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MATRIX GAME 

BACKGROUND OF THE INVENTION 

[0001] 1. Field of the Invention 

[0002] The present invention relates to games and more 
particularly to bingo and games similar to bingo. 

[0003] 2. Brief Description of the Prior Art 

[0004] Classic bingo, as the game is commonly played is 
purely a game of chance that incorporates the actual name 
“BINGO” as ?ve separate distinct letters that are aligned 
With an assigned to ?fteen separate numbers in and as part 
of each actual letter. The name “BINGO” appears both as a 
Work and as a separately designated letter symbols at the top 
of every bingo card. Each letter is the guide call to each 
vertical column of ?ve possible numbers from the ?fteen 
assigned to each letter on any and all cards. The only other 
constant is “FREE” space in the center of each and every 
bingo card designated by the actual Word symbol “FREE”. 

[0005] Even though the “FREE” designation space is 
under the letter “N”, there are still ?fteen separate distinct 
call numbers from thirty-one to forty-?ve even though only 
four number spaces are useable for play. 

[0006] Traditionally, a bingo caller uses a mechanical 
and/or electronic draW to achieve the called letter number. 
The Winner or Winners are determined by covering only the 
numbers under the called letter in the Word “BINGO” that 
completes or accomplishes a designated pattern on a speci?c 
game played. Even though the separate letters of the Word 
“BINGO” at the top of every card along With the “FREE” 
space in the center of every card are constant (alWays and 
ever present and part of) designations and symbols used in 
every game of “BINGO”, they do not determine a Winner. 
Only combinations and patterns of numbers determine Win 
ners. 

[0007] Even though bingo is a Widely played and popular 
game, various players may enjoy functions Which could be 
performed by the players and alloW them to be more active 
participants. 

[0008] There is, therefore, a need for a game Which, 
although similar to bingo, alloWs for a faster more active 
game. 

SUMMARY OF THE INVENTION 

[0009] The present invention is a method of playing a 
game Which includes the steps of: 

[0010] (a) providing a ?rst matrix having an array 
consisting of at least tWo columns of elements and at 
least tWo roWs of elements, said columns and roWs 
being arranged such that each of said elements is 
simultaneously included in one of said columns and 
one of said roWs and is positioned adjacent to at least 
one of said elements so as to form primary predes 
ignated sets of elements each of the elements in said 
primary predesignated sets being adjacent to at least 
one other of said elements in its said set and at least 
one of the columns has a designation selected form 
a ?rst class of designation selected from a combina 
tion of said ?rst class of designations and a second 
class of designations Wherein the designation from 
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the ?rst class of designations is based on a special 
relationship of the elements and one of the designa 
tions used for the columns and roWs; 

[0011] (b) causing a ?rst player to be associated by a 
physical means With said ?rst matrix by having said 
?rst player assigned to a ?rst position adjacent said 
?rst matrix; and 

[0012] (c) generating a random set of elements by 
identifying a plurality of combinations of the ?rst 
and second classes of designations and declaring a 
Winning combination if said random set of elements 
matches any one of the primary predesignated sets of 
elements and Wherein if the random set of elements 
generated in this step does not match either any one 
of the primary predesignated sets of elements, fur 
ther random sets of elements are successively ran 
domly generated until one of said further random 
sets of elements matches any one of the primary 
predesignated sets of elements and the ?rst player 
Wins When one of said random sets of elements 
matches any one of the primary predesignated sets of 
elements. 

BRIEF DESCRIPTION OF THE DRAWINGS 

[0013] The application is further described With reference 
to the accompanying draWings in Which: 

[0014] FIG. 1 is a schematic vieW of one matrix, Which 
may be used in one embodiment of the method of the present 
invention; and 

[0015] FIGS. 2 and 3 are schematic vieWs of other 
matrices, Which may be used in the practice of this appli 
cation. 

DETAILED DESCRIPTION OF THE 
PREFERRED EMBODIMENT 

[0016] Referring to FIGS. 1-3, this matrix may be used in 
a card or on a video screen. In this matrix, the letters, i.e. 
“B”, “I”, “N”, “G” and “O” are used not only on the columns 
but also on the roWs. For example, in FIG. 1, “B”, “I” and 
“N” are on columns and “G” and “O” are on opposite sides 
of a single roW. In FIG. 2, “B”, “I” and “N” are on the roWs 
and O is on the opposite side of the middle roW from “I” and 
“G” is on a column. In FIG. 3, “B” and “G” are on opposed 
sides of the bottom roW and “N” and “O” are on other roWs 
With “I” being on one column. 

[0017] Pick-N-Choose any tWo (2) numbers from any 
three (3) B-I-N-G-O columns and one (1) number from each 
of the tWo (2) remaining B-I-N-G-O columns. At the same 
time U-Pick numbers, U-Choose the DOWN or ACROSS 3 
BY 3 card line space (box) U Wish to place the picked 
numbers. The tWo (2) number column picks must be placed 
on the same line DOWN or ACROSS. Once player picked 
numbers are in place in the chosen spaces (boxes) on the 3 
BY 3 card, the bingo headings and free space appear. Players 
actually pick eight (8) numbers total; tWo (2) numbers from 
three (3) B-I-N-G-O columns and one (1) number from the 
remaining toW (2) B-I-N-G-O columns and then choose the 
exact space (box) location each picked number is placed on 
the 3 BY 3 card. No other speed bingo game lets you 
Pick-N-Choose the exact bingo numbers and card’s space 
(box) location. 
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[0018] Players are unable to activate a 3 BY 3 bingo card 
if improper DOWN and ACROSS number or space (box) 
alignment is not chosen correctly. If a player makes a 
mistake selecting Pick-N-Choose numbers and card space 
(box) location of numbers, the electronic program enforces 
the game rules. Once the numbers and bingo Spaces (boxes) 
are in proper alignment on a 3 BY 3 card, the free space and 
DOWN and ACROSS headings appear. You can play the 
card or drop the card to Pick-N-Choose numbers and cards 
by touching the drop card button. Once players have selected 
their numbers and card space (box) locations, players enter 
that card for the next game by touching the play button. This 
activates that card in the next gave and $0.25 is deducted at 
that time from players credits. Players can play one (1) card 
or up to four (4) cards in any one (1) game, for $0.25 per 
card. Players can also pay an additional $0.25 progressive 
jackpot fee per card. If one plays the progressive jackpot, 
“ALL” played cards are charged $0.25 per card, addition 
ally, the $0.25 per card progressive jackpot fee amount must 
be available and paid for “ALL” played cards. If a player 
activates the progressive jackpot in any gave “ALL” played 
cards pay $0.25 per card. The money is deducted automati 
cally for “ALL” cards played in that game. For example, if 
a player is playing three (3) cards, $0.75 has been paid to 
play that 3 BY 3 bingo game, and if player elects to play 
progressive jackpot, an additional $0.75 is automatically 
deducted from credits When the progressive jackpot button 
is touched or activated in that game. If player has only $0.50 
Worth of credits, the progressive jackpot feature Will not 
activate until enough credits are available to play progres 
sive jackpot on all three (3) played cards as demonstrated in 
this instance. 

[0019] 3 BY 3 Pick-N-Choose is an exciting bingo game 
that alloWs players to pick a ?xed variation of eight (8) 
Bingo numbers and select the exact space (box) those picked 
numbers can be located on the 3 BY 3 bingo card. The actual 
bingo game is played on a 3 BY 3 (grid) bingo card rather 
than a standard 5 by 5 (grid) bingo card that only utiliZes all 
DOWN headers and a center card free space. The 3 BY 3 
bingo card used DOWN and never before used ACROSS 
herders (located on the side of the 3 BY 3 card) and players 
choose the free space location on the 3 BY 3 card. This 
enables 3 BY 3 bingo participants to play high speed, 
consolidated three (3) spot in-line regular bingo. Regular 3 
BY 3 bingo only requires three (3) numbers or tWo (2) 
numbers and the free space in straight line to accomplish or 
go bingo. It also offers condensed special pattern bingo 
games, (i.e., cover all, X pattern, corners, etc.). The optional 
pari-mutual progressive jackpot is available on all 3 BY 3 
bingo games. The game may be played on Super VGA touch 
screen monitors displaying activated player created Pick-N 
Choose 3 BY 3 cards or optional electronic Quick Pick 
cards. Players choose and can activate form one (1) to four 
(4) cards. The displayed cards and the bingo game real-time 
graphic video animation of each separate game generated (as 
the game is actually being played in cybernation from start 
to ?nish) is transmitted and netWorked to card activated 
player terminals from a designated central location. The 
system-Wide cybernation program commands and functions 
include and are not limited to the folloWing automatic 
features: 

[0020] 1. Activation or a player terminal by the insertion 
and acceptance of money into the bill acceptor that post 
credits for play at that player terminal. 
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[0021] 2. A player terminal activated With credit Will not 
display the transmission of a game in progress or a game not 
played. Players can create (Pick-N-Choose) cards or change 
cards When no bingo game is being player at that player 
terminal. 

[0022] 3. The time count doWn is displayed as to When the 
next available game start time is assigned. 

[0023] 4. Each game is assigned a start time for the next 
game at the end of a game. 

[0024] 5. Each game is assigned and has its oWn game and 
session identi?cation number by date. 

[0025] 6. The push of the play button and debit of the 
$0.25 fee activate each 3 BY 3 card generated for play. The 
card is only then incorporated in the next available bingo 
game and a paid participating card of that game. 

[0026] 7. The optional pari-mutuel progressive jackpot is 
available for only ALL played cards in a game for a $0.25 
per card fee. 

[0027] 8. There is a one (1) minute pre-game activation 
cut-off to record system Wide security and register the 
veri?cation of all activated (played) cards before the start of 
every game. 

[0028] 9. The record and accounting of the played cards in 
every game are computed for pari-mutuel priZes. Each 
individual game revenue and progressive jackpot revenue 
are pari-mutuel pooled separately. Fees and priZes are cal 
culated for each game separately as Well as the progressive 
jackpot carries over. 

[0029] 10. The bingo balls are electronically mixed and 
separately draWn buy a pure random number generator With 
no glitches. (No predetermined or created bill mixes are 
possible or ever used.) 

[0030] 11. The balls in each game are draWn With sound 
effects every ?ve (5) seconds. The draWn ball is displayed 
With B-I-N-G-O column designation and number. 

[0031] 12. The draWn number is shoWn While it is simul 
taneously posted on the displayed bingo board and daubed 
(covered) on every active game card until a Winning bingo 
is accomplished. 

[0032] 13. Accomplished bingo’s are noti?ed With sound 
and ?ashing Winner graphics With the dollar amount that has 
been Won. 

[0033] 14. Bingo cards that accomplish a Winning bingo in 
a game are noticed system-Wide and the amount Won is 
credited to the player terminal Where the Winning card or 
cards Were played. 

[0034] 15. PriZe calculations are based on pari-mutuel 
priZe pool funds as Well as a separate pari-mutuel progres 
sive jackpot pool With carryover provisions built in. 

[0035] 16. When a bingo is accomplished, that game is 
over and the next available game start time is posted 
system-Wide. 

[0036] The game cyberation program and process accom 
plishes the folloWing: 

[0037] (a) the system-Wide terminal graphic player 
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[0038] (b) electronic commands that complete the 
card acceptance for play 

[0039] (c) calculate the mathematics and the admin 
istration of both the pari-mutuel bingo pool in each 
game and the ongoing pari-mutuel progressive jack 
pot pool 

[0040] (d) collection and pay of fee and priZes 

[0041] (e) the netWork transmission and conducting 
of the real-time actual game generated 

[0042] called numbers being automatically posted 
to the bingo board and daubed (covering of called 
numbers) on active bingo cards 

[0043] (g) noti?cation of accomplished bingo’s by 
location and amount Won; and 

[0044] (h) full security and recorded integrity of each 
game. 

[0045] 3 BY 3 Pick-N-Choose Bingo may be adapted to be 
a cybernated netWorked game engineered and systemed to 
generate fast play and automatic card cover, daubing. Such 
a bingo game 3 BY 3 and system provide continual exciting 
high speed bingo in typical venues for such games such as 
Indian reservation locations or charity halls. The game can 
also operate on the WorldWide Web via the Internet. The 
electronic enhanced player terminals eliminate the need and 
Waste of paper and daubers While stream lining the game to 
one or unlimited locations With complete accuracy and total 
security for player enjoyment of high stakes pari-mutuel 
high speed 3 BY 3 bingo. The 3 BY 3 Pick-N-Choose bingo 
game enforces and permits player terminals to accomplish 
cybernation so players are electronically playing bingo at a 
location that is different from the actual location the game is 
being conducted, Without paper, and that automatically 
daubs or covers the eXact numbers called in that game on 
their cards. Players gain immediate noti?cation of possible 
and actual bingo’s at their player terminal even though the 
game is conducted at a different location many miles aWay. 
The communication netWork of real-time interactive 3 BY 3 
bingo electronically places players in the same game from 
different locations by virtue of the same cyberspace location 
that the actual game is being generated or conducted. The 3 
BY 3 real-time cybernation bingo and pari-mutuel system 
conforms to the National Indian Gaming Regulatory Act of 
1988 for operation as Class II. Cybernation is the use of 
computers coupled With automatic machinery to control and 
carry out complex operations. 

[0046] Each game has a speci?c game and session number 
by date and pattern (three (3) spot straight in-line bingo, 
corners, X-game, cover all, etc.). All player-activated cards 
are recorded and registered in each game the card partici 
pates. All player terminals are networked and connected to 
a system-Wide single electronic ball draWing random num 
ber generator that alloWs all the players to compete in a 
speci?c cybernation game for a common pari-mutuel priZe 
pool. Each and every played card is charged $)0.25 and 
registered electronically in that actual game. A $0.25 per 
card optional progressive jackpot is available. Every game is 
played on the real-time of the location the actual game is 
generated or conducted. An electronic random number gen 
erator ball draWing system of the 75 or optional 90 bingo 
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numbers is security activated to accomplish the card regis 
tration and ball draWing in every game. 

[0047] 3 BY 3 Pick-N-Choose bingo incorporates the 
latest technology in satellite, ?ber optic and high-speed 
telecommunications equipment to netWork potentially thou 
sands of player terminals in multi-state bingo halls through 
out the USA or World. The pari-mutuel priZe polls of the 
networked bingo halls Will alloW the offering of large, 
promotionally attractive player priZes. This Will surely 
increase bingo attendance across the country. 

[0048] The 3 BY 3 Pick-N-Choose bingo game incorpo 
rates multi-features for player enjoyment and con?dence. 
Cybernation features of the netWork can be enhanced to 
customiZe pari-mutuel priZe poll payouts and progressive 
jackpots in each separate location or target groups (i.e. clubs, 
fraternal organiZations speci?c fund raisers, Elks and Moose 
lodges). The game can be set to an eXact payout or hold 
pari-mutuel pool for a single or group customiZed location 
hall separate form the netWork system. This customiZed 
percentage payout and hold can be different than the net 
Worked game percentages With notice and security. The 
system-Wide netWorked games are set to the same eXact 
percentage payout and hold to encourage cybernation con 
formity and larger pari-mutuel priZe pools. CustomiZed and 
speci?c organiZational ?nd raising pools are important to the 
3 BY 3 Pick-N-Choose cybernation program. Cybernation 
alloWs one (1) single game (generated) presentation for a 
multitude of separate pari-mutuel priZe fund pools to stay 
(be located) in separate jurisdictions if necessitated by laW. 
Horse racing simulcasts accomplishes the pictured race 
transmission but does not complete or perform the program 
cybernation functions that the 3 BY 3 Pick-N-Choose bingo 
game invented. 

[0049] Each played card for each game played is $0.25. 
All played cards for a n additional $0.25 per card can enter 
a separate pari-mutuel progressive jackpot pool. If a player 
accomplishes a tWo (2) numbers called bingo, it pays a 
minimum $100.00 progressive jackpot. An ongoing mini 
jackpot is also available out of the progressive jackpot poll 
With a carryover jackpot pool. A minimum of one (1) card 
and a maXimum of four (4) cards can be played in a 3 BY 
3 Pick-N-Choose bingo game. 

[0050] 3 BY 3 Bingo plays straight three (3) in-line bingo 
(Which includes tWo (2) called numbers and the free space) 
or special games With no ante losses or game drops. Every 
straight in-line bingo game card is a potential Winner in tWo 
(2) called numbers. 3 BY 3 bingo offers pari-mutuel pro 
gressive jackpots in every game. Correct actual percentages 
of pari-mutuel bingo pool Winnings are alWays eXact and are 
based on the revenue generated in each game With built in 
security and system integrity. 

[0051] Players can purchase from one (1) to four (4) 3 BY 
3 Pick-N-Choose bingo cards in any game for a $0.25 per 
card cost. (A minimum card cost is $0.25 or up to $1.00 if 
all four cards are purchased for a bingo game only.) A 
pari-mutuel progressive jackpot option can only by pur 
chased for the eXact number of cards purchased in any game. 
(If a player purchases four (4) cards in a game and Wishes 
to purchase the optional jackpot enhancement, player must 
purchase the jackpot feature for all four (4) cards. The 
jackpot option is $0.25 per card played in that game.) Player 
cannot split the jackpot feature on certain cards. It is “ALL” 
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cards played or none in every game covered (activated) by 
the pari-mutuel progressive jackpot. 

[0052] Players activate a selected terminal position by 
inserting $1.00 to $100.00 in the bill acceptor. Credits in 
$0.25 increments Will appear on the terminal screen. Select 
the game you Wish to play. Depending on player terminal 
bingo hall locations a choice of games may vary from time 
to time. If you are a neW player, check With the hall 
attendants for assistance and directions. When playing 3 BY 
3 Pick-N-Choose bingo, the player selects tWo (2) numbers 
from three (3) B-I-N-G-O columns and one (1) number from 
each of the remaining tWo (2) B-I-N-G-O columns, and 
chooses the placement (boX) location on the 3 BY 3 bingo 
card. Once the player number choices are installed on the 
card (boXes) properly, the free space and DoWn and Across 
headings appear. Aplayer can change any card by pressing 
the drop button and start the Pick-N-Choose procedure 
again. When the player is satis?ed With the 3 BY 3 card a 
touch of the play button activates that card for the neXt game 
and deducts a $0.25 fee from the players credits posted. 
Player cards remain the same on the player terminal until 
player drops that card and Pick-N-Choose neW numbers and 
card positions. 

[0053] When the game is about to begin, a count doWn 
signals the time left to Pick-N-Choose. Once the player’s 
card is constructed, the player depresses the play button, a 
$0.25 charge is debited to players posted credits. At ?rst it 
may take a feW minutes to acquaint the player With the 
Pick-N-Choose number and card selection process, but it is 
simple once the player is familiariZed With the player 
terminal buttons and/or touch screen. Player also have the 
option to hit the “quick pick” button on any card. The “quick 
pick” Will actually cause an automatic pick or random 
numbers and card location for ready play. It’s the same as the 
play button, but player makes no selections of Pick-N 
Choose numbers and card position. The progressive jackpot 
feature can be activated on “quick pick” cards the same as 
if the player Pick-N-Choose the card or cards. Promotions 
can be used by giving free progressive jackpot play on 
selected games. The no charge progressive jackpot feature 
can build initial play on the game. A ?rst tWo (2) ball bingo 
pays a minimum $100.00 When the progressive jackpot 
feature is activated on a Winning card. 

[0054] The 3 BY 3 Pick-N-Choose Bingo includes any and 
all possible number and card combinations for any and all 
number locations and combinations in 75 number bingo and 
optional 90 number bingo on the 3 BY 3 Pick-N-Choose 
card (grid). This game a 3 BY 3 boX (grid) that alloWs for 
headings in any location or sequence of “B-I-N-G-O” DoWn 
or Across With all the numbers 1 to 15 “B’s”, 16 to 30 “I’s”, 
31-45 “N’s”, 46-60 “G’s”, 61 to 75 “O’s” and one free space 
in a boX on the 3 BY 3 boX (grid). The optional 90 number 
bingo game folloWs the same patterns on the 3 BY 3 
Pick-N-Choose bingo card. 

[0055] When the time alert clock to start a game reaches 
Zero seconds, the player cannot play any card in that game 
nor can the optional progressive jackpot feature be activated 
for play. The player can Pick-N-Choose cards for the neXt 
game. When the game begins, the ?rst ball is draWn and 
displayed. The animated mini-ball bloWer on the screen 
shoWs the balls bouncing and then the draWn ball comes up 
to the display tray in that game. Noise of the ball through the 

Dec. 6, 2001 

tube is a suction noise to a pop bloW-up of the actual ball that 
Was draWn. The balls are draWn every ?ve (5) seconds until 
a Bingo on the 3 BY 3 game is accomplished. 

[0056] Player terminals NOT activated for a game do not 
display the game. Terminals that have posted credits on 
screen can Pick-N-Choose number and card layouts. Once 
the play button is touched or activated that card is entered 
into the neXt game automatically. Player continues to enter 
additional cards and have the option to add the progressive 
jackpot to “All” the played cards from (1) to four (4) in any 
game. Cards are locked in the netWork for the very nest 
game. When the Zero seconds run doWn to begin the neXt 
game, Whatever games the player has paid for is locked into 
that game. No more cards can be played nor can the optional 
progressive jackpot feature be added. There is approxi 
mately tWo (2) minutes betWeen each played game to change 
and drop cards. Player must alWays touch the play button in 
every game to activate a card. If the progressive jackpot Was 
activated in the previous game, it Will be automatically 
activated and charged the $0.25 fee per card on “All” played 
cards When you touch or activate the play button. The same 
play is repeated from the previous game unless the player 
hits the drop button. What the player played in the previous 
game is automatically played in the neXt game unless the 
player drops the card. Then the player must complete all 
steps on the screen to play again. The only time players are 
participating in a game is When the play button for a speci?c 
game is activated and money is collected for that game. 

[0057] Once balls have begun to appear on the draWn tray, 
they are the of?cial bingo balls and numbers draWn in that 
cybernation game. The balls are draWn from the designated 
central location (home site) generating the actual game, and 
at the same real-time transmitting electronic program com 
mands to each activated player station that complete the 
cybernation graphic result and effect of the draWn ball and 
daubing of called numbers in that game. Bingo alignment, 
noti?cation of pending Bingo’s and actual Bingo’s accom 
plished happen in microseconds. The automatic daubing or 
covering of called numbers and accumulations of Winning 
credit is all an automatic function of cybernation game play 
of the netWork. The transmitted generated game to player 
terminals is accomplished by displayed graphics to the eXact 
location and player terminal the 3 BY 3 game is being played 
pari-mutuel priZe pools are calculated and based on the 
number of participating players in that game. Minimum 
$25.00 per game priZes are generated. The progressive 
jackpot carry-over pool climbs per game based also on 
number of participants Who played the optional progressive 
jackpots. The actual priZes are pari-mutuel pooled and 
posted on each game screen terminal for that bingo game. 
Players collect credits that are accumulated by touching the 
print payout ticket. Each player terminal has a ticket printer 
or an attendant to pay players for the posted credits Which to 
be cashed in. The location of the game generation that is 
netWorked and linked by cybernation real-time is referenced 
as the host site. 

[0058] While the present invention has been described in 
connection With the preferred embodiments of the various 
?gures, it is to be understood that other similar embodiments 
may be used or modi?cations and additions may be made to 
the described embodiment for performing the same function 
of the present invention Without deviating therefrom. There 
fore, the present invention should not be limited to any 
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single embodiment, but rather construed in breadth and 
scope in accordance With the recitation of the appended 
claims. 

What is claimed is: 
1. A method of playing a game comprising the steps of: 

(a) providing a ?rst matriX having an array consisting of 
at least tWo columns of elements and at least tWo roWs 
of elements, said columns and roWs being arranged 
such that each of said elements is simultaneously 
included in one of said columns and one of said roWs 
and is positioned adjacent to at least one of said 
elements so as to form primary predesignated sets of 
elements each of the elements in said primary predes 
ignated sets being adjacent to at least one other of said 
elements in its said set and at least one of the columns 
has a designation selected form a ?rst class of desig 
nation selected from a combination of said ?rst class of 
designations and a second class of designations 
Wherein the designation from the ?rst class of desig 
nations is based on a spatial relationship of the ele 
ments and one of the designations used for the columns 
and roWs; 

(b) causing a ?rst player to be associated by a physical 
means With said ?rst matriX by having said ?rst player 
assigned to a ?rst position adjacent said ?rst matriX; 
and 

(c) generating a random set of elements by identifying a 
plurality of combinations of the ?rst and second classes 
of designations and declaring a Winning combination if 
said random set of elements matches any one of the 
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primary predesignated sets of elements and Wherein if 
the random set of elements generated in this step does 
not match either any one of the primary predesignated 
sets of elements, further random sets of elements are 
successively randomly generated until one of said 
further random sets of elements matches any one of the 
primary predesignated sets of elements and the ?rst 
player Wins When one of said random sets of elements 
matches any one of the primary predesignated sets of 
elements. 

2. The method of claim 1 Wherein there are three columns 
and three roWs. 

3. The method of claim 2 Wherein the ?rst class of 
designations comprises letters. 

4. The method of claim 3 Wherein the letter are B, I, N, 
G and O. 

5. The method of claim 4 Wherein the letters B, I and N 
are used to designate the columns. 

6. The method of claim 5 Wherein G and O are used to 
designate tWo of the roWs. 

7. The method of claim 6 Wherein one of the elements is 
designated as FREE. 

8. The method of claim 3 Wherein the second class of 
designations comprises numeral. 

9. The method of claim 7 Wherein the second class of 
designations comprises numerals. 

10. The method of claim 9 Wherein all of the elements 
eXcept the FREE element is designated With at least one 
letter and a numeral. 


