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Description

[0001] The subject of the present invention refers to
some improvements introduced in the construction of
video games of the type which simulate the reactions of
a body to blows.
[0002] The same applicant already introduced im-
provements in this type of video games in its Spanish
Patent no. 9900669, these improvements consisting in
that the body to be struck, which is situated above the
playing area, is attached to an upright element having
a projecting upper end, cranked at right angles, and hav-
ing its tip fitted into the actual body receiving the impact.
Inside the said cranked end it is disposed a module car-
rying a displaceable transducer that detects the reac-
tions to the impacts and converts them into analog/dig-
ital signals that are sent to the CPU of the video game
machine.
[0003] The problem raised by this type of develop-
ment is that a constant and annoying noise becomes
generated during operation thereof. Such noise is gen-
erated by the intervention of a resilient element that
serves as a base for the struck element to recover its
position of balance.
[0004] Another problem is that the vibrations intrinsic
to the resilient element cause additional movements to
those already generated by the blow along with the en-
suing distortion.
[0005] The improvements in the present construction
have been introduced in order to palliate the problems
set forth above.
[0006] For a correct interpretation, a practical embod-
iment of the invention is described by way of non-limiting
example below, there being appended one sheet of
drawings, in which Figure 1 represents one section of a
machine constructed in accordance with these improve-
ments, with the schematic representation of its parts.
[0007] The invention consists in some improvements
introduced in the construction of video games of the type
which simulate the reactions of a body to blows, com-
prising a rod (1) hanging from a box (2) inside which it
is suitably lodged a rotary means (3), such as a knuckle,
of up to three degrees of rotary freedom, into which the
said rod is fitted, this rod having an oscillating pendular
movement owing to the gravitational force.
[0008] The other end of the rod (1) is cranked (4) and
the body to be struck (5), for instance, the imitation of a
football, is fixed to its tip.
[0009] This assembly is attached to a support surface
(6) from which it is hangs.
[0010] Whenever a player strikes the body (5), the en-
ergy from the blow is transmitted to the rod (1) that as
a result tends to oscillate. Thanks to the gravitational
force, after a period of oscillation, the rod (1) recovers
its position of balance and is ready to receive another
impact.
[0011] This device is provided with transducers (7)
and (8) that measure the force, the acceleration and the

direction of the blow delivered by the player. This infor-
mation is transmitted either analogically or digitally to
the CPU, not shown, which monitors the development
of the video game and is responsible for displaying play-
ers' actions as a game sequence on the corresponding
screen.
[0012] In a preferred embodiment of the invention the
pendular base is provided with energy-absorbing
means (9), such as a shock-absorber, that slow down
the oscillation of the rod (1) after the blow, thereby per-
mitting the rod (1) to return to its position of balance far
more quickly and with smaller oscillations.
[0013] Additionally, a resilient element (10), such as
a spring, is disposed, if necessary, at the upper end of
the rod, the function of this element being that of initially
absorbing the energy from the impact and shortening
the time needed by the rod (1) to recover the position of
balance.

Claims

1. Improvements introduced in the construction of vid-
eo games of the type which simulate the reactions
of a body to blows, characterized by the fact of their
being provided with a rod (1) hanging from a box (2)
inside which it is suitably lodged a rotary means (3),
such as a knuckle, of up to three degrees of rotary
freedom, through which the said rod passes, the
body to be struck (5) being cranked (4) at the oppo-
site end of the said rod (1) and fitted to the tip there-
of, the entire assembly being fixed to a support sur-
face (6) from which it hangs.

2. Improvements introduced in the construction of vid-
eo games of the type which simulate the reactions
of a body to blows, in accordance with claim 1, char-
acterized in that attached to the said rod (2) are
transducers or other means for measuring (7 and
8) the force, the acceleration and the direction of
the blows received by the body (5).

3. Improvements introduced in the construction of vid-
eo games of the type that simulate the reactions of
a body to blows, in accordance with the previous
claims, characterized in that the analog-digital sig-
nals produced by the said measuring means (7 and
8) are sent to the CPU monitoring the development
of the video game.

4. Improvements introduced in the construction of vid-
eo games of the type that simulate the reactions of
a body to blows, in accordance with the previous
claims, characterized in that energy-absorbing
means (9) are coupled to the base of the said rod
(1).

5. Improvements introduced in the construction of vid-
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eo games of the type that simulate the reactions of
a body to blows, in accordance with the previous
claims, characterized in that for those cases in
which it is desired to even further diminish the os-
cillations, a resilient element (10) is fitted into the
upper end of the said rod (1).
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