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SEAT MOUNTED SIMﬁi.ATED WEAPON AND
: TARGET SHOOTINC GAME

BACKGROUND OF THE INVENTION

The present invention is directed to a shootmg game'
and more specifically ‘to one ‘where-a’ pair of players
actuate rifles producing-a light flash-which-is sensed by
. associated photodetector type targets. :

Shooting arcades are:quite’ old" where.one or: more

ASI

2
gun and target. When an appropriate coin is placed in
the game, the swivel chairs would be unlocked and play
begins. One player tries to hit his opponent’s target by
firing his gun. At the same time his opponent is moving
his chair trying to hit the target associated with the

" other. player. In addition to the movement of one player

players shoot at several mechanically actuated targets -

which are moved in predetermined motions to make the

target difficult to hit. One such game is shown in a -

copending application Ser. No. 813,807 filed July 8,
1977 in the name of Rains et al, entitled “Shooting Ar-
cade Game” and assigned to the present assignee. Such
game has suitable electronic circuitry usable in the pres-
ent game as will be discussed below.

One disadvantage of the above target arcade games is

that the opponent is, of course, a mechanically or auto- .

matically actuated targets which may not offer suffi-
cient challenge. One prior art type of game which does
utilize a human target is fencing and especially with
electrically actuated foils where a touch by one party
against the chest of the other produces a scoring point.
Fencing, of course, requires extra equipment in order to
avoid its dangerous side effects.

OBJECTS AND SUMMARY OF THE
‘ INVENTION

It is, therefore, an object of the present invention to
provide an improved shooting game.

In accordance with the above object there is pro-
vided a shooting game for at least two players compris-
ing a gun and associated target for carrying by each
player. Hit indicating means associated with each target
are provided for visually indicating a h1t by another
player

BRIEF DESCRIPTION OF THE DRAWINGS |

FIG. 1is a perspective view of a shooting game em-
bodying the present invention; and

FIG. 2 is a block diagram of the associated electrical
circuitry for the present game.

DETAILED DESCRIPTION OF THE
PREFERRED EMBODIMENT

Referring to FIG. 1, the shooting game includes two

trying to avoid the other’s gun, the simulated terrain

‘with its obstacles 14 prevents one player from firing at

another. However, since the gun and target assembly
18, 19 are movable as a rigid unit one player cannot hide
behind a terrain feature and still shoot at the opposing
player. »

When a hit is made, the score display is actuated or an

" explosion is heard or the platform 214,b under the hit

chair may glow red. The game, for example, can con-
tinue for 90 seconds after which bonus time play occurs

* after a given number of combined hits are scored. Alter-
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opposed stations 11 and 12 which have interposed be- -

tween them a simulated landscape 13 having obstacles
such:as trees and land masses 14 which block the target
of one station from the gun of another station. Each
station 11 and 12 includes a tiltable or swivel seat 16a,b
for seating a player 17a,b, a photodetector target 184,b
and a-gun which produces a light flash sensed by the
photodetector target 194,6. The seat, target and gun 16,
18 and 19 form a unitary rigid structure which may be
tilted or swivelled by the respective players. In other
words, the seats 16, b are mounted on their respective
platforms 21a,b of stations 11 and 12 respectively to
provide for a full range of movement. For example,
there would be a simple spring and swivel mounting.

Simulated landscape 13 also includes a score display
unit 22 and has individual score displays for each
player. Such score display includes a numerical score
along with any desired color or sound effects.

In operatlon, each player sits in an opposing chaxr
which is, of course, equipped with its associated *‘ray”
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natively, the game can continue for 20 shots per player
and bonus shots can be awarded to the highest scoring
player after a combined number of hits have been made.

FIG. 2 illustrates the electrical circuitry associated
with the cbove game which is very similar to that
shown in the above copending Rains application. The
photodetector type targets 18a,b are connected to a
multiplexer 23 which provides a unique and dedicated
time period during which each opposing rifle 194,5 is
enabled via line 24. At the same time, the unique and
dedicated time period allows the respective score dis-
plays 22a,b to be actuated. Such time sharing system
would not absolutely be necessary in the case of a sim-
ple two person player game as illustrated here. How-
ever it does illustrate one mode in which the present
invention can be implemented and has the advantage of
preventing simultaneous hits where especially a sound .
scoring indication might be misleading.

The concept of the present invention has much
broader application from that shown in the preferred
embodiment of FIG. 1. For example, two players could
have battery dctuated guns with a photodetector target
strapped to their chest and be free to use any naturally
occuring obstacles. Hit indicating means associated
with the target ‘could merely be a battery operated
buzzer, gong or a light flash which would also be worn
by the player: Another variation of the game would be,
rather than seats, the players would be standing and
only be spatially limited in their movements by electri-
cal connections and the game rules. Here the simulated
landscape 13 could still be interposed between the spa-
cially fixed players.

Thus, an improved shooting game has been provided.

What is claimed is:

1. An electronic shooting game for use on a support
surface comprising: a pair of seats; means coupled with
each seat, respectively, for mounting the same on the
support surface for movement relative to the support
surface and to the other seat; a gun carried by each seat
respectively, each gun having means for directing a
beam of electromagnetic radiation toward the other
seat; a target carried by each seat respectively, the tar-
get of each seat being comprised of electronic photo-
dectector structure, capable of being struck and thereby
energized by a radiation beam from the gun of the other
seat; means between and spaced from the guns for form-
ing a number of spaced obstacles to the radiation beams
emitted by said guns; and circuit means coupled with
the photodetector structure of the target of each seat for
providing a display representing the actuations of the




4,142,722

3

photodetector structure when struck by radiation
beams from the gun of the other seat.

2. An electronic shooting game as set forth in claim 1,
wherein each seat includes tilt means capable of being
tilted and swiveled relative to the other seat.

3. An electronic shooting game as set forth in claim 1,
wherein each gun and the corresponding target are
rigidly secured to the respective seat, so that the seat,
the gun and the target move as a unit when the seat
moves relative to the other seat.

4. An electronic shooting game as set forth in claim 1,
wherein said display means is carried by said means for
forming said obstacles.

10

15

20

25

30

35

45

50

55

65

4

5. An electronic shooting game as set forth in claim 1,
wherein each seat has an inclined, generally rigid exten-
sion projecting toward the other seat, the gun and tar-
get of each seat being coupled adjacent to the upper end
of the respective extension.

6. An electronic shooting game as sét forth in claim 1,
wherein is included means defining a platform for each
seat respectively, said mounting means for each seat
being coupled to the respective platform, said means
forming said obstacles including a frame secured to the
platform and extending upwardly therefrom, said dis-

play means being on the upper end of said frame.
* %X * % %X




