after the game be-
gins.
° In Figs. 3, and 8 is shown a lever A, at-
tached to a spring in the ease C’, (spring not
shown) and connected with the quadrant ¢,
by a rod B’, to bring the crank Z, back to
the point of starting, at the end of each play.
On the rear end of erank shaft W, is a loose
lever D/, Figs. 1 and 2, to the upper end of
which is attached the end of the belt T. By
the side of the lever D', is a lever K’, rigid
on the shaft W.
lever B/, is a spring actuated pin ¥, which
pin passes by the lever D', so as to engage
it when the crank Z,is operated, thus swing-
ing the lever D’, downward, which action
draws on the belt T, revolving the pulleys S,
and tightening the spring U, by coiling it
closer on the pulley. Attached to the pin F’,
is a lever I’, Figs. 1, 4, 5, and 8, which, when
the levers D/, I/, are swung down to their
limit, comes in contact with the fixed point
T, and disengages the pin F’, from the lever
D’, at which time the wheel A, is revolved
by the spring U, and the belt is wound up
again on the pulley S.

InTig.1,at J’,isshown a circuit “breaker”
and “maker.” The same is indicated at J’,
in Fig. 6. One end of the broken wire a, is
attached to a pivoted lever, and insulated
therefrom, said lever being pivotally attached
to the shaft W, and provided at its pivoted
end with lugs L/, and N’. The other broken

end of the wire o would be attached to some
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support, none being shown in Fig. 1, but the
back wall of the case in Fig. 8, Would be a
suitable place of attachment.

The shaft W, is provided with a luw o',
which lug, wheu the crank Z, and lever E’
are up as when at rest prior to playing, bears
against the lug I/, and “breaks” the circait
as in Fig. 1, and when the lever E’, is down
as in dotted position in Fig. 1, the lug O/,
bears against the lug N’, and makes” the
cireuit. It should be observed that at this
stage of the operation, when the crank Z, and
lever E’, are down the player holds the crank

- Z, down until the wheel A, stops, at which
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tlme, if the wheel stops on the color or char-
acter chosen by the player, that particular
circuit for said character or color will be conm-
plete and the proper number of coins will be
automatically delivered to the player..

I anticipate that different plans so far as
the mechanieal steps are concerned, might be
adopted for establishing the cireunits, circuit
“breaker,” the plan for holding back or block-
ing and delivering the coins, and also revolv-
ing the wheel. Hence I do not wish to limit
the scheme of automatically delivering the
coins when the color or charaeter designated

by the indieator corresponds with that chosen:

by the player, to the particular specific de-
tails which I have shown to illustrate an op-
erative apparatus.

Of course some of the colors or characters
may be provided with complete circuits and
some notf, in which case when the wheel
stopped on those which were provided with
circuits the apparatus would deliver coins to
the player, and when it stopped on the others
no coins would be delivered. In thiscase.no

- pointer for the player’s use is employed, he
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merely playing the game without making a
choics of colors or characters. .

Having thus described my invention, what
Iclaim as new, and desire to secure by Letters
Patent of the United States, is— -

1. A game apparatus, comprising a revolu-
ble part, an electric circuit, a detached por-
tion of said cireunit being arranwed in the revo-

luble part in such a manner that when the.

latter chances to stop at a certain point, the
detached portion of the circuit will contact
with the balance of the circuit, thus complet-

" ing-said circuit, and means in the circuit
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adapted to deliver coins or the like, when
said completion of the cirenit takes place,
substantially as set forth.

2. A game apparatus employing an electrie
eircuit, and a revoluble wheel bearing colors
or characters on which the game is played,
an indicator pointing out the color or charac-
ter on which the wheel stops, a pointer for the
player’s use, and electr ically operated mech-
anism for delivering coins to the winner, all
in said cirecuit, substa,ntully as sef forth.

3. Agame apparatus comprising an eleetric
circuit, a part having eharacters or colors on
which the game is played an indicator point-

ing out said colors or characters, a pointer

for the player’s use, acoin conveyer,an arma-
ture lever or levers each provided with a pro-
,]ect10n for entermg said conveyer to block
and release the coins,all in sald circuit, sub-
stantially as set forth.

4." A game apparatus employing an electrie
cireuit, a revoluble wheel bearing colors or
characters on which the game is played an
indicator pointing out the colors or charac-
ters on which the wheel ‘stops, a pointer for
tho player’s use, a coin conveyer, an armature
lever or levers each provided with a projec-
tion for entering the coin conveyer to block
and release the coins, all in said eirenit, subs

. stantially as set forth.

- 5: A gameapparatus employing an electuc
cireuit,arevoluble wheel'provided with metal
pins or points of contact representmv colors

or characters on which the game is played,

and with metal rings, said pins and rings
connecting with the cucmt wires, metal ﬁn-
gers formmv asliding contact with 8aid rings
and attached to the circuit w1res, an 1ndlca-

tor for contacting with said pins; a pointer

70

75

8o~

85

90

forthe player s use, and mechanism for deliv- -

ering coins to the winner, said indicator,
pointer, and meechanism being in said circuit,
substantially as set forth.

6. In a game apparatus employing charac-

“ters or colors on which the game is played,

the combination of an electmc circuit, an in-
dicator for pointing out said colors or char-
acters, a pointer for the player’s use, a coin
conveyer, a spring actuated lever provided
with a pro;eclnon for entering said conveyer
to block the coins at the dellvery end,and an
armature lever adapted to block the eoins
back of a number of coins blocked by the
spring actuated lever, and at the same time
to release the latter lever from blocking the
coins, said characters or colors, indicator,
pointer, and armature lever being in the c1r-
cuit, substantially as set forth.

7. A gameapparatus employing an electric
cireuit, a revoluble wheel provided with metal
pins representing colors or characters on
which the game is played, and with metal
rings, metal fingers contacting with saidrings,
the pins, rings and fingers connecting with
the cirecuit wires, an indicator in the ecireunit
for contacting with the pins, a switch having
metal contact points in said eireuit, a pointer

‘for the player’s use provided with arms for

contacting with said points of contact in the
switeh, a coin conveyer, and armature levers
in the cireuits for blocking and releasing the
coins in the conveyer, substantlally as set
forth.

8. A game apparatusemploying an electric

.cireait, and a revoluble wheel bearing colors

or characters on which the game is played an
indicator for pointing out said colors or char-
acters on which the wheelstops, a pointer for
the player’s use, and mechanism for operating
the wheel, a pivoted lever prov1ded with a
shoulder, a lug on the crank shaft in posi-
tion to contact w1th the shoulder of the lever
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to tilt it, one end of the separated cirenit wire
being attached to the free end of the lever,
and insulated therefrom, in position to con-
nect with and disconnect from the other end
of the circuit wire in “making” and “break-
ing” the circuit when the crank shaft is op-
erated, substantially as set forth.

9. In 2 game apparatus employing a revo-
luble wheel and a crank shaft and means for
operating said wheel, the combination of a
pointer for the player’s use provided with a
lock noteh, a pivoted dog for entering said
notch, a quadrant on the erank shaft, and a
sliding pin between the end of the dogand
the quadrant, substantially as set forth.

10. A game apparatus employing an electric
circuit, a revoluble wheel bearing colors or
characters on which the game is played, an
indieator for pointing out said colors or char-
acters, a pointer for the player’s use, mechan-
ism for delivering coins to the winner, all in
said eireuit, a pulley on the wheel shaft bear-

ing a spring for revolving the wheel and a |

belt for tightening said spring, a erank shaft,
a loose lever on said shaft to which the belt is
attached, alever rigid on said shaft and bear-
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ing a spring actuated pin adapted to engage
the loose lever, a lever attached to said pin,a
point for the lateh lever to contact with to re-
lease the pin from contact with the loose lever,
and a circuit “maker” and “breaker” in said
cireuit operated by revolving the crank shaft,
whereby the circuit is “made” by holding the
crank shaft down until after the wheel stops
revolving, substantially as set forth.

11. A gameapparatus employing an electric
circuit and employing in said cireuit, a revo-
luble wheel bearing colors or characters on
which the game is played, an indicator point-
ing out the color or character on which the
wheel stops, and armature levers and a coin
conveyer adapted to deliver coins when the
wheel stops at a point to close theeircuit, sub-
stantially as set forth.

In testimony of the foregoing I have here-
unto subseribed my name in the presence of
two witnesses.

ARTIIUR L. PRATT.
Witnesses:

ARTHUR E. CHAMBERS,
MicHAEL 1. O’NEILL.
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