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7 Claims. (CL 235—71)

This invention relates to a game score computer, and is
especially, though not exclusively, adaptable to auction
type card games which include a bid and a meld, such
as the family of pinochle and canasta games.

Briefly, the invention consists of a score indicator or
marker which travels along an evenly calibrated surface,
a bid tape and marker, slidable adjacent the travel of the
score marker, and a calibrated meld tape and marker,
which is slidable adjacent the bid tape. The number of
sets of these individual computers will depend on the card
game played, and the number of players. A more com-
plete explanation of the relationship between these tapes
and their operation in score computation appears in the
description of the drawings, and the examples described
below.

The primary object of this invention is to provide a
simple inexpensive game computer which will perform
all the computations required in auction type card games,
thus making all manual calculations unnecessary.

Another object of this invention is to provide a game
computer which is relatively simple to operate, yet is able
to compute the running total score for all situations
normally encountered.

Another object of this invention is to provide a game
computer which is operated by finger-tip control, and
can -be operated by one hand without picking up the
computer.

Another object of this invention is to provide a game
computer which allows good visualization of the score of
all of the players, regardless of the player’s position in
relation to the board.

Other objects, advantages and meritorious features of
this invention will more fully appear from the following
specification, claims, and accompanying drawings, where-
in:

FIG. 1 is a top view of the computer of this invention
showing three hypothetical situations which might be en-
countered in scoring;

FIG. 2 is a cross-sectinoal view of FIG. 1, in the direc-
tion of view arrows 2—2;

FIG. 3 is a cross-sectional view of FIG. 1 along view
arrows 3—3; and

FIG. 4 is an enlarged exploded view of an embodiment
of the reversible running total score marker.

Referring now to FIGS. 1, 2 and 3 in which I show a
preferred embodiment of my invention. In this embodi-
ment I have shown the case or housing 10 made of plas-
tic, however, the case could also be made of wood or
metal. The face of the computer, shown in FIG. 1,
actually has three columns of computers, indicated gen-
erally as 11, 12 and 13, which provides for three players
playing simultaneously, or two sets of partners. 1 will
refer specifically to the computer of column 11 in de-
scribing the construction details of my invention. The
left-hand margin of the computer is provided with equally
spaced calibrations, indicated generally at 16, numbered
from Zero to 100. These calibrations can be applied by
any of the well-known methods of applying indicia, such
as embossing, decaling or painting.

Immediately adjacent the computer surface calibrations
is the score tape 18, slidable parallel to the computer sur-
face indicia. A running total, or true score marker 20,
is affixed to the surface of the tape and is movable with
the tape to indicate the runming total or “true” score.

Adjacent and parallel to the score tape is a bid tape
22, calibrated in equal increments of the same size as the
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computer surface calibrations 16. The calibrations on
the bid tape, in this embodiment, are Zero to 100, in
both directions from the “Zero” mark. The bid marker
24 is affixed to the bid tape at the Zero mark, and the
opposite sides of the tape, from the Zero mark, may be
colored differently to improve visualization. A third cal-
ibrated meld tape 26, and a meld marker 28, is located
adjacent and parallel to the bid tape. The meld tape is
calibrated in increments equal to the computer surface
calibrations 16, from Zero to 100, and a meld marker 28
is affixed to the meld tape at the position of the Zero on
the meld tape.

The tapes illustrated are a continuous loop, as shown
in FIG. 2, and may be made of any suitable material
such as cloth, paper, or plastic. The tapes are mounted
on, and move along, spindles 30 which are rotatably at-
tached to flanges 32 provided on the inside of the housing
10. The spindles may be made of any suitable material,
such as plastic, metal or wood, but in the preferred em-
bodiment the spindles are made of a friction-resistant
plastic, such as nylon or Teflon. A counter 34 may be
provided above the computer surface calibrations 16, to
indicate the number of full travels of the score indicator
20, or he number of times a player has been “set.” The
counter 34 of this embodiment is a cylinder rotatably
mounted on flanges 36 located within the housing 10. A
trump suit indicator 38, similar in construction to the
counters 34, may also be provided for visual indication
of the trump suit played.

FIG. 4 is an illustration of one embodiment of the
score marker 20. This embodiment provides for rota-
tion of the score marker 20 on a pivot pin 42, to indicats
positive or negative running total scores. One-half 46 of
the marker may be red, and the other half 48 may be
black. The red half would indicate a negative score
when it is turned toward the surface calibrations 16, and
the black half 48 would indicate a positive score. Lugs
54, located on the bottom surface of the score marker
lock the orientation of the marker by engagement with
the slots 52, provided in the base portion 59 of the marker.
The base 50 is affixed in any suitable manner to the scorz
tape 18.

Three possible scoring situations are set up on the three
columns of computers in FIG. 1. The situation most often
encountered in scoring is illustrated in the computer of
column 11, which is discussed in Example I below. Less
common situations, illustrated in columns 12 and 13, are
discussed in Examples II and III, respectively. It is under-
stood that in most auction type card games only one
player can win the bid in a single hand, and therefore
only one computer would be used at a time. However, 1
have illustrated examples of bids by all three players, to
aid in explaining the examples below.

Example I

The player of column 11 has a total score of positive
47 points, as read from the score marker on the computer
surface calibrations. The player’s bid, in this example,
is 23 points, which has been indicated by moving the bid
marker to a position where it reads 23 on the computer
surface calibrations. The player’s meld of 12 points has
been indicated in like manner, by moving the meld
marker to a position where it reads 12 on the computer
surface calibrations. The points required to make the bid
may be read directly from the meld marker on the upper
portion of the bid tape. The points required to maks
the bid of this example are 11.

The computer is now set up as it would be when the
hand is played. The computer is also ready to compute
the player’s new score, whether the bid is “made” or the
player goes “set.”
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For example, should the player of this example take
in 12 points, which is one more point than required to
make the bid, the new total score is computed by first
moving the bid marker downward so that 12, rather than
11, is read from the meld marker on the upper portion of
the bid tape. That is, the bid tape is moved one unit of
calibration downward. The total points of the hand, the
player’s meld plus the points taken in play, may now be
read from the bid marker on the computer surface cali-
brations, which is 24 points.

The bid marker is next moved downward even with the
score marker, and the score marker is then moved down-
ward until it reads 24 points, the total points of the hand,
on the lower portion of the bid tape. At this position the
score marker is indicating the player’s new total score
of 71 points on the computer surface calibrations, and
the computer is ready for the next hand.

The game computer of this embodiment retains an
indication of the previous total score, as read from the
bid marker on the computer surface calibrations, and the
total points of the previous hand, as read from the score
marker on the lower portion ‘of the bid tape. This featurs
of the computer may serve as an advantage should a dis-
pute later arise.

A second possibility of this example is the player taking
in less than the points required to make the bid, or going
“set.” In such a situation the player’s new total score
may be read directly, without manipulation of the markers
or tapes. The new total score of the player of this ex-
ample, after being “set,” is 24 points, which is read from
the score marker on the lower portion of the bid tape.

Example 11

The player of this example, which is illustrated in
column 12 of FIG. 1, has a total score of negative 13
points, a bid of 26 points, and a meld of 11 points. The
computer of column 12 has been set up for play of the
hand in the same manner as described in Example I,
except that because the total score is negative, the red
portion of the score marker has been turned toward the
computer surface calibrations. The points required to
make the bid, which in this example is 15 points, is again
read from the meld marker on upper portion of the bid
tape.

The computer is set up for play of the hand in the
same manner in all situations of scoring, however, the
new total score computation might be described as op-
posite when the initial total score is negative. That is, the
new total may be read directly from the score marker on
the bid tape when the hand is “made,” and the new total
score must be computed when the player is “set,” which
is opposite from the situation when the initial score is
positive. When the initial score is negative, and the new
total score will be positive if the hand is made, the score
marker will read on the upper portion of the bid tape,
however when the bid is insufficient to make the new
total score positive, and the player will remain in the
“hole,” the new total score is read from the score marker
on the lower portion of the bid tape.

For example, should the player take in 18 points in
play, which is three more points than required to make
the bid, the bid marker is moved downward until 18 is
read from the meld marker on the upper portion of the
bid tape, as described in Example I. The new total score
may now be read directly from the score marker on the
bid tape. In this example the score marker reads 16 on
the upper portion of bid tape, which indicates that the
new total score is positive 16 points.

Should the player of this example fail to make the bid,
and go “set,” the new total score is computed in the same
manner as described in Example I for the computation
of the score when the hand is made. The bid marker is
first moved even with the score marker, and then the score
marker is moved downward until it reads 26, which was
the player’s bid, on the lower portion of the bid tape. In
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4
this position the score marker reads negative 39 on the
computer surface calibrations, which is the new total score.

Example I11

The player of this example, which is illustrated in the
computer of column 13 of FIG. 1, has a total score of posi-
tive 87 points, a bid of 24 points and a meld of 15 points.
The computer has been set up for play as described in
Examples I and II, and the points required to make the
bid are 9 points.

The computation of the new total score should the
player be “set” is the same as described in Example I, and
will not be repeated here. A change in computation is,
however, required if the hand is “made,” because the
new total score will be greater than 100 points, which is
the full travel of the surface calibrations of this embodi-
ment. It is noted that this invention is not limited to a
computer having 100 points, as any number may be used
without changing the basic concept.

For example, should the player of this example have 24
points for the total of the hand, which includes the meld
and the points taken in play, the new total score is com-
puted by moving the bid marker downward until 24 is
read on the bid tape from the lower portion of the com-
puter, which in this embodiment is the 100 of the com-
puter surface calibration. The new total score may now
be read from the score marker on the lower portion of
the bid tape. The score marker in this example would
read 11 on the bid tape, indicating that the new total
score is 111 points.

The game computer described and illustrated is one
embodiment of my invention, and several modifications
can be made without departing from the inventive con-
cept. For example, the bid tape serves no function except
to facilitate moving the score marker, and the tape could
be eliminated by slidably affixing the score marker on the
surface of the computer. The number of computers il-
lustrated in FIG. 1 is considered arbitrary, depending on
the game and the number of players. The number could
be changed to two or four, for example, without depart-
ing from the inventive concept.

Individual computers could also be provided for each
player, wherein the computer could be constructed from
three independently rotatable discs, in place of the tapes
illustrated.

What is claimed is:

1. A game computer comprising, in combination: an
equal increment linearly calibrated surface, a score marker
shiftable adjacent said calibrated surface, a bid tape
linearly calibrated in increments equal to the calibrations
on said surface and numbered in progression in opposite
directions from a midpoint and shiftable relative to said
score marker and said surface substantially parallel to the
travel of said bid marker, and a meld tape calibrated in
increments equal to said surface and said bid tape calibra-
tions and numbered in progression from a midpoint and
shiftable parallel to the travel of said bid tape.

2. The game computer defined in claim 1, wherein said
meld tape is numbered in progression in the opposite direc-
tion from said surface calibrations.

3. The game computer defined in claim I, wherein said
bid tape is provided with a marker affixed to said tape
at said midpoint and shiftable therewith.

4. The game computer defined in claim 1, wherein said
meld tape is provided with a marker affixed to said meld
tape at said midpoint and shiftable therewith.

5. The invention of claim 1, in which said score indi-
cator is rotatable to indicate a positive or negative score
depending on its orientation.

6. The invention of claim 1, in which said tapes are
continuous and movable along spindles oriented per-
pendicular to said planar surface calibrations.

7. The invention of claim 1, in which there are three
sets of planar surface calibrations, tapes, and indicators.

(References on follswing page)
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