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(57) ABSTRACT 

The invention disclosed provides a gaming system that is 
based on the outcome of scheduled sporting events. The 
Wagers are directed to a selected sporting event and repre 
sent either of the top siX, ?ve or four Winners. Alternate 
embodiments involve an array of sporting events, and other 
embodiments involve different scoring schemes. A method 
is provided to assign sports participants to groups When the 
total number of participants is large. 
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EEi-A 

Determine total number of players 

Establish total number of possible selections 

< is number of players > number of selections? > 

No: generate list of players, by rank 

Llfes: Establish maximum number of players to list individually 

Total selections — individual players = no. of grouped players 

Assign individual players positions, by rank 

Assign player groups and positions, by rank 

< Equal or unequal group sizes? > 

Equal: divide number of grouped players into equal groups 

{.IJnequaI: divide number of grouped players “6" by “X" 

Assign “GIX" to ?rst group 

Multiply “G/X" by 1.5, rounding up or down = “Y" 

Assign “Y” to second group 

Repeat multiplying and assigning based on last group 
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SKILL BASED LOTTERY SYSTEM 

RELATED -APPLI CATION 

[0001] This application is a conversion of provisional 
patent application No. 60/402,814, ?led Aug. 12, 2002 and 
60/443,360, ?led Jan. 29, 2003. 

TECHNICAL FIELD 

[0002] The instant invention is for a skill based lottery 
system Wherein Winning, rather than depending on a random 
selection, is determined by the outcome of a pre-selected 
sporting event or events. 

BACKGROUND OF THE INVENTION 

[0003] Typical lottery games require participants to cor 
rectly pick numbers (3, 4, 5 or 6 numbers), Which may Win 
if the selected numbers are draWn from a larger pool of 
numbers. Typically, numbers are chosen from a computer 
coded card Which is then presented to an authoriZed lottery 
agent. Lottery tickets containing the selected set or sets of 
numbers are then generated by a ticket generator. Players 
also may opt to “quick pick,” i.e., have their selections made 
for them by a random number generator contained in the 
lottery ticket machine. 

[0004] The draWing to determine the Winning numbers is 
conducted by means of a random number generating device 
such as, but not limited to, those disclosed in US. Pat. Nos. 

4,583,736, 4,796,890 and 4,813,676. 

[0005] A particular problem Which has faced numerous 
jurisdictions Which sponsor lottery games is that of declining 
revenues and pro?ts. There are a number of state lottery 
agencies Which are running de?cits due to increased com 
petition for players. With the proliferation of lotteries, states 
and Canadian provinces have aggressively campaigned to 
receive a larger share of static lottery revenues. 

[0006] In addition, it is common for lottery jackpots to 
accumulate over many Weeks. Accordingly, players fre 
quently Wait until a jackpot has groWn to a substantial level 
before beginning to purchase tickets. Thus, the siZe of the 
jackpot is directly proportional to the demand for tickets. 
This phenomenon tends to create an inconsistent cash-?oW 
for the lottery authority and frequently leads to frenZied 
buying at the last minute as the jackpot accumulates. This 
situation can result in people Waiting in line for hours to 
purchase tickets, Which disrupts the business of the ticket 
vendor and discourages the elderly and in?rm from purchas 
ing tickets. 

[0007] It Would be desirable to provide a novel lottery 
game Which Would increase player interest and Which Would 
help to increase the revenues of a lottery Which adopted and 
sponsored the game. 

[0008] There is also a need for a skill-based lottery to 
increase interest in lottery type gaming by permitting players 
to have an increased chance of success. 

[0009] It is a further object of the present invention to 
provide a novel lottery game in Which the Winning combi 
nation is not the result of a random number generator, but is 
instead based on the outcome of sporting events. 
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[0010] These and other objects of the present invention 
Will become apparent from the Summary and Detailed 
Description Which folloW. 

SUMMARY OF THE INVENTION 

[0011] In accordance With the present invention, a method 
for providing a lottery type game is disclosed comprising 
substantially the steps of establishing Winning criteria from 
the outcome of an actual scheduled sporting event or series 

of events, such as, but not limited to, a golf tournament, auto 
race, football game, baseball game, basketball game, tennis 
tournament, soccer game, cricket match, bass ?shing tour 
nament, etc., the criteria being selected from the group 
consisting of placement in terms of ?nish, scoring totals, 
timing of scoring, statistical totals or the like; providing 
information for the lottery users relating to the Winning 
criteria; accepting selections and a Wager from the users; 
aWaiting the outcome of the events to determine Winning 
values; matching the selections of users to the outcome of 
the events to determine Whether a user has Won; and 

providing a payment to Winners. In this Way, the criteria that 
form the basis for Winning are objective and veri?able 
elements. Therefore, users of the lottery are assured that the 
Winning combination is not “?xed” and that their oWn 
analysis of the sporting participant players or teams is partly 
responsible for Winning the lottery. Thus, the lottery system 
of the present invention is not just luck. 

[0012] In a preferred embodiment prior to the users par 
ticipating in the lottery, the provider selects elements that 
Will result in a Winning combination. For eXample, in a most 
preferred embodiment the provider selects a golf tournament 
such as the Masters in Which about 140 golfers typically 
participate. Each golfer is assigned a number by the lottery 
provider, the number being based on established rankings 
such as are available on published Websites such as the PGA 
Web site. Users then select those players on Which to bet Will 
?nish in the top siX places in the tournament. 

[0013] In another preferred embodiment the provider can 
provide a lottery in Which only the top four or ?ve ?nishers 
need to be correctly chosen. The provider may make several 
lotteries available simultaneously. According to different 
embodiments, Winning may be the result of selecting all four 
or ?ve or siX players in the ?nishing sequence or simply 
selecting the group correctly, Without regard to individual 
placement. 

[0014] In other preferred embodiments the sporting event 
upon Which the lottery is based is car racing such as but not 
limited to NASCAR Which typically has a ?eld of 43 
drivers. Numbers are assigned to the drivers by their starting 
or “pole” position available from published sources such as 
neWspapers or Web sites. Users then select the top four, ?ve 
or siX ?nishers depending on the lottery game established by 
the provider. 

[0015] In a most preferred embodiment, the provider may 
further divide the sporting event participants into “?elds.” 
For eXample, for a golf tournament With a large number of 
players the ?elds may be divided as folloWs: 
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FIELD NO. PARTICIPANT NO. 

1 1 
2 2 
3 3 
4 4 
5 5 
6 6 
7 7 
8 8 
96 96 

96 96 

96 96 

40 40 
41 41-50 
42 51-60 
43 61-70 
44 71-80 
45 81-90 
46 91-100 
47 101-110 
48 111-120 
49 121-130 
50 131-140 

[0016] Therefore users can select a ?eld numbered 41 or 
higher and obtain ten chances (golfers) instead of only one, 
thereby increasing the users chance of Winning. A further 
embodiment, intended to increase interest in Wagering on 
groups of loWer ranked players is to increase the number of 
players in a group as the ranking goes loWer. 

[0017] In this case, the ?elds Would be divided as folloWs: 

FIELD NO. PARTICIPANT NO. 

1 1 
2 2 
3 3 
96 96 

96 96 

96 96 

40 40 
41 41-44 
42 45-51 
43 52-61 
44 62-75 
45 76-96 
46 97-127 
47 128-170 

[0018] The foregoing adjusted “?eld” can be divided in 
any number of Ways. The ?eld can be divided in a variety of 
sporting events in the same Way, e.g., for car racing, bicycle 
racing such as the Tour de France, boat racing such as the 
Americas Cup yacht race and the like. 

[0019] In yet another embodiment, the lottery can be 
applied to team sporting events. For eXample, the criteria 
can be set based on scoring totals of football, basketball, 
baseball, soccer or hockey teams over a given period of time. 
In one preferred embodiment the provider sets the criteria as 
the siX highest scoring football teams during one Weekend of 
regular season National Football League play. Users must 
then correctly choose the siX National Football League 
teams that Will score the most points during that Weekend. 
The same type of criteria can be applied to any other team 
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sport for a given time period. Other variations of criteria 
may be feWest points (runs, goals, etc.) alloWed by a team, 
feWest points (runs, goals, etc.) scored, etc. Other combina 
tions of betting criteria are, for eXample, the siX highest (or 
loWest) scoring teams in a time period, the ?rst (or last) 
teams to score, teams shooting the most (least) shots on goal, 
and other possible permutations. 

[0020] Other variations include season-long criteria for 
team sports such as, but not limited to, Wins, losses, total 
points (runs, goals, etc.) scored, total points (runs, goals, 
etc.) alloWed, etc. In every instance, regardless of the 
criteria, users of the lottery must choose four, ?ve or siX 
?nishers depending on the lottery structure in order to Win. 

[0021] Another advantage of the invention is that the 
Winning combination is not entirely random. Factors such as 
hoW participants in the sporting event compete in certain 
venues, injury reports, Weather conditions, current level of 
play and the like all in?uence the outcome. Therefore, the 
skill of a user as a “handicapper” in large part can increase 
the chances of that user Winning. 

[0022] In a most preferred embodiment, the lottery is 
available to a global market, increasing the number of 
system users and the potential for returns. 

[0023] In additional preferred embodiments, a user 
accesses the game via a Wide area netWork or by some other 
remote means. The user is requested to input information 
regarding identi?cation of the user and payment means. 
Once the user has decided to actually place a Wager on a 
game or a grouping of games and has provided the requested 
information, the user accesses a gaming page Which presents 
choices and accepts the user’s selection for the given game 
or games. Once the user has input his or her selection, the 
user is asked to con?rm the user’s number and/or character 
selection. The user is then sent a con?rmation of the user’s 
number and/or character and, in some preferred embodi 
ments, a ticket or an entry identi?cation number, preferably 
by email. The user then Waits for the conclusion of the event 
for the Winning combination to be established. 

BRIEF DESCRIPTION OF THE DRAWINGS 

[0024] FIG. 1 is an illustration of typical hardWare in a 
netWork system environment in accordance With a preferred 
embodiment of the present invention. 

[0025] FIG. 2A depicts a ?oWchart diagram of a preferred 
embodiment of the present invention. 

[0026] FIG. 2B depicts a ?oWchart diagram of a further 
preferred embodiment of the present invention. 

[0027] FIG. 2C depicts a ?oWchart diagram of a further 
preferred embodiment of the present invention. 

[0028] FIG. 2D depicts a preferred embodiment of a 
database scheme of the present invention. 

[0029] FIG. 2E depicts a preferred embodiment of a main 
page employed in accordance With the present invention. 

[0030] FIG. 2F depicts a preferred embodiment of an 
event page employed in accordance With the present inven 
tion. 

[0031] FIG. 2G depicts a preferred embodiment of a game 
page employed in accordance With the present invention. 
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[0032] FIG. 2H depicts a preferred embodiment of a 
shopping cart page employed in accordance With the present 
invention. 

[0033] FIG. 3A depicts a log in/create account page of a 
preferred embodiment of the present invention. 

[0034] FIG. 3B depicts a ?nancial information page of a 
preferred embodiment of the present invention. 

[0035] FIG. 3C depicts a payment information page of a 
preferred embodiment of the present invention. 

[0036] FIG. 4 is a ?oWchart shoWing the process involved 
in one preferred embodiment of the present invention for 
establishing a ?eld of players, some of Which are listed 
individually and some of Which are listed in groups. 

DETAILED DESCRIPTION OF PREFERRED 
EMBODIMENTS 

[0037] Preferred embodiments of the instant invention 
operate on a network, such as, for example, the Internet, or 
another type of remote access system, such as a kiosk-based 
terminal, a telephone, a personal digital assistant, a pulse 
code system, Web TV, or any other device or method that 
communicates alpha numeric data through a server. 

[0038] Preferred embodiments of the instant invention 
operate in accordance With a plurality of netWorked com 
puters, such as, for example, a user computer and a server 
computer Which are coupled together on a communications 
netWork, such as, for example, the Internet or a Wide area 
netWork. FIG. 1 depicts a netWork communication hardWare 
10 that operates to implement preferred embodiments of the 
invention. In preferred embodiments, netWork communica 
tion hardWare 10 includes a server computer 12 and a client, 
or user, computer terminal 14, Wherein server computer 12 
and user computer 14 are in electronic communication With 
each other via a netWork 17. Network 17 may be a local area 

netWork (LAN), a Wide area netWork (WAN), or the Internet, 
and is hardWired, Wireless, or a hybrid thereof. 

[0039] In some preferred embodiments, netWork commu 
nication hardWare 10 includes a plurality of either servers 
12, user computers 14, or any combination thereof. Server 
12 incorporates a memory device from Which gaming infor 
mation and other relevant data is accessible to user computer 
14. Preferably, hardWare 10 includes a plurality of servers 12 
that are operatively connected to netWork 17. TWo such 
servers 12 are shoWn in FIG. 1. It Will be understood that 
netWork systems in accordance With various embodiments 
Will include more than tWo servers 12. 

[0040] Server computer 12 comprises any suitable net 
Work-connectable device capable of providing content (data 
representing text, hypertext, photographs, graphics, video 
and/or audio) for communication over netWork 17. In pre 
ferred embodiments, server computer 12 is a programmable 
processor capable of operating in accordance With programs 
stored on one or more of computer readable media 24 (for 
example, but not limited to, ?oppy disks, hard disks, random 
access memory RAM, CD-ROM, ZIP disks), to provide 
content for communication to a connected user computer 14. 
Server computer 12 comprises, for example, but is not 
limited to, a personal computer, a mainframe computer, 
netWork computer, portable computer, personal digital assis 
tant (such as, a 3Com Palm Pilot), or the like. The server 
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computer 12 may include one or more internal data storage 
devices, e. g. a hard drive (not shoWn), for storing content for 
communication to a user computer 14. Alternatively, or in 
addition, server computer 12 is coupled to an external data 
storage device, computer or other means, generally repre 
sented at 26, from Which server computer 12 obtains infor 
mation for communication to user computer 14. In one 
embodiment, external device 26 comprises a further netWork 
device coupled to netWork 17. Server computer 12 is con 
trolled by suitable softWare to provide the requested content 
information to the requesting user computer 14, provided 
that various criteria are met. 

[0041] In a preferred WAN environment, such as the 
Internet, server computer 12 is controlled by softWare 
adapted to generate a response to a valid request for content 
information by transmitting or doWnloading data in the form 
of one or more HTML ?les to a requesting user computer 14. 
It Will be understood by those skilled in the art that this 
process involves communication through routers and other 
netWork components in addition to suitable servers, as is 
dictated by the particular netWork environment. 

[0042] User computer 14 comprises any suitable netWork 
adapted device capable of communicating With other 
devices in the netWork system according to an established 
protocol. In preferred embodiments, user computer 14 com 
prises a programmable processor capable of operating in 
accordance With programs stored on one or more computer 
readable media 18 (for example, but not limited to ?oppy 
disk, hard disk, computer netWork, random access memory 
(RAM), CD Rom, ZIP disks, or the like). User computer 14 
also has a display device 20 for providing a user-perceivable 
display (for example, but not limited to visual displays, such 
as cathode ray tube (CRT) displays, light-emitting-diode 
(LED) or liquid-crystal-diode (LCD) displays, plasma dis 
plays or the like, audio displays or tactile displays), and a 
user input device 22 (for example, but not limited to, a 
keyboard, mouse, trackball, touch pad, microphone, or the 
like). In one preferred embodiment, user computer 14 com 
prises a personal computer system having a CRT display, a 
keyboard and a mouse user-input device. 

[0043] The user computer 14 is controlled by suitable 
softWare, including netWork communication and broWser 
softWare to alloW a user to request, receive and display 
information (or content) from or through a provider com 
puter 12 on the netWork system 10. The user computers 14 
are any means capable of communicating With the server 
computers 12, including, but not limited, to personal com 
puters, PDAs, email-enabled cell phones and ATM-type 
terminals. User computers 14 access server computers 12 via 
netWork 17 or through some other remote access, such as, 
for example, by telephone lines. 

[0044] Preferred embodiments of the instant invention 
base Winning criteria on one or more sporting events, the 
results of the sporting event or events, and further provide a 
veri?able method of determining the Winning combination 
of the lottery. The present invention is typically applied to a 
single sporting event When the sporting event involves a 
large number of competing entrants, such as but not limited 
to a golf tournament, basketball tournament such as the 
NCAA tournament or a baseball season. The invention is 
typically applied to a plurality of sporting events When the 
number of entrants in a single event is small, a basketball 
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game (between tWo teams), but there are many such games 
being played in a con?ned time frame, such as a Weekend of 
professional basketball games. Indeed, individual players 
can independently ascertain the results of the lottery and 
verify the authenticity of such results through published 
outcomes of the particular sporting events involved. 

[0045] With reference to FIG. 2A, a ?oWchart of opera 
tions involved in one preferred embodiment of the invention 
is disclosed. According to the FIG. 2A ?oWchart, players 
Who desire to participate in a particular lottery game estab 
lish a connection in step 16 on a Wide area computer netWork 
betWeen a user computer 14 (see FIG. 1) and a server 12. In 
preferred embodiments, a substantially unlimited number of 
players can connect to the system, receive information and 
place Wagers at any given time and for any given game or 
series of games. Indeed, in preferred embodiments, global 
participation in any given game is possible. As is Well 
knoWn, the processing speed of modern computers, being on 
the order of millions of operations per second, permits such 
seemingly simultaneous accommodation of many users. 

[0046] Once a player has established a connection With 
server 12 (FIG. 1), the player accesses an initial, or home, 
page in step 18 (FIG. 2A). To participate in a game, the user 
registers or sign-up through an accessible sign-up page, 
eXamples of Which Ware illustrated in FIGS. 3A, 3B and 3C, 
via a link from the home page, as Will be described beloW. 
Once a user has accessed the sign-up page, the user is able 
to enter pertinent information according to step 20, such as, 
for eXample, name, address, date of birth, the method of 
payment information. Address and date of birth information 
may be used in combination for user con?rmation. The 
inputted information is conveyed to and veri?ed by server 
12 in step 23, such as, for eXample, the credit information or 
account information. If the information is accepted, server 
12 alloWs the user to access a gaming page in step 24 via an 
access button, such as a “play” button. 

[0047] Once connected to the gaming pages, the user 
enters selections at step 26, and enters the number of desired 
draWings, that is, the number of games to play With these 
selections. The “selection” is data, in the form of numbers, 
alphabet characters, mouse clicks, or other indicia, being 
representative of the user’s choices for the game. 

[0048] When the user is satis?ed With his selections, the 
user selects a con?rmation 27, or multiplay element on the 
gaming page via an access button. The gaming server then 
accesses the con?rmation page. Once the user has accessed 
the con?rmation page, the users selections and number of 
plays are displayed for the user. The display of the selections 
provides con?rmation at step 28 to the user that the correct 
selections have been recorded. In one preferred embodi 
ment, the user recon?rms the selections by selecting an 
“OK” feature, or has the opportunity to change the selections 
by selecting a “CLEAR” feature, Which indicates that the 
choices are incorrect and alloWs the user to make neW 
selections. 

[0049] After the users selections and plays have been 
con?rmed, the user can access another play via a repeat play 
utility, such as a “Play Another Game” feature at step 29. If 
the user selects the “Play Another Game” option and 
chooses to play, the server Will return the user to the general 
gaming page at step 30. If instead, the user chooses to 
terminate play, the user then eXits the gaming Web site 32. 
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[0050] A further preferred embodiment of the present 
invention is shoWn in ?oWchart depiction in FIG. 2B. Auser 
of the lottery system connects at step 36 by various means, 
some of Which are telephone, personal visit, computer link 
and mobile communication. Access to the system occurs 
through an Internet Web site at step 38, from Which the 
determination is made at step 40 of Whether the user has an 
eXisting account. If the user has an existing account, the 
account is accessed at step 46. If not, the user is requested 
at step 42 to set up an account, the information for Which is 
entered into the system database at step 44, in compliance 
With for eXample FIGS. 3A-3C, described beloW. After 
entering information into the database at step 44, the estab 
lished account is accessed at step 46. The user is then 
presented With a selection at step 48 for various sports on 
Which Wagers may be made, for eXample, golf, tennis, 
football, hockey, soccer, track & ?eld, boWling, etc. In a 
preferred embodiment, assuming that the user selects golf as 
a choice, the system moves to step 50 to make a selection 
and place a bet. The selection process is discussed beloW. 
After the user and other users of the system have placed their 
Wagers, the time WindoW for Wagering is elapsed at the 
beginning of the sporting event or events, and the results are 
aWaited. 

[0051] The results, or outcome, of the sporting event is 
determined at step 54. The outcome may be reported directly 
to the server from a Wire service or may be inputted 
manually after reference to a neWs reporting service or the 
like. Each Wager ticket is evaluated by comparison to the 
reported outcome to determine Whether it is a Winner or a 
loser. If a Winner is determined at step 58, the account of the 
holder of the Winning ticket is updated, i.e., Winning amount 
deposited, at step 60, and the information is entered into 
database 44. If the ticket is not a Winner, determined at step 
56, or after a deposit of the Winning amount is made at step 
58 and the account is updated at step 60, the holder of the 
Winning ticket is noti?ed at step 62, by any knoWn means of 
communication. 

[0052] The game administrator or provider presents the 
Winning numbers Which have been obtained from the results 
of an event. For eXample, and discussed beloW, in one 
preferred embodiment Winning criteria are determined from 
the results of a selected sporting event such as, but not 
limited to a golf tournament Wherein, for eXample, the 
players are ranked according to their prior performance and 
given ranking numbers. The top siX ?nishers of the event are 
identi?ed in a post-tournament report by numbers corre 
sponding to their rankings. The results of the tournament are 
posted and the lottery Winners are noti?ed by any acceptable 
means, including, but not limited to, telephone, e-mail, 
postal service, facsimile and posting on the Web site main 
tained by the service operator. 

[0053] Registration is preferably completed before Wager 
ing. Registration can be implemented by entry of the infor 
mation either manually or through a computer terminal, such 
as may be presented over the Internet or in a sports book 
parlor or at a kiosk. Each potential user Will preferably be 
asked to register When entering the system by being pre 
sented With a screen, an eXample of Which is shoWn in FIG. 
3A, by entering information in the WindoWs of dialog boX 
70, e.g., email name and passWord. In this embodiment, a 
neW user Will be required to open an account by clicking on 
the “create” button in dialog boX 72. The neW user Will move 
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to FIG. 3B to enter identifying information into the several 
data WindoWs in dialog box 74. At the completion of box 74, 
the user Will click on the “create” button and be presented 
With the screen in FIG. 3C, including dialog box 76 for the 
submission of payment methods and information. Where 
available, payment information may be entered by inserting 
a bank card or credit card in a reader. Upon completing the 
registration information, the user is validated by the system 
and presented With sport and event selection and Wagering 
options. 

[0054] NoW referring to FIG. 2C, a further preferred 
embodiment of the invention comprises a WAN accessible 
Web site comprising a main page 100, events page 110, game 
page 120, shopping cart page 130, log in/create account page 
140, summary page 150, payment information page 160 and 
con?rmation page 170. FIG. 2D comprises an example of a 
database scheme for this embodiment. 

[0055] NoW referring to FIG. 2E, main page 100 com 
prises a plurality of sport categories from Which a user may 
choose by for example clicking on a sport of interest. Main 
page 100, like all pages in this embodiment, may further 
comprise links to other pages such as, but not limited to, log 
in/create account page 140 or “hot links” to game page 120. 
Upon selecting a sport on main page 100, a user accesses 
events page 110. 

[0056] NoW referring to FIG. 2F, events page 110 displays 
the particular current events in the sport selected in main 
page 100 upon Which a Wager can be placed. Event page 110 
preferably comprises links to other pages. A user selects an 
event from the event page 110 by clicking on the event and 
is transferred to game page 120. 

[0057] NoW referring to FIG. 2G, game page 120 com 
prises a list of the participants for the selected event and the 
rules and criteria governing the particular lottery to be 
conducted for that event. For example, in a preferred 
embodiment, game page 120 provides a list of players in a 
golf tournament and permits a user to select from four to six 
golfers or groups of golfers the user believes Will ?nish in 
the top four, ?ve or six places in the tournament. Auser may 
use game page 120 to play multiple games. Game page 120 
may provide the user, lists comprising the selections made 
for each game played. 

[0058] NoW referring to FIG. 2H, upon completing all 
selections, a user may click on a link to shopping cart page 
130, Which displays selections for each game in the form of 
lists or “tickets”. Shopping cart page 130 permits a user to 
delete unWanted “tickets” or go back to the game page to add 
further “tickets”. Once a user has decided to proceed With 
the “tickets” the user has created through his selections, the 
user may click on a link to the log in/create account page 
140. 

[0059] NoW referring to FIG. 3A, if the user has an 
existing account the user enters his e-mail and passWord in 
dialog box 70 and proceeds to order summary page 150. 
NoW referring to FIGS. 3B and 3C, if the user does not have 
an existing account the user creates an account using the 
prompts on create account page 140. Once an account and 
log in passWord are generated the user may proceed to order 
summary page 150. Order summary page 150 permits a user 
to con?rm the order prior to proceeding to payment infor 
mation page 160. Payment information page 160 collects 
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payment information such as but not limited to credit card 
information. After entering said information the user sub 
mits the payment information for determination as to 
Whether the information is valid and the ?nancial transaction 
can be completed. Upon con?rmation of a successful trans 
action the user is transferred to printable con?rmation page 
170. 

[0060] Funds may be linked to be transferred betWeen 
existing betting pools and the lottery of the present inven 
tion. Wagering fees are typically transferred after selections 
are made, but before the user is issued a Wager con?rmation. 
Winnings are typically credited at the conclusion of the 
sporting event via the Internet, or other transmission means, 
to existing bank, credit or betting accounts. 

[0061] In many sporting events, for example a major golf 
tournament, there are a large number of players Who com 
pete, possibly 100 or more. This presents a group that is 
typically too large for purposes of a lottery. Thus, it is 
recogniZed that if a plurality of loWer ranked players Were to 
be grouped for betting purposes, the number of available 
selections from Which to choose can be reduced to a man 
ageable number appropriate for a lottery. This rank-group 
siZe inverse concept is exempli?ed in the ?oWchart of FIG. 
4 and described beloW. 

[0062] Referring to FIG. 4, in a preferred embodiment the 
total number of players in a sporting event is determined in 
step 401, and the total number of possible selections, that is 
often, but not alWays, less than the number of players, is 
determined in step 402. That is, if there are 100 players, but 
the Wagering is knoWn to be more attractive With a maxi 
mum of 50 selections, a number of players are grouped 
together, increasing the chance that a Winner could emerge 
from a loWer ranked player group. If the number of players 
is not greater than the number of selections, as determined 
in step 403, a simple list of players is generated according 
to rank in step 404. If the number of players is greater than 
the number of selections, the system or administrator estab 
lishes a maximum number of players to be listed individu 
ally in step 405, for example by reference to a pre-estab 
lished chart, rule or the like. The number of individual 
players is subtracted from the total number of selections in 
step 406 to de?ne a number of players to be grouped. The 
players that are to be listed individually are assigned posi 
tions on the list according to their rank in step 407, and the 
process of assigning groups is begun in step 408. In step 409, 
a determination is made as to Whether the groups are to be 
equal or unequal in siZe, also by reference to a pre-estab 
lished chart or rule. If the groups are to be equal, the system 
simply divides the number of grouped players into equal 
groups and generates the list in step 410. If the groups are 
to be unequal, the invention recogniZes that division to place 
the loWer ranked players into larger groups and the higher 
ranked players into smaller groups Will encourage group 
Wagering. Indeed, a user may select a ?rst Wager of 4 or 5 
or 6 individual players and a second Wager of 4, 5, 6 groups, 
increasing the interest aspect of the Wager. Alternatively, a 
user may select individuals or groups. 

[0063] If the groups are to be unequal, as determined in 
step 411, the number of grouped players “G” is divided by 
a pre-established factor “X,” rounding odd numbers 
upWardly. Factor “X” is designed to determine the siZe of the 
?rst, smallest, group, and is re?ective of the total number of 
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grouped players. The result of the “G/X” division is assigned 
the ?rst group number in step 412. “G/X,” the siZe of the ?rst 
group, is then multiplied by a factor, e.g., 1.5, to determine 
the siZe of the second group in step 413. The resultant group 
of players from the 1.5><“G/X” is assigned to the second 
group in the listing in step 414, and the process continues 
until all players are assigned in step 415. In this Way, the 
second group has 50% more players than the ?rst group and 
the third group has 50% more players than the second group, 
increasing the likelihood that one of the loW ranked players 
in the groups may place high in the tournament. By Way of 
eXample, and not limitation, if there are 50 grouped players, 
“X” is set at 8, making the ?rst group=6, the second 
group=9, the third group=13, and the fourth group=20 (the 
2 remaining players may be included in the fourth group—if 
the number of remaining players is greater than half the 
number assigned to the fourth group, the remaining players 
may be divided betWeen the third and fourth groups, equally 
or proportionally). The factor 1.5 may be adjusted depend 
ing on the administrator’s preference. 

[0064] In a further example, the administrator may Wish to 
conduct a game based on an event having 130 participants, 
such as a golf tournament, but desires the event to have 49 
available selections, such that in order to Win a user must 
correctly pick the four, ?ve or siX top ?nishers in any order. 
The administrator may specify the top 40 ranked participants 
are numbered 1 through 40. The remaining 90 participants 
are divided into 9 groups of 10 participants. Thus, the game 
Will have 40 players individually listed With the correspond 
ing identifying numbers 1-40 associated With their name and 
90 players grouped in 9 groups With the identifying desig 
nations G1-G9 associated With each of the 9 groups of 10, 
resulting in 49 selections from Which a player may select. 

[0065] As indicated above, some preferred embodiments 
utiliZe a Wide area netWork, such as, the Internet, for 
transmission and receipt of information for the gaming data. 
In these preferred embodiments the gaming server transmits 
information to the player in the form of a Web site. The user 
accesses an initial, or home, page upon entry into the lottery 
system. The home page is an introductory page that com 
prises teXtual information and hyperlinks for access to 
subsequent screens in the lottery system. In some preferred 
embodiments, the home page is designed to direct a player 
to a foreign language home page and folloWing pages, if 
desired, in Which the information is presented in a speci?c 
language selected by the player. 

[0066] The teXtual information comprises any type of 
information that the gaming provider chooses. In one 
embodiment, the teXtual information comprises gaming 
information and rules and regulations, or, in alternate 
embodiments, a link that connects the user to access a rules 
and regulatory information page. Gaming information com 
prises jackpot totals (i.e., an amount representing current 
Wagers for an event that is soon to be played), upcoming 
lottery participatory sporting events and previous Winning 
combinations. In some preferred embodiments, Winning 
numbers and/or characters are updated immediately after the 
neW Winning combinations are determined. 

[0067] In another preferred embodiment, the jackpot total 
is displayed in the different currencies of all of the countries 
in Which the lottery game is available to be played. As more 
players participate in placing Wager selections, the jackpot 
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becomes larger. As the jackpot becomes larger, the displayed 
totals change to re?ect the most recent information each 
preset time interval, such as, for eXample, every minute, 
quarter hour, or every hour. 

[0068] The rules and other regulatory information can be 
included directly on the home page, or, in alternate embodi 
ments, is able to be accessed via a hyperlink from the home 
page. Players may also access the rules and regulations from 
other pages (described beloW) on the site, or from a number 
of different pages. If the rules and regulation information is 
accessed via a hyperlink, the user is directed to a ?le 
comprising “HoW to Play” information stored in a memory 
device from Which it can be retrieved. Preferably, the rules 
and regulations information comprise information related to 
restrictions of the game, including, but not limited to, 
information regarding Who is not eligible to play the game; 
entry provisions; hoW to claim the jackpot; claiming dead 
lines; dispute resolution; miscellaneous transaction fees; and 
de?nition of legal terms. As regulations and rules change, 
due, for eXample, to changes in laWs, or at the discretion of 
the lottery provider, this section is updated to re?ect such 
changes. 

[0069] The home page includes at least one hyperlink, for 
eXample, a “Play” button, such that the player can eXit the 
home page and advance to other pages on the system, 
Wherein the user can ultimately indicate his or her selections 
to play. In one preferred embodiment, the home page com 
prises hyperlinks to registration or sign-up pages, Which are 
Written in English and a number of foreign languages, or as 
previously discussed, as Well as hyperlinks to the rules and 
regulations ?le. 

[0070] If a user chooses to participate in the game, the user 
may be required to register prior to commencing play of the 
game. Selection of the aforementioned command hyperlink 
Will send the user to a registration page. If a user has 
previously registered, the registered user can simply access 
selection pages by entry of a passWord. 

[0071] Once information has been entered into the regis 
tration page, the player enters a command, such as a HTML 
hyperlink embedded in a “play” button graphic Which moves 
the user to the neXt step of the process. In some preferred 
embodiments, a user cannot progress to the neXt step of the 
process until all of the information is provided and the 
underlying transaction has been authoriZed and cleared. In 
some preferred embodiments, if any part of the registration 
page form is not ?lled in completely, or if the form of 
payment is rejected, the player is sent back to the registration 
page to correct the problem. 

[0072] In some preferred embodiments, once the 
requested information on the registration page has been 
provided and transmitted, and the underlying transaction has 
been approved and accepted, the user can access the game 
page via the gaming server. In preferred embodiments, the 
user clicks on a “play” button Which accesses the game page 
if the above requirements have been met. Alternatively, a 
player may broWse the game page and is not required to 
register until he is satis?ed he Wishes to play. In such a case, 
the user may make all selections and not be required to 
register until he decides to participate. 

[0073] Different payouts for correct choices are contem 
plated. The highest payout is made to a user selecting siX out 






