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with the stationary element. The stationary element
includes members dividing the stationary element into a
plurality of sections. The movable element includes
members dividing the movable element into a plurality
of sections, with the plurality of sections on thevmov
able element equal in number to the plurality of sections
on the stationary element. The movable element is mov

able with respect to the stationary element between
three positions. In the central of these positions, one of
the sections of the movable element is aligned with one
of the sections on the stationary element and in moving
the movable element in a ?rst direction, the section on

the movable element is aligned with the next adjacent
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section in the same direction on the stationary element,
and by movement of the movable element in the oppo

moved back and forth through the sections of the mov

able and stationary elements by moving the movable
element with respect to the stationary element.

ABSTRACI‘

A game apparatus has a housing which includes a sta

10 Claims, 6 Drawing Figures
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said sections on said ?rst movable element is in align
ment with the next adjacent section of said stationary

GAME APPARATUS WITH MOVING OBJECTS

element located on one of the sides of said one of said

BACKGROUND OF THE INVENTION
This invention is directed to a game apparatus
wherein a plurality of objects of different classes are

sections on said stationary element and in a third posi
tion said one of said sections on said ?rst movable ele

ment is in alignment with the next adjacent section on
said stationary element located on the other side of said
one of said sections on said stationary element; a plural
ity of objects of at least two different classes located on

moved within the apparatus by moving the objects back
and forth in sections on a stationary element and a mov

able element associated with it. More speci?cally, this
invention is directed to a gaming apparatus wherein a
linear array of sections on a stationary element are

said housing and movably positionable on said sections

aligned with an array of sections on a movable element
and the objects are moved to rearrange them with re

stationary element, said objects capable of being moved

of said ?rst movable element and said sections of said
back and forth between said sections on said ?rst mov

spect to one another by moving back and forth between
15

the movable and stationary elements.
A class of games or puzzles are known wherein a

plurality of objects are rearranged with respect to their
order within a housing. This general type of game has
held the interest of the consuming public for well over
one hundred years, as is represented by US. Pat. No.

230,947 issued in 1880 and US. Pat. No. 4,208,052 is

sued in 1980. During the intervening century, other
patents, such as U.S. Pat. No. 483,276; US. Pat. No.

814,653; US. Pat. No. 590,093; US. Pat. No. 619,804;
US. Pat. No. 3,767,202 and U.S. Pat. No. 3,706,457
have been issued to this class of games.

.

As is evident by the representative examples liste
above, the members of this class of games or puzzles are

able element and said sections on said stationary ele
ment and said objects movable from any of one of said

sections of said stationary element to a next adjacent

section of said stationary element by moving said ob
jects from one of said sections on said stationary ele
ment to one of said sections on said ?rst movable ele

ment and moving said objects with respect to said one

of said sectionsonsaid stationary element by moving
said ?rst movable element with respect to said station

ary element followed by moving said object from said
?rst movable element to the next adjacent section on
said stationary element after completion of said move
ment of said ?rst movable element with respect to said

stationary element.

The game apparatus as noted in the preceding para
challenging to the players of the same, and provide not 30 graph can be improved by providing a second movable
element located on the housing, also in association with
only a recreational outlet to the player of the game, but
the ?rst stationary element. The second movable ele
also provide a mental stimulation. It is believed ‘that,
ment would also be divided into sections wherein the
because of the combination of these two‘factors, the

exceedingly popular because they are interesting and

number of sections on the second movable element
general class of games as outlined above have retained
their popularity for many years and will continue to do 35 would be equal in number to the number of sections on
so in the future.

BRIEF DESCRIPTION OF THE INVENTION
In view of both the mental and recreational aspects of

the stationary element. The sections of the second mov
able element would be positionable with respect to the
sections of the stationary element as were the sections of
the ?rst movable element. Further, the plurality of ob

the general class of games or puzzles outlined above, it 40 jects would be movably positionable in the sections of
is believed that there exists a need for new members of
this class of games or puzzles. It is therefore a broad

the second movable element and movable between the
second movable element and the stationary element in

object of this invention to provide such new members to
the same manner as they were with respect to the ?rst
this general class of games or puzzles. It is a further
movable element and the stationary element.
object to provide a game apparatus which can be uti 45
Preferredly, the sections on the stationary element
lized to provide both a recreational outlet and a mental
would comprise sections arranged in an array on the
stimulation in utilizing the game apparatus. It is a fur
stationary element with each of the sections on the
ther object to provide a game apparatus which because
stationary element having two open ends‘. The ?rst and
of its engineering and mode of operation is adaptable to
second movable elements would be located with re
both simple, economical game apparatuses and more 50
spect
to the stationary element such that the ?rst mov
complex game apparatuses relying on the same princi
able element would move along one of the ends of each
ple but which provide greater mental challenge for
of the sections of the stationary element and the second
more sophisticated persons.
movable element would move along the other of the
These and other objects, as will become evident from
the remainder of this speci?cation are achieved in a 55 ends of the sections of the stationary element.
Preferredly, the sections of the stationary elements
game apparatus which comprises a housing; a stationary
would be linear sections arranged in an array such that
element located on said housing, said stationary element
they are parallel with respect to one another on the
including means dividing said stationary element into a
stationary element. Each of the sections of the station
plurality of sections; a ?rst movable element located on
said housing in association with said stationary element, 60 ary element would be capable of containing at least two
of the‘ objects with each of the sections on the ?rst and
said ?rst movable element including means‘ dividing
second movable element capable of containing at least
said ?rst movable element into a plurality of sections
one of the objects. In a more preferred embodiment of
equal in number to the ‘number of sections on said sta
the invention each of the sections of the ?rst and second
tionary element, said ?rst movable element movable
with respect to said stationary element such that in a 65 movable element would be capable of containing one of
?rst position one of said sections on said ?rst movable
the objects and each of the sections on the stationary
element is in alignment with one of said sections on said
element would be capable of containing at least all but
stationary element and in a second position said one of
one of the members of one of the classes of objects.

3
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Preferredly, a retaining means would be associated
with the ?rst and second movable elements and would

4
DETAILED DESCRIPTION OF THE
INVENTION

be capable of interchangeably retaining the ?rst and

Game apparatus 10 as illustrated in the Figs. has the
second movable elements in the respective ?rst, second
5
following
component parts which are visible from the
and third position. Means would be associated with
outside. A bottom housing 12 supports the game, and
each of the ?rst and second movable elements allowing
together with a transparent top housing 14 form the
the ?rst and second movable elements to be moved by
outside surface of the game. Located within the interior
the digits of the player of the game apparatus.
of the bottom and top housings 12 and 14 are a right side
Preferredly, the retaining means would include both
a biasing means and a positioning means with the bias

slide member 16 and a left side slide member 18. A slot

ing means interacting with the positioning means to
interchangeably hold each of the ?rst and second mov
able elements in the respective ?rst, second and third
positions. More preferredly, a ?rst and second biasing

on both the right and left hand sides, only the slot 20
being visible on the left hand side of FIG. 1, is formed
between the top and bottom housing members 14 and 12
such that projection 21 on the right slide member and a
similar projection 22 on the left side member are ex

means and a ?rst and second positioning means would

be present with the ?rst biasing means and the ?rst

posed outside of the housing. The projections 21 and 22

positioning means operatively associated with the ?rst

allow for movement of the right and left slide members
16 and 18.

movable member and the second biasing means and the

A central element 24, as is best seen in FIG. 3 is lo

second positioning means operatively associated with
the second movable member.
Preferredly, the ?rst and second positioning means

cated within the game apparatus 10 between the right
and left slide members 16 and 18. The central element
24 contains a plurality of sections 26, 28, 30, 32 and 34
which are formed by baffles 36, 38, 40 and 42, respec

would include a ?rst locating means having indenta
tions located thereon corresponding to the ?rst, second
and third positions of the ?rst and second movable 25 tively.
The right slide member includes sections 44, 46, 48,
members, respectively, and a follower means capable of
50 and 52 which are formed by baffles 54, 56, 58 and 60.
?tting sequentially into each of the indentations. The
Likewise, the left side slide member includes sections
biasing means would be associated with the follower
62,
64, 66, 68 and 70 which are formed by baffles 72,74,
means to bias the follower means into the respective
76 and 78.
indentations.
A plurality of objects, collectively identi?ed by the
Preferredly, the number of classes of the object
numeral 80, and in certain instances, hereinafter identi
would be equal to at least the number of the sections of
?ed with an alphabetical letter after the numeral 80, are
the stationary element such that the object of the game
located in the respective sections on the central element
would be to locate all of the members of one of the
classes of the objects in each of the sections of the sta 35 24 and the right and left hand side slide members 16 and
18. Each of the objects 80 is sized such that it is free to
tionary element.

slide in any of the sections on the central element 24 or

DETAILED DESCRIPTION OF THE
DRAWINGS

the right and left side slide elements 16 and 18. The
sections 44, 46, 48, 50 and 52 on right side slide member
I The invention described in this speci?cation will be 40 16 and the sections 62, 64, 66, 68 and 70 on left side slide
member 18 are each capable of holding one of the ob
better understood when taken in conjunction with the
jects 80 at any one time. The sections 26, 28, 30, 32 and
drawings wherein:
FIG. 1 is an oblique view of the game apparatus of V 34 are capable of holding a number of the objects 80 at
any one time.

the invention;
FIG. 2 is an oblique view similar to FIG. 1 with an 45

overlaying component removed to show greater detail
of components located underneath it;
FIG. 3 is an oblique exploded view showing further
overlaying components removed and one of the remain

ing components exploded from the remainder of the

The objects 80 are divided into particular classes. The
classes are differentiated from each other by some sort

of identifying indicia located on the objects 80, such as
color coding the top of the objects 80 or otherwise
rendering each of the members of one of the classes
50 unique in some manner. In the embodiment of the in

vention depicted in FIGS. 1 and 2, the sections 26, 28,
30, 32 and 34 are each capable of holding four objects 80
FIG. 4 is a top plan view of the embodiment of the
at any one time. In other embodiments of the game, the
invention shown in FIG. 3;
number of objects capable of being located in these
FIG. 5 is a partial sectional view about the line 5-5
55 sections can be variable, depending upon the size of the
of FIG. 4; and
game. It is understood; however, that as the number of
FIG. 6 is a top plan view similar to FIG. 4 with an
objects which can be located in any one of the sections
alternate embodiment of the invention depicted therein.
26, 28, 30, 32 and 34 in the central element24 increases,
The invention described in this speci?cation and illus
the complexity on playing the game alsoincreases, in
trated in the drawings utilizes certain principles and/or
concepts as are set forth in the claims appended to this 60 that it renders further permutations and combinations of
the order ofthe members of the classes of the objects 80,
speci?cation. Those skilled in the toy arts will realize
as will be evident below. In any event, normally, in the
that these principles and/or concepts are capable of
preferred embodiments of the invention, each of the
being utilized with a variety of embodiments differing
sections 26, 28, 30, 32 and 34 will be able to contain all
from the illustrated embodiments herein. For this rea

components thereof;

son, this invention is not to be construed as being limited 65 but one of the members of any one of the classes of the
objects 80. Thus, as depicted in the embodiment illus
to the illustrated embodiments illustrated herein, but is
trated in FIGS. 1 and 2, wherein four of the objects 80
to be construed as being limited only with respect to the
are located in the particular sections 26, 28, 30, 32 and
claims.

5
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34 of the central element 24, there would be ?ve mem

ber 88 is located on the other. Detent member 86 is

bers in each of the individual classes of the objects 80.
It is an object in utilizing the game apparatus 10 to
mix up the order of the classes of objects 80 located

biased away from projection 84 via spring 90, while
detent member 88 is biased away from projection 84 by

within the game apparatus 10 and then, by manipulating

Formed as an integral part of right side slide member
16 is an element 94 having three indentations 96, 98 and

the left and right slide members 16 and 18 back and
forth with regard to the central element 24, to rearrange
the order of the elements 80 such that all of the mem
bers of a class of the elements 80 are located in an align
ment with respect to one another within sections 26, 28,

30,32 and 34 of the central element 24, plus the sections
on one of the respective right or left side slide members
16 or 18. Alternately, other goals could be achieved,
such as trying to locate one of each of the members of
the different classes within one of the rows formed by

the particular sections in the right and left side slide
members in conjunction with the central element. It is
evident that the game apparatus 10 is capable of being
played in a variety of imaginative and different ways by
the player of the game by so locating all the members of 20
the classes of the objects 80 into different arrays.
The right and left side slide members 16 and 18 move
with respect to the central element 24 such that, except
for the end sections 26 and 34 on right side slide member
16 and 62 and 70 on left side slide member 18, each of
the remaining sections 28, 30 and 32 on right side slide
member 16 and 64, 66 and 68 on left side slide member
18 can be aligned with three adjacent sections 26, 28, 30,
32 or 34 on the central element 24. The end sections 26
and 34 on the right side slide member 16 and 62 and 70
on the left side slide member 18 can be‘ aligned with two
of the sections 26, 28, 30 32 or 34 on the central element
24, or against a section of the central element 24 such as
is seen in FIGS. 1 and 2 for section 70. '

spring 92.
100. Likewise, an element 102 formed as an integral part

of left side slide member 18 has three indentions 104,
106 and 108. The detent member 88 ?ts into one of the
indentions 96, 98 and 100 and the detent member 88 ?ts
into one of the indentions 104, 106 or 108. As the right
and left side slide members 16 and 18 are moved with
respect to the central element 24, the detent members 86
and 88 respectively are moved against the biases of
springs 90 and 92, respectively, as the members 86 and
88 move in the respective indentations 96, 98 and 100 or
104, 106 and 108. It can be seen that interaction of one
of the detent members 86 or 88 with one of the inden

tions 96, 98 and 100 or 104, 106 and 108 reversibly holds
either the right or the left side slide member 16 or 18 in
one of their three positions. Movement of the slide
members 16 or 18 between their three positions moves

against the biases of springs 90 ‘and 92 and, after said
movement is accomplished, the biases of the springs 90
and 92 retain the slide members 16 and 18 in the respec
tive positions until once again it is desired to move them
by sliding the slide members 16 or 18 via interaction

against the projections 21 and 22 located respectively
on the right and left side slide members 16 and 18.
In FIG. 6, an alternate embodiment is illustrated
which accomplishes the same action of retaining the
right and left side slide members 16 and 18 in their three

positions. To accomplish this, a spring arm 110 is lo
cated on right side slide member 16 while an identical

The number of the objects 80 present within the game 35 spring arm 112 is located on left side slide member 18.
apparatus 10 will at all times be one less than the num

ber of total objects which can concievably be located in
all of the sections on the central element 24 plus the
sections on the right side slide member 18 plus the sec

Spring arm 110 includes a detent 114 located on its end,
and spring arm 112 has an identical detent 116 located

on its end. Projecting upwardly and integrally formed

with the bottom housing 12 are a series of baf?es collec
tions on the left side slide member 18. Thus, a void, or 40 tively identified by the numeral 118 which forms in
dents 120, 122 and 124 which interact with detent 114
open space, such as the space 82 as seen in FIGS. 1 and

2 is always present. In other embodiments of the game,

on spring arm 110 and collectively identified by the

more than one space such as the space 82 can be present.

numeral 126 are a series of baf?es which form indents
128, 130 and 132, which interact with detent 116 on

As the number of spaces left within the respective sec
tions of the game apparatus 10 increases, the ease of 45 spring arm 112. Interaction of the respective detents 114
and 116 with respect to indents 120, 122 or 124 and 128,
rearranging the objects 80 into any particular array of
130 or 132 position the slide members 16 and 18 in their
classes also increases. With only one space, such as
three positions with respect to the central element 24.
space 82 as is illustrated in FIGS. 1 and 2 being present,
The bias in the spring arms 110 and 112 allow the de
the difficulty for any particular number of objects 80
tents 114 and 116 to reversibly slide back and forth
which can be contained within the game apparatus 10 is
between the indents 120, 122 and 124 or 128, 130 and
at its maximum. As was noted above, if the size of the
132.
game apparatus 10 is increased such that the number of
In FIG. 1 it can be seen that the object identi?ed by
objects 80 which can be contained therein and the
the numeral 80a can be moved from the central element
classes these objects can be broken into increases, the
55 24 to the left side slide member 18 by moving it to the
difficulty of the game also increases.

In FIGS. 3 through 5, the components located under
neath the central element 24 are illustrated for two

left into space 82. This would then create a new space in

the position previously occupied by the object 800. This

new space could be taken up by sliding the remainder of
different embodiments. One embodiment is as depicted
the members in section 30 on central element 24 along
in FIGS. 3, 4 and 5, with an alternate embodiment de
picted in FIG. 6. Both of these embodiments utilize the 60 with the object 80e in section 48 on right side slide

same principle of operation in holding the right and left
side slide members 16 and 18 in the three positions with
respect to the sections 26, 28, 30, 32 and 34 on the cen
tral element 34.
In the embodiment of FIGS. 3 through 5, an “H”
shaped projection 84 is formed as an integral part of the
bottom housing 12. A first detent member 86 is located
on one side of projection 84 and a second detent mem

member 16 to the left to create a space in section 48 on

slide member 16 or'slide member 18 could be slid up
wardly and the object 80b could then be inserted into

the space previously occupied by the object 80a. This of
course, would create a new space in section 74 of left

side slide member 18.
In FIG. 2 the objects 800 and 80d have been exploded

upwardly to illustrate their shape and also to indicate
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a housing;
a stationary element located on said housing, said

said ?rst and said second movable elements located
with respect to said stationary element such that
said ?rst movable element moves along one of the
ends of said sections of said stationary element and
said second movable element moves along the
other of the end of said sections on said stationary

stationary element including means dividing said
stationary element into a plurality of sections;

said plurality of objects movably positionable in said

a ?rst movable element located on said housing in

sections of said second movable element and mov
able between said second movable element and said

that they are freely positionable on the right and left
side slide members 16 and 18 and the central element 24.
I claim:

1. A game apparatus which comprises:

element;

association with said stationary element, said ?rst
movable element including means dividing said
?rst movable element into a plurality of sections

stationary element in a manner analagous to move

ment between said ?rst movable element and said

stationary element.

equal in number to the number of section on said

2. The game apparatus of claim 1 wherein:
said sections of said stationary element are linear
sections arranged in a parallel array on said station
ary element.
3. The game apparatus of claim 2 wherein:
each of said sections on said stationary element are

stationary element, said ?rst movable element
movable with respect to said stationary element
such that in a ?rst position one of said section on

said ?rst movable element is in alignment with one
of said section on said stationary element and in a
second position said one of said section on said ?rst

capable of containing at least two of said objects;

movable element is in alignment with the next adja
cent section on said stationary element located on 20
one side of said one of said sections on said station-7
ary element and in a third position said one of said

sections on said ?rst movable element is in align
ment with the next adjacent section on said station
ary element located on the other side of said one of 25

each of said sections on said stationary element are '

located on said housing and movably positionable
in said section of said ?rst movable element and
30

said sections on said ?rst movable element and said

sections on said stationary element and said objects
movable from any of one of said section of said

stationary element to a next adjacent section of said

stationary element by moving said objects from
one of said sections on said stationary element to
one of said section on said ?rst movable element

and moving said objects with respect to said one of
said sections on said stationary element by moving
said ?rst movable element with respect to said 40

stationary element followed by moving said objects
from said ?rst movable element to the next adja
cent section on said stationary element after com~

pletion of said movement of said ?rst movable
element with respect to said stationary element; 45
a second movable element located on said housing in

association with said ?rst movable element;
said second movable element including means divid- '

ing said second movable element into a plurality of
sections equal in number to the number of sections
on said stationary element, said second movable
element movable with respect to said stationary
element such that in a ?rst positionyone of said
section on said second movable element is in align
ment with one of said sections on said stationary LII 5
element and in a second position said one of said
sections on said second movable element is in align
ment with the next adjacent section on said station
ary element located on one of the sides of said one
of said sections on said stationary element and in a

third position said one of said section on said sec
ond movable element is in alignment with the next

adjacent section on said ?rst stationary element
located on the other side of said one of said sections
on said stationary element;

'

said sections on said stationary element comprising 65
sections arranged in an array on said stationary
element with each of said section having two open

ends;

each of said sections of said ?rst and said second
movable elements are capable of containing at least
one of said objects.
4. The apparatus of claim 3 wherein:
each of said sections on said ?rst and said second
movable elements are capable of containing one of

said objects;

said section on said stationary element;
a plurality of objects of at least two different classes

said sections of said stationary element, said objects
capable of being moved back and forth between

,

capable of containing at least all but one of the
members of one of said classes of objects.
5. The game apparatus of claim 4 wherein:
the number of said classes of said objects is equal to at
least the number of said sections on said stationary
element.

_

6. The game apparatus of claim 5 including:
retaining means associated with both said ?rst and
said second movable elements and capable of inter
changeably retaining both of said ?rst and said
second movable elements in their ?rst, second and
third positions with respect to said stationary ele
ment.

'

7. The game apparatus of claim 6 further including:
means attaching to each of said ?rst and said second
movable elements and exposed outside of said
housing such that each of said ?rst and said second
movable elements are capable of being moved with

respect to said stationary element by manipulation
by said latter means with the digits of the player of
said game apparatus.
8. The game apparatus of claim 7 wherein:
said retaining means includes biasing means and posi
tion means, said biasing means interacting with said
positioning means to interchangeably hold each of
said ?rst and said second movable elements in their

respective ?rst, second and third positions.
9. The game apparatus of claim 8 including:
a ?rst and second biasing means and a ?rst and second

positioning means, said ?rst biasing and said ?rst

positioning means operatively associatedlwith said
?rst movable element and said second biasing
means and said second positioning means opera

tively associated with said second movable‘ ele
ment.

'

_

10. The game apparatus of claim 9 wherein:
each of said ?rst and said second positioning means
includes a ?rst locating means having three inden
tations located thereon and a follower means capa

ble of ?tting sequentially into each of said indenta
tions, said biasing means biasing said follower
means into said indentations.
*
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