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(57) ABSTRACT 

The present invention relates to a method for playing an 
interactive real time distributed game including receiving at 
a scoring database a next play prediction for a sporting event 
from a remote terminal, determining an actual play outcome 
for the sporting event, transmitting an actual play outcome 
representation to the remote terminal, and scoring the play 
prediction based on the actual play outcome and a prede 
termined o?censive scoring ruleset. In one embodiment, the 
sporting event is a football game. 
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METHOD AND APPARATUS FOR INTERACTIVE 
REAL TIME DISTRIBUTED GAMING 

CROSS REFERENCE TO RELATED 
APPLICATION 

[0001] This application is related to, and claims bene?t of 
and priority from, Provisional Application No. 60/252,118 
dated Nov. 20, 2000, titled “Method and Apparatus for 
Interactive Real Time Distributed Gaming”, the complete 
subject matter of Which is incorporated herein by reference 
in their entirety. 

FEDERALLY SPONSORED RESEARCH OR 
DEVELOPMENT 

[0002] [Not Applicable] 

SEQUENCE LISTING 

[0003] [Not Applicable] 

BACKGROUND OF THE INVENTION 

[0004] The present invention relates to interactive gaming. 
In particular, the present invention relates to a method and 
apparatus for interactive distributed gaming in real time 
based on an associated sporting event. 

[0005] Spectator sports commonly draW individuals Who 
are adept (so they believe) at knowing every play a team Will 
(or should) execute. For example, ranks of “armchair quar 
terbacks” ?ll living rooms, bars, and sports arenas every 
Sunday and Monday during the professional football season. 
While many of these individuals are convinced that their 
knowledge surpasses that of the best professional coaches, 
companies have only recently begun to provide Ways to 
measure such proWess. 

[0006] As one example, BuZZtime, Inc. has designed the 
QB1 interactive game accessible at the Website http://fox 
sports.com/qb1/index.html. QB1 alloWs a participant to pre 
dict, using a Web broWser user interface, the next offensive 
play that a football team Will pursue. In QBl, the participant 
selects either RUN or PASS as their basic prediction. A 
correct prediction aWards points, While an incorrect predic 
tion subtracts points from the participant’s score. Partici 
pants earn more points by predicting more complex plays 
formed from a direction: LEFT, RIGHT, MIDDLE, and 
distance BACK, SHORT, DEEP, for example PASS 
MIDDLE-DEEP. A beWildering array of possible predic 
tions are possible, With the additional complication that 
certain combinations are valid only for RUN or PASS 
situations. 

[0007] As another example, ABC provides the Prime Time 
PlayerTM game based at http://heavy.etv.go.com/etvHome/ 
etvfootball. Participants in Prime Time Player predict, 
through a Web broWser interface, one of four offensive 
positions (quarterback, Wide receiver, running back, or tight 
end) that Will end up With the ball at the end of the play. The 
participant accumulates points for choosing the correct 
offensive position and bonus points based on yardage 
gained. HoWever, Prime Time Player can be someWhat 
intimidating for casual football vieWers Who, for example, 
may not knoW a tight end from a Wide receiver. 

[0008] The draWbacks associated With prior interactive 
games not only limited the number of participants in the 
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games and the resultant level of competition, but also the 
generated revenue streams. Furthermore, such prior interac 
tive games Were generally limited to Web broWser interfaces. 
As a result, a large number of potential participants Without 
access to an Internet enabled personal computer (e.g., those 
attending a sporting event, for example) could not play. 

[0009] Aneed exists for an interactive game that addresses 
the problems noted above and others previously experi 
enced. 

[0010] Further limitations and disadvantages of conven 
tional and traditional approaches Will become apparent to 
one of skill in the art, through comparison of such systems 
With the present invention as set forth in the remainder of the 
present application With reference to the draWings. 

BRIEF SUMMARY OF THE INVENTION 

[0011] Features of the present invention may be found in 
a method and apparatus for interactive real time distributed 
gaming. In one embodiment, a method for playing an 
interactive real time distributed game includes receiving at 
a scoring system and database a next play prediction for a 
sporting event from a remote terminal, determining an actual 
play outcome for the sporting event, transmitting an actual 
play outcome representation to the remote terminal, and 
scoring the play prediction based on the actual play outcome 
and a predetermined offensive scoring ruleset. In one 
embodiment, the sporting event is a football game. 

[0012] Thus, for example, the next play prediction may be 
a yardage prediction (e.g., a gain of 1-5 yards, 6-10 yards, 
11-15 yards, 16-20 yards, 21-25 yards, or 25+ yards), or a 
scoring prediction (e.g., a touchdoWn, ?eld goal, tWo point 
conversion, or point after touchdoWn), or a touchdoWn in 
combination With a yardage prediction. Points are aWarded 
according to the offensive scoring ruleset, for example, 
When the next play prediction is a correct yardage predic 
tion, a correct scoring prediction, or a correct touchdoWn 
and yardage prediction. Optionally, the interactive game 
may include scoring for defensive plays. Thus, the remote 
terminal may also receive a defensive play outcome repre 
sentation and score the defensive play outcome according to 
a predetermined defensive scoring ruleset. 

[0013] No particular terminal type is required, and thus, as 
examples, the remote terminal may be an Internet enabled 
personal computer, a Wireless personal digital assistant 
device (PDA), a cellular phone communicating over a radio 
channel, or a television broWser communicating over a 
television channel. The interactive game is described in 
much greater detail beloW With reference to an interactive 
football game. 

[0014] Other aspects, advantages and novel features of the 
present invention, as Well as details of an illustrated embodi 
ment thereof, Will be more fully understood from the fol 
loWing description and draWings, Wherein like numerals 
refer to like parts. 

BRIEF DESCRIPTION OF SEVERAL VIEWS OF 
THE DRAWINGS 

[0015] FIG. 1 illustrates a How diagram of game-player 
registration and log-on in accordance With one embodiment 
of the present invention. 
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[0016] FIG. 2 illustrates one implementation of a modular 
game interface console in accordance With one embodiment 
of the present invention. 

[0017] FIG. 3 illustrates a How diagram for selecting a 
yardage next play prediction using a game interface console 
similar to the game interface console of FIG. 2, in accor 
dance With one embodiment of the present invention. 

[0018] FIG. 4 illustrates a How diagram for selecting a 
scoring next play prediction using a game interface console 
similar to the game interface console of FIG. 2, in accor 
dance With one embodiment of the present invention. 

[0019] FIG. 5 illustrates a How diagram for selecting a 
touchdoWn scoring button using a game interface console 
similar to the game interface console of FIG. 2, in accor 
dance With one embodiment of the present invention. 

[0020] FIG. 6 illustrates a How diagram for submitting a 
next play prediction to a game-server in accordance With one 
embodiment of the present invention. 

[0021] FIG. 7 illustrates a timing diagram of game-player 
and game-server operation in accordance With one embodi 
ment of the present invention. 

[0022] FIG. 8 illustrates a state table describing the game 
server, and the remote terminal and How of events in 
accordance With one embodiment of the present invention. 

[0023] FIG. 9 illustrates a netWork connection diagram in 
accordance With one embodiment of the present invention. 

[0024] FIGS. 10A and 10B illustrate the How of active 
mode scoring in accordance With one embodiment of the 
present invention. 

[0025] FIG. 11 illustrates a How of passive mode scoring 
in accordance With one embodiment of the present inven 
tion. 

[0026] FIG. 12 illustrates a game interface that provides a 
user interface for playing iTrackZONE football on an inter 
active TV system in accordance With one embodiment of the 
present invention. 

DETAILED DESCRIPTION OF THE 
INVENTION 

[0027] One implementation of the interactive real time 
distributed game (referred to beloW generally as “iTrack 
ZONE”) is speci?cally discussed beloW With reference to an 
interactive football game (referred to as “iTrackZONE Foot 
ball”) based on a live professional, college, or arena football 
game. Note, hoWever, that iTrackZONE is not limited to 
football games. Rather, iTrackZONE may incorporate 
rulesets for any other competitive activity, including base 
ball, hockey, chess, billiards, boWling, and the like. 

[0028] Prior to each game of iTrackZONE Football, each 
game-player preselects a ?eld-team to represent, preferably 
for the duration of each iTrackZONE Football game (or 
“game-session”). The duration of a game-session coincides 
With the duration of the underlying football game (or “?eld 
game”). As Will be described in more detail beloW, each 
game-player submits a prediction for each ?eld-team o?fen 
sive play prior to the start of each play (e.g., the snap of the 
football). The game-player scores and accumulates points 
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for each correct prediction of the outcome of offensive plays 
for the ?eld-team during the ?eld-game. 

[0029] As an initial matter, hoWever, and With reference to 
FIG. 1, a potential game-player ?rst registers and logs onto 
100 the iTrackZONE Football system (or “game-server 
system”). The login server presents login options 102 to the 
potential game-player, including Whether to register as a 
neW game-player, update existing game-player information, 
or Whether to log in and begin play. When registering as a 
neW game-player, the registrant enters subscription infor 
mation 106 including, as examples, name, address, credit 
card information, and display set options to receive infor 
mation about other products and services offered through 
iTrackZONE. Subsequently, the game-server-system vali 
dates 108 the address and other required pertinent informa 
tion, and if successful, adds the neW game-player to the 
game-sever-system database 110. If the game-server-system 
cannot collect the required information, the game-server 
system returns to step 106 Where the registrant may correct 
the requested subscription information. A game-player may 
also opt to cancel 112 their subscription to iTrackZONE 
Football, in Which case their subscription is appropriately 
marked in the game-server-system database. 

[0030] Once a game-player is registered in the game 
server-system database, the game-player may then logon by 
entering a valid username and passWord 114. An invalid 
username or passWord may cause the game-server-system to 
display 116 an associated Warning 116, or query the indi 
vidual trying to logon Whether they need to ?rst register 118. 
The game-server-system preferably alloWs a game-player to 
logon at least 30 minutes prior to initiation of the ?eld-game 
(e.g., kickoff and until the end of regulation play of the 
?eld-game, including overtime. 

[0031] Once the game-player has logged in, the game 
player selects a pre-scheduled ?eld-game that is either going 
to start soon 120, or that is already in progress and selects 
and commits to one ?eld-team 122 (from one or more lists 
of pre-scheduled ?eld games presented by the game-server 
system to the game-player) for the duration of that particular 
?eld-game and game session. Next, the game-server-system 
retrieves the game-player’s current score 124 (if any) asso 
ciated With the selected ?eld-game and ?eld-team. The 
current score may be Zero, for example, if the game-player 
is logging in for the ?rst time, and may be non-Zero if the 
game-player Was playing, but had logged out for a period of 
time and is returning. 

[0032] Subsequently, the game-player’s remote terminal 
loads and executes the iTrackZONE Football client softWare 
126. For example, the client softWare may include a Java, 
HTML, WAP or ATVEF based user interface for a personal 
computer, a compiled executable softWare application for a 
cell phone, pager, or Palm Pilot or other PDA, or TV set-stop 
box. The client softWare, as described in more detail beloW, 
also includes scoring rulesets for the underlying sporting 
event (in this case football). Once the remote terminal loads 
the client softWare, the remote terminal connects to a 
selected game-server 128 that is handling the game-session. 

[0033] The game-server connection may be synchronous 
or asynchronous, depending on the remote terminal 
(Whether an interactive TV set-top-box, a Wireless PDA, a 
Web enabled cell phone, a Web-pad, a computer With an 
internet connection, or any other internet connected device, 
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or any device with two-way digital communication capabil 
ity). The game-server connection communicates with the 
game-player as described in more detail below during the 
game-session. Note that the game-player may log off the 
game-server at anytime during the game-session without 
jeopardizing any accumulated points. The game-player may 
log on again during the same game-session (i.e., until the 
end of regulation play of the ?eld-game, including over 
time). The end of regulation play concludes the iTrack 
ZONE Football game-session. 

[0034] The game-session starts when the ?eld-game starts. 
Up to three minutes before the opening kickoff, the game 
player may submit a next play prediction. After the opening 
kickoff, the game-session is considered active throughout 
the duration of the ?eld-game. Generally, the game-server 
establishes ?eld-teams as either in an offensive-state or a 

defensive-state. A ?eld-team is in offensive-state when that 
?eld-team has possession of the football for example. A 
?eld-team is in defensive-state when that ?eld-team does not 
have possession of the ball for example. 

[0035] The game-server further establishes a play-action 
state that starts when a game-player’s ?eld-team snaps the 
football for example. Before each play-action state there is 
a waiting period. The waiting period, referred to as the 
play-stopped-state, is the period of time between two con 
secutive play-action states. While in the play-stopped state, 
the game-server accepts next play predictions during the 
submit-prediction-mode as indicated below. 

[0036] The game-server establishes two game-play-modes 
associated with a game-player: passive-mode or active 
mode. The attributes of the game-play-modes and the trans 
fer from one to another is dependent on the actions of the 
game-player’s selected ?eld-team during the ?eld-game. 
When the selected ?eld-team is in an offensive-state the 
game-player is in active-mode. When the selected ?eld-team 
is in a defensive-state the game-player is in a passive-mode. 

[0037] The game server and remote terminal allow the 
game-player to submit next play predictions for the game 
player’s ?eld-team when the game-player is in the active 
mode and the ?eld-team is in the play-stopped-state (i.e., 
when the game-server establishes that a submit-prediction 
mode exists). Preferably, the play-stopped-state starts from 
the end of the previous play (e.g., from the of?cial spot or 
placement of the football by a game referee) to the next 
break of the ?eld-team huddle. 

[0038] The game server further establishes, as a play 
action-state, the period of time when the ?eld-teams line up 
at the line of scrimmage to run a play until the play ends with 
the o?icial’s whistle and an of?cial ruling (e.g., a spotting of 
the ball). Preferably, game-players are not allowed to submit 
next play predictions during the play-action-state; in other 
words, the game-server establishes a non-submit-mode. 
Generally, iTrackZONE Football referees determine the start 
and stop of the play-action-states and therefore determine 
the duration of the submit-play-states and non-submit 
modes. 

[0039] When the ?eld-team that the game-player has pre 
selected loses possession of the football, the ?eld-team 
assumes a defensive-state. At that time, the game-player is 
placed in a passive-mode and can no longer make next play 
predictions until the ?eld-team regains possession of the 
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football and assumes the offensive-state. Thus, the ?eld 
team moves between the offensive-state and the defensive 
state throughout the game-session. 

[0040] The game-server sends a message to the remote 
terminal to alert the game-player that the mode is switching 
from passive-mode to active-mode. The remote terminal, in 
response, generally presents a mode change indicator (e.g., 
a text message, sound, or graphic) to the game-player. The 
game-player may then select and submit a next play predic 
tion. 

[0041] Generally, a next play prediction attempts to prog 
nosticate the next play that the ?eld-team will execute. 
Although next play predictions may be placed with regard to 
both offense and defense, in the preferred embodiment, next 
play predictions are only allowed when a game-player’s 
selected ?eld team is in the offensive state, game-player is 
in the active-mode and the ?eld-team is in the play-stopped 
state. 

[0042] Preferably, when the state is the submit-play-state, 
and the game-player is in active-mode, the game-player can 
predict the outcome of a ?eld-game offensive play by 
making a yardage-prediction (and optionally specifying that 
a touchdown will also be scored) or making a scoring 
prediction (Field Goal, Point After Touchdown, or Two 
Point Conversion). Alternatively, the game-player may 
choose to not make a next play prediction, without jeopar 
diZing any points already accumulated. Table 1, below, 
illustrates the preferred yardage predictions and Table 2 
illustrates the preferred scoring predictions (although a 
plurality of other yardage and scoring predictions may also 
be implemented): 

TABLE 1 

yardage predictions 

15 yards 
6*lO yards 
llil5 yards 
l6i2O yards 
2li25 yards 

25 or more yards 

[0043] 

TABLE 2 

scoring predictions 

Touchdown 
Field Goal 
Two Point Conversion 
Point After Touchdown 

[0044] Tables 1 and 2 thus illustrate one embodiment of an 
offensive play ruleset that de?nes the predictions a game 
player may make. 

[0045] Preferably, the next play prediction for a yardage 
prediction is one of the alternatives illustrated in Table l, 
optionally also specifying a scoring prediction, a touchdown 
for example. Alternatively, the next play prediction may be 
a single scoring prediction selected from Table 2, although 
selecting a touchdown also allows the game-player to select 
a yardage option from Table l. 
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[0046] The game-player presses a button (i.e., a Submit 
button) on the remote terminal to submit the next play 
prediction (if any) to the game-server. The game-player must 
submit the next play prediction before the game-system 
changes from the play-stopped state to the play-action state. 
In one implementation, a next play prediction is irrevocable 
and places the game-player into a non-submit-mode. In 
other words, the game player cannot place a different next 
play prediction until the next submit-play-state. Note also 
that if the game-player fails to submit a next play prediction, 
any yardage or scoring selections are discarded without 
being scored. 

[0047] An offensive scoring ruleset determines how points 
are allocated based on the next play prediction. As an 
example, Table 3 illustrates the points awarded for a correct 
yardage prediction, while Table 4 shows the points awarded 
for a correct scoring prediction. Other offensive scoring 
combinations are contemplated. 

TABLE 3 

offensive scoring ruleset for yardage predictions 

Next play Points awarded Points awarded 
prediction if correct (subtracted) if incorrect 

15 yards 5 0 
6*lO yards 5 0 
llil5 yards 5 0 
l6i2O yards 5 0 
2l*25 yards 5 0 

25 or more yards 5 0 

[0048] 

TABLE 4 

offensive scoring ruleset for scoring predictions 

Next play Points awarded Points awarded 
prediction if correct (subtracted) if incorrect 

Touchdown 6 (6) 
Field Goal 3 (3) 
Two Point 2 (2) 
Conversion 
Point After 1 (l) 
Touchdown 

[0049] In one implementation, game-players watch the 
?eld-game passively while their ?eld-team is in the defen 
sive-state. The game-server then awards points to the game 
player automatically according to the defensive scoring 
ruleset shown in Table 5: 

TABLE 5 

defensive scoring ruleset 

Event Points awarded 

Quarterback sack 5 
Tackle for yardage loss 2 
Fumble recovery 3 
Interception 3 
Safety 2 

6 Defensive Touchdown 
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[0050] Note, however, that in other implementations of 
iTrackZONE Football, the game-player may also submit 
defensive next play predictions according to a predeter 
mined defensive next play ruleset. 

[0051] The game-server automatically updates each game 
player’s point total after every play during the game-session. 
Preferably, point total scoring leaders are displayed on a 
leader board on the remote terminal. At the end of the 
?eld-game a game-player’s point total is recorded and 
ranked against all other players, for example, by team, city, 
region and nation. The highest ranking game-players may 
then be determined according to each category and point 
total. Furthermore, the game-server may de?ne numerous 
point totals corresponding to certain prizes or awards. A 
game-player’s point total may be exchanged for a prize, or 
may be allowed to accrue for more valuable prizes at a future 
date. 

[0052] With reference to competition among game-play 
ers, all game-players on all platforms may competing 
against each other to gain the most points. Team play will be 
supported. Individual players can team up and compete 
against other teams of the same number (e.g., up to four per 
side). Individual or team point leaders may, for example, be 
divided into team, game, city, regional, and national leader 
board groups. Leader boards are preferably posted after 
every game and season totals may also be posted with a 
league MVP, All-Star teams for each of the two conferences 
and MVPs for each team. Grand prizes (e.g., vacations, 
season tickets, mountain bikes, skis, and the like) may be 
awarded at the end of the season to the game-players with 
the highest point totals, and smaller prizes (e.g., T-shirts, 
magazine subscriptions, and the like) may be awarded, for 
example, to the top 1,000 ?nishers overall. 

[0053] Turning next to FIG. 2, that ?gure illustrates one 
implementation of a modular game interface console 200. 
The console 200 is suitable for a browser used with personal 
computers and interactive TV (e.g., through WebTV and 
AOLTV). The modular design allows certain pieces of the 
game interface console to be omitted for devices with less 
screen real estate such as wireless PDAs, web enabled cell 
phones, and the like. The console 200 addresses three needs: 
(1) facilitate playing iTrackZONE Football; (2) provide an 
opportune venue for sponsorship and advertising (e.g., 
branding for sponsors, placing ads for advertisers that are 
?xed and/or rotating and scheduled to appear periodically, 
with hyper-links for e-commerce functionality to allow the 
game-player to buy merchandise before, during and after the 
game); and (3) provide a platform for viewing streaming 
?eld-game video from broadcasters. 

[0054] In one embodiment, the modular design of the 
console 200 includes six sections: the iTrackZONE Yardage 
Range Selector Module 202, the iTrackZONE Field-game 
Scoring Selector Module 204, the iTrackZONE Game Status 
Module 206, the iTrackZONE Play Selection Module 208, 
the iTrackZONE Game Field/Yard Marker Simulator Mod 
ule 210, and the iTrackZONE Football live ?eld-game 
Streaming Video Module 212. 

[0055] As illustrated, the yardage range selector module 
202 includes six yardage range buttons 214, 216, 218, 220, 
222, and 224, and the scoring selector module 204 includes 
four ?eld-game scoring buttons 226, 228, 230, and 232 and 
one submit or send button 234. The buttons 214-224 allow 
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the game-player to select a yardage next play prediction, the 
buttons 226-232 allow the game-player to select a scoring 
next play prediction, and the button 234 allows the game 
player to submit a next play prediction to the game-server. 

[0056] In order for the game-server to aWard the game 
player points, the game-player must select and submit a 
yardage next play prediction in advance of each play, as 
explained above. Then, the yardage gained on the subse 
quent play must be Within the range selected by the user 
(e.g., a gain of 9 yards by a player is Within the range of 6-10 
yards). Thus, a game-player Who submitted a next play 
prediction of 6-10 yards Would be aWarded points according 
to the offensive scoring ruleset given above (i.e., 5 points for 
example). 
[0057] Alternatively, the game-player may score points by 
selecting and submitting a ?eld-game score in advance of 
each play, as explained above. The ?eld-game scoring 
buttons 226-232 represent four possible ?eld-game scores 
that might occur during an offensive play. Because scoring 
does not occur on every play, selecting a scoring button 
226-232 is optional. Bonus points may be scored When a 
game-player selects a touchdoWn in addition to a yardage 
selection button 214-224. The bonus points are, in one 
implementation, equal to the points aWarded for a touch 
doWn (i.e., 6 points). As noted above, hoWever, the game 
player losses points after submitting a next play prediction 
including a scoring prediction if the scoring prediction does 
not actually result on the next play. 

[0058] With reference again to FIG. 2, the game status 
module 206 includes ?ve ?elds: a doWn ?eld 236 (providing 
the current doWn number), a distance ?eld 238 (providing 
the distance to a ?rst doWn), a Ball-On ?eld 240 (providing 
the yard line on the playing ?eld Where the football is 
currently located), a Your-Score ?eld 242 (providing the 
total points aWarded to the game-player for this particular 
game-session), and a Last-Play-Result ?eld 244 (providing 
the of?cial result of the last play). The ?elds 236-242 thus 
represent the status of every doWn for each series of pos 
session for each ?eld-game team When it has the ball. The 
?elds 236-242 (along With the Game Field/Yard Marker 
Simulator Module 210) assist a game-player to select a 
yardage range prior to any given ?eld-game play. The 
game-player scoring is displayed in the Your-Score ?eld 242 
in conjunction With the results of every play. 

[0059] The play selection module 208 displays the pre 
dicted yardage range (if any) and/or predicted scoring (if 
any) prior to every play, after the next play prediction has 
been submitted. Note that next play prediction is not only 
submitted to the game-server, but it is also stored locally in 
the remote terminal. The game-server may then transmit an 
actual play outcome representation to the remote terminals 
that alloWs each remote terminal to locally score the next 
play prediction. The game-server, hoWever, also scores the 
next play prediction and stores the results in an of?cial 
scoring database. 

[0060] Still With reference to FIG. 2, the yard marker 
simulator module 210 graphically represents the game ?eld. 
The yard marker simulator module 210 preferably shoWs the 
current location of the football and the ?rst doWn marker 
before every doWn. The yard marker simulator module 210 
may be updated for each series of doWns for every offensive 
possession of each ?eld-team in the ?eld-game. The yard 
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marker simulator module 210 includes: a Game Field color 
graphic 246 horiZontally representing the football playing 
?eld; a ?rst doWn graphic 248 across the Width of the 
playing ?eld that represents the current location of the ?rst 
doWn marker; and a location graphic 250 across the Width of 
the playing ?eld that represents the current location of the 
ball. The ?rst doWn graphic 248 and the location graphic 250 
move in accordance With actual movement and placement of 
the ?rst doWn marker and game ball throughout the entire 
game. To this end, the game-server may transmit the location 
for the ?rst doWn graphic 248 and the location graphic 250 
to each remote terminal. 

[0061] In addition, the console 200 includes a video mod 
ule 212. The video module 212 provides live streaming 
game video transmitted by the television netWork(s) cover 
ing the games. The streaming game video preferably runs 
independently of the other modules 202-210. The streaming 
game video also provides an important resource for Watch 
ing the live game action and to see the results of any given 
play. 
[0062] Thus, the iTrackZONE Football console 200 pro 
vides, in real time (i.e., as game events happen), interaction 
betWeen the game-player and the game-server based on the 
underlying football game. One or more console 200 modules 
202-212 (e.g., the video module 212) may be omitted on 
hardWare platforms With limited screen real estate. A link 
system, tab system, or scrolling functionality may be used to 
vieW these modules. Preferably, hoWever, at least the yard 
age range selector module 202 and scoring selector module 
204 Will be retained as the minimum. Not also that addi 
tional modules may be added to the console 200 to extend 
its functionality. 

[0063] Note also that the console 200 includes an auxiliary 
display 252 that the console 200 may use to display trans 
mitted auxiliary information including text, graphic, video, 
and audio based advertising, iTrackZONE informational 
messages, recaps of the last play, or any other type of 
information. Furthermore, a chat WindoW 254 provides a 
text messaging area that the game-server may use to display 
transmitted text information including, for example, a text 
chat session betWeen multiple remote terminals each execut 
ing an iTrackZONE console 200. 

[0064] With reference next to FIG. 3, that ?gure illustrates 
a How diagram 300 of a How diagram for selecting a yardage 
next play prediction using the game interface console 200. 
As an initial matter, note that the console 200 resets all 
button selections at the beginning of a neW start-mode state 
(i.e., at the beginning of a submit-prediction state). In other 
Words, the game-player does not need to manually deselect 
buttons that Were set for the prior next play prediction. As 
described beloW, hoWever, the game-player, during a single 
submit-prediction state, may select and deselect buttons. 

[0065] At step 302, the game-player clicks on a yardage 
button 214-224. If the same yardage button 214-224 is 
already selected, then the console 200 deselects 304 the 
yardage button 214-224 previously clicked on. Altema 
tively, if no yardage button 214-224 is currently selected, 
then the console 200 selects 306 the clicked-on yardage 
button 214-224 (e.g., by highlighting it, changing its color, 
changing its shape, and the like). 

[0066] Note that if other yardage selection buttons 214 
224 Were previously selected, the console deselects them 
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308. For example, yardage button 220 is selected, and the 
game-player selects the yardage button 218, then the console 
200 deselects the yardage button 220. Similarly, if a scoring 
button 228-232 (i.e., other than the touchdoWn button 226) 
Was previously selected, then the console 200 deselects it 
(step 310), because, preferably, a yardage prediction may 
only be submitted With a touchdoWn prediction. Preferably, 
the console 200 activates the yardage selection buttons only 
When the game-play is in active-mode and the game-server 
is in a submit-prediction-mode. 

[0067] With regard to FIG. 4, that ?gure illustrates a How 
diagram 400 for selecting a scoring next play prediction 
using the game interface console 200. At step 402 the 
game-player clicks on a scoring button 228-232. If the same 
scoring button 228-232 is already selected, then the console 
200 deselects 404 the scoring button 228-232 clicked on. 
Alternatively, if no scoring button 228-232 is currently 
selected, then the console 200 selects 406 the clicked-on 
yardage button 228-232 (e.g., by highlighting it, changing its 
color, changing its shape, and the like). Note that if other 
scoring selection buttons 228-232 Were previously selected, 
the console deselects them 408. For example, if scoring 
button 228 is selected, and the game-player selects the 
yardage button 230, then the console 200 deselects the 
scoring button 228. 

[0068] FIG. 5 illustrates a How diagram 500 for selecting 
a touchdoWn scoring button using the game interface con 
sole 200. At step 502 the game-player clicks on the touch 
doWn button 226. If the touchdoWn button 226 is already 
selected, then the console 200 deselects 504 the touchdoWn 
button 226. Alternatively, if the touchdoWn button 226 is not 
currently selected, then the console 200 selects 506 the 
touchdoWn button 226. Note that if any other scoring 
selection button 228-232 Was previously selected, the con 
sole deselects them 508. For example, scoring button 228 is 
selected, and the game-player selects the touchdoWn button 
226, then the console 200 deselects the scoring button 228. 

[0069] Thus, the game-player may submit: (l) a single 
scoring prediction; (2) a single yardage prediction, or 3) a 
single yardage prediction With touchdoWn. In other imple 
mentations, hoWever, iTrackZONE Football may alloW mul 
tiple yardage predictions, scoring predictions, or additional 
predictions (e.g., fumble, loss of yardage, and the like). 

[0070] FIG. 6 illustrates a How diagram 600 for submit 
ting a next play prediction to a game-server. At step 602, the 
console 200 detects that the game-player has pressed the 
Submit button 234. If the game-player did not select a next 
play prediction using the buttons 220-232, then the console 
200 issues 604 a Warning (e.g., a sound, graphic, or text 
display) to the game-player. If hoWever, a next play predic 
tion exists on the buttons 220-232, then the console 200 
retrieves the next play prediction 606 and prepares a mes 
sage 608 containing the next play prediction to the game 
server. In addition, the console 200 stores the next play 
prediction locally 610. 

[0071] Next, at step 612, the console 200 sends the next 
play prediction and other option information (e.g., game 
player identi?cation, play number, and the like) to the game 
server. Once the console 200 has sent the next play predic 
tion, the console 200 changes mode to a non-submit-mode 
614. In other Words, preferably, the game-player can only 
submit a single next play prediction for any given submit 
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prediction-mode state. At step 616, the console 200 updates 
(resets) the play selection module 208 in accordance With 
the next play selection. 

[0072] With reference to FIG. 7, a timing diagram 700 
provides a high level summary of operation of iTrackZONE 
Football. In particular, the ?eld-game time 702 starts (e.g., 
With kicko?) at point A and ends (e.g., With the ?nal Whistle) 
at point B. Preferably, up to 30 minutes before the game 
starts and until the ?eld-game ends, a game-player may 
interact 704 With iTrackZONE Football game-servers (e.g., 
by logging in and submitting predictions). Game-server 
activity 706 occurs before period 704, hoWever, in order to 
prepare, for example, for game-players logging in. In addi 
tion, the actual iTrackZONE Football game-session 708 
extends from a feW minutes before the ?eld-game starts until 
a feW minutes after the ?eld-game ends. Game players may 
request rankings, point totals, and the like at the iTrack 
ZONE Web site any time betWeen games. 

[0073] Turning next to FIG. 8, that ?gure illustrates a state 
table 800 With columns labeled A-K and roWs labeled 1-17. 
The state table 800 provides one embodiment of the Way in 
Which the iTrackZONE Football states change before, dur 
ing, and after a ?eld-game. Thus, in roW 2, representing 
more than 30 minutes before the ?eld-game starts, all 
game-players, ?eld-teams, and iTrackZONE-referees are 
inactive. In roW 3, representing less than 30 minutes before 
the ?eld-game starts, the iTrackZONE-referee, game-player 
A, and game-player B log in. Game-player A selects ?eld 
team C and game-player B selects ?eld-team D. 

[0074] Next, in roW 4, it is assumed that team C kicks off. 
Thus, ?eld-team C is in a defensive state (cell B:4), ?eld 
team D is in an offensive state (cell C4), and the game 
session (column F) is noW active. The iTrackZONE-referee 
sends from the game-server to the remote terminals a Start 
signal for ?eld-team D (cell D:4). Thus, the game-server is 
noW in a submit-prediction state With respect to game-player 
B (cell J :4), While the game-server is in a default-scoring 
mode for game-player A (cell 1:4). 
[0075] When ?eld-team C begins its play, the iTrack 
ZONE-referee sends a Stop signal to the remote terminals 
(cell D15). In other Words, play has commenced, and next 
play predictions may no longer be submitted for the current 
play. Thus, game-player B enters a non-submit-mode (cell 
K15). When the current play, completes, hoWever, the 
iTrackZONE-referee again sends a Start signal to the remote 
terminals. As a result, game-player B again enters a submit 
prediction-mode (cell Kz6). 
[0076] The ?oW-of-events continues in similar fashion 
through cell C:10 Where the state table 800 assumes that 
?eld-team C obtains possession of the football. Thus, ?eld 
team C enters the offensive state (cell B110) and ?eld-team 
D enters the defensive state (cell C:10). Because the ?eld 
game is in a play stopped state (cell G:10), game-player A 
is in a submit-prediction mode (cell 1:10) and may submit a 
next play prediction. As the ?oW-of-events proceeds, the 
?eld-teams enter and leave defensive and offensive states, 
the game-players enter and leave submit-prediction-mode 
and non-submit-mode, With coordination by the iTrack 
ZONE-referee (Who also transmits the results of each play to 
the remote terminals for local scoring purposes, and to the 
game-server for server scoring purposes). 

[0077] After the ?nal play, both game-players enter game 
stop-modes in Which no next play predictions are alloWed 








