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DETERMINING ODDS OF A POSSIBLE OUTCOME 
OF AN EVENT WHICH OCCURS DURING A 

CONTEST 

FIELD OF THE INVENTION 

[0001] The invention relates to the determination of odds 
of a possible outcome of an event Which occurs during a 
contest, for possible use in electronic Wagering systems 
Which permit bets to be placed during live contests, such as 
sporting contests. 

BACKGROUND OF THE INVENTION 

[0002] Electronic Wagering systems Which permit bets to 
be placed during live sporting contests are knoWn. In one 
arrangement, the entity that accepts the Wager (the house) 
provides a betting interface to a user (a bettor) by Way of a 
Web site. During the contest (e. g. a football game), Which the 
user may Watch via a televised broadcast, the user accesses 
the Web site via an Internet-connected computer. The house 
presents a set of propositions to the user via the Web site in 
respect of Which bets may be placed. A “proposition” is a 
query regarding an event Which has multiple potential 
outcomes. The event is typically a discrete event Which is 
expected occur in the relatively near future (e.g., a next play, 
kick, or throW) in the context of a sporting contest (or simply 
“sport”). The set of propositions changes dynamically as 
play progresses. The propositions displayed at any given 
moment depend upon the current status of the game, as Well 
as the type of sporting contest being played. For example, 
propositions may include, in the case of a football game in 
Which a play is about to commence: “Will the next play be 
a run or a pass?”. In the case of a soccer match Where a 

penalty kick is imminent, a proposition may be “Will the 
penalty kick be successful?”. And in the case of a baseball 
game Where a pitch is about to be throWn, a proposition may 
be “Will the next pitch be a ball or a strike?”. 

[0003] Each proposition is presented along With the odds 
associated With each potential outcome. The term “odds” 
refers to the amount that a bet on an event outcome pays, 
Which is based on the actual likelihood of the event outcome 
but may include other factors, such as a house commission 
(referred to as “juice” in betting parlance). The proposition 
and associated odds are cumulatively referred to as a “line”. 
The act of presenting lines to a user so as to permit the user 
to place bets is referred to as the posting of lines “on the 
board” (or simply “on board”). 

[0004] The user may place a bet in respect of any line that 
is currently on board, e.g., by using his computer keyboard 
or mouse to select an outcome and specify a betting amount. 
When the relevant event is about to commence, lines per 
taining to that event are typically taken “off the board” (or 
simply “olf boar ”) by the house to prevent users from 
betting once the actual outcome is suggested or apparent. 
After the event has occurred, the house is responsible for 
assessing the outcome of the event, determining Whether 
each bet placed in respect of that event has Won or lost, 
informing the user of the outcome, and crediting or debiting 
a user’s account appropriately based on the amount of the 
Wager and the odds associated With the selected outcome. 

[0005] The determination of odds is an important aspect of 
knoWn electronic Wagering systems because the odds Will 
ultimately determine Whether or not the house Will pro?t. As 
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is knoWn in the art, the house does not usually place any 
bets, but merely serves as a broker, matching users Who bet 
on opposing outcomes. From the house’s perspective, it is 
desirable for the bets placed on opposing outcomes of a 
proposition to be equal (balanced), so that the Winners’ 
pro?ts can be paid from the losers’ losses, While the house 
keeps the commissions Which it charges for brokering the 
transactions. The odds for opposing outcomes should thus 
ideally be set to encourage equal betting betWeen outcomes 
across multiple users. As Well, the odds should not be such 
that a feW lucky bets placed on unlikely outcomes Will result 
in a depletion of the house’s funds. 

[0006] The odds that are presented to a user are usually set 
by a human administrator acting on behalf of the house. The 
administrator may also be in charge of posting lines onto the 
board, removing lines from the board, and determining bet 
outcomes and payouts. Accordingly, the administrator may 
be burdened With many tasks. 

[0007] Contributing to the burden on a human adminis 
trator is the limited amount of time that may be available for 
performing the above-noted tasks. During the course of a 
single National Football League (NFL) or National Colle 
giate Athletic Association (NCAA) football game, for 
example, 100-150 plays are typically executed. When no 
timeouts, commercial breaks or injury stoppages have been 
made, an NFL team is normally alloWed a maximum of 40 
seconds after the completion of a play to commence the next 
one to avoid a penalty (a maximum of only 25 seconds is 
alloWed in the NCAA). Teams typically begin a play With 5 
to 15 seconds left on the play clock, leaving at most a 25 to 
35 second WindoW of opportunity for a human administrator 
to assess the situation, determine appropriate odds for each 
of the propositions to be presented and post lines on the 
board so that users may revieW the odds and place bets. If 
a football team adopts What is knoWn as a “no-huddle” or 
“hurry-up” offense, this WindoW of opportunity may be 
reduced to as short as 5 to 10 seconds. 

[0008] During this short period of time, odds must be 
determined and lines placed on the board as quickly as 
possible, so that users have sufficient time read the odds and 
place bets. If a user does not have enough time to place a bet, 
potential income for the house may be lost. Creating odds 
With speed is therefore important for purposes of promoting 
betting activity and for increasing the potential income for 
the house. The degree of speed that is desirable may of 
course depend on the type of contest that is under way (eg 
sloWer response times may be acceptable for sports having 
a sloWer pace, such as golf or baseball, than for other sports 
such as football). Nevertheless, faster odds determination is 
generally better from the perspective of the house. 

[0009] Rapid odds determination may also be desirable for 
contests other than sporting contests (e.g. elections). 

[0010] A manner of quickly determining odds associated 
With an event outcome Would therefore be desirable. 

SUMMARY OF THE INVENTION 

[0011] A method of determining odds of a possible out 
come of an event Which occurs during a contest is disclosed. 
The contest may be a sporting contest such as a football 
game. The method includes accepting a set of one or more 
current parameter values (such as score or ?eld position) 
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Which in?uence the likelihood of the possible event outcome 
(such as the likelihood of a running play). The set of current 
parameter values is used to retrieve situation-speci?c like 
lihood data from a data store. Odds associated With the 
possible outcome are set based at least in part on the 
likelihood data. The odds may be adjusted using one or more 
non-situation-speci?c factors indicating an average likeli 
hood of the event outcome (such as an average likelihood of 
a running play for a team regardless of situation). The 
method may expedite odds determination. An associated 
system and machine readable medium are also disclosed. 

[0012] In accordance With an aspect of the present inven 
tion there is provided a method of determining odds of a 
possible outcome of an event Which occurs during a contest, 
comprising: accepting a set of one or more current parameter 
values, a likelihood of the possible outcome of the event 
being dependent upon each parameter; utiliZing the set of 
current parameter values to retrieve likelihood data from a 
data store; and setting odds associated With the possible 
outcome of the event based at least in part on the likelihood 
data. 

[0013] In accordance With another aspect of the present 
invention there is provided a computer system for determin 
ing odds of a possible outcome of an event Which occurs 
during a contest, comprising: a user interface; a display; a 
data store; and a processor for: receiving a set of one or more 
current parameter values from the user interface, a likeli 
hood of the possible outcome of the event being dependent 
upon each parameter; utiliZing the set of current parameter 
values to retrieve likelihood data from the data store; setting 
odds associated With the possible outcome of the event 
based at least in part on the likelihood data; and displaying 
an indication of the odds on the display. 

[0014] In accordance With still another aspect of the 
present invention there is provided a machine-readable 
medium encoded for determining odds of a possible out 
come of an event Which occurs during a contest, comprising: 
machine executable code for accepting a set of one or more 
current parameter values, a likelihood of the possible out 
come of the event being dependent upon each parameter; 
machine executable code for utiliZing the set of current 
parameter values to retrieve likelihood data from a data 
store; and machine executable code for setting odds asso 
ciated With the possible outcome of the event based at least 
in part on the likelihood data. 

[0015] Other aspects and features of the present invention 
Will become apparent to those ordinarily skilled in the art 
upon revieW of the folloWing description of speci?c embodi 
ments of the invention in conjunction With the accompany 
ing ?gures. 

BRIEF DESCRIPTION OF THE DRAWINGS 

[0016] Exemplary embodiments of the invention Will noW 
be described With reference to the attached draWings in 
Which: 

[0017] FIG. 1 is a schematic diagram of an electronic 
Wagering system exemplary of an embodiment of the inven 
tion; 

[0018] FIG. 2 illustrates a client interface that is presented 
to a bettor at a bettor computer of the system of FIG. 1; 
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[0019] FIG. 3 illustrates a control panel interface that is 
presented to an administrator of the system of FIG. 1 at an 
administrator computer; 

[0020] FIG. 4 illustrate an odds adjustment WindoW Which 
forms part of the control panel interface of FIG. 3; 

[0021] FIG. 5 illustrates an exemplary set of historical 
data that is stored in a database of the electronic Wagering 
system of FIG. 1; 

[0022] FIG. 6 illustrates a portion of the historical data of 
FIG. 5 Which pertains to a particular sporting league; 

[0023] FIG. 7 illustrates a situation identi?er table com 
ponent of the data illustrated in FIG. 6; 

[0024] FIG. 8 a situation-speci?c league statistics com 
ponent of the data illustrated in FIG. 6; 

[0025] FIG. 9 illustrates a table Which forms part of the 
statistics of FIG. 8 Which contains likelihoods for various 
types next play event outcomes for an NFL football team in 
various game situations; and 

[0026] 
tion. 

FIG. 10 illustrates operation for odds determina 

DETAILED DESCRIPTION 

[0027] FIG. 1 illustrates an electronic Wagering system 10 
Which permits bettors (users) to place bets during live 
sporting contests or other types of contests. In particular, the 
system 10 alloWs bettors to place bets on the outcome of 
events (eg plays, penalty kicks, etc.) Which occur during 
the course of the sporting contest. 

[0028] Electronic Wagering system 10 is a distributed 
system having four components, namely, a bet server 14, an 
administrator computer 18, a broadcast server 26 and a 
bettor computer 22. The bet server 14, administrator com 
puter 18, broadcast server 26 and bettor computer 22 may be 
located in different geographic locations. In the illustrated 
embodiment, the bet server 14 and broadcast server 26 are 
co-located. The four devices 14, 18, 26 and 22 intercom 
municate by Way of a netWork 20, Which in the present 
embodiment comprises the public Internet, but Which may 
comprise other types of netWorks in alternative embodi 
ments. 

[0029] The bet server 14 is a computing device, such as an 
INTEL® processor-based server platform for example, 
Which executes bet server softWare. The bet server 14 has a 
number of responsibilities Which generally pertain to the 
betting process. First, the bet server 14 is responsible for 
establishing betting sessions With one or more bettor com 
puters 22. This may entail authenticating bettor usernames 
and passWords entered at betting computers 22, to ensure 
that any subsequent betting transactions Which may occur 
are genuine. Second, the bet server 14 is responsible for 
receiving and validating bet requests from one or more 
bettor computers 22. Validation may entail checking a bettor 
account for suf?ciency of funds as Well as checking bet 
timestamps to ensure that bets are not placed after a betting 
time WindoW has closed. Third, the bet server 14 receives 
grading noti?cations from the administrator computer 18 
indicating Which of a number of potential event outcomes 
has actually occurred. This information is used for the 
purpose of assessing Whether the bets that have been placed 
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are Winners or losers. The bet server 14 may have additional 
responsibilities. The bet server software may be imple 
mented as a .NET Windows service Written in the C# 
programming language, and may be loaded from a machine 
readable medium, such as a removable magnetic or optical 
disk 15. In the present embodiment, the bet server 14 is 
located at a sportsbook location. 

[0030] The bet server 14 has an associated database 16. 
Database 16 is a SQL server database Which serves as a 
central data store for various types of data associated With 
the electronic Wagering system 10. For example, database 16 
includes data regarding bettor accounts, ongoing sporting 
contests (“games”), current propositions and lines regarding 
upcoming game events, actual event outcomes, placed bets, 
and bettor payouts. As Well, the database 16 stores historical 
data 17 consisting of historical league and team averages for 
various game event outcomes. The historical data 17 is used 
for purposes of quickly determining odds associated With a 
particular event outcome for a team of interest in a particular 
set of game circumstances, as Will be described. The data 
base 16 is typically co-located With the bet server 14, 
although this is not required. 

[0031] Administrator computer 18 is a computing device 
executing softWare Which permits a human administrator 19 
acting on behalf of the house to control the electronic 
Wagering system 10. In particular, the software executing at 
administrator computer 18 presents a control panel graphical 
user interface (GUI) 50 for controlling, for a chosen sporting 
contest, Which bets (i.e. Which lines) are available to bettors 
23 at any given time as Well as the odds associated With 
potential event outcomes. As lines and odds are determined 
by the administrator 19, they are communicated to broadcast 
server 26 (described beloW) Which in turn broadcasts this 
information to one or more bettor computers 22. The GUI 50 
also includes an editable scoreboard Which is updated by the 
administrator 19 throughout the course of a contest for 
presentation to bettors 23, also by Way of broadcast server 
26. As Well, the GUI 50 of administrator computer 18 alloWs 
the administrator 19 to “grade” lines, i.e., to formally 
indicate Which of the multiple potential outcomes of a recent 
event actually occurred. When lines are graded, appropriate 
grading noti?cations are sent from administrator computer 
18 to the bet server 14, so that bet outcomes may be 
determined. 

[0032] The control panel GUI 50 employs a number of 
mechanisms Which permit the administrator 19 to quickly 
determine and adjust odds associated With event outcomes 
and post lines “on the board” (i.e. cause lines in respect of 
Which bets may be placed to be displayed at bettor comput 
ers 22), so that bettors 23 are a?forded as much time as 
possible to revieW odds and place bets. These mechanisms 
include automatic determination of default odds associated 
With certain event outcomes, as Well as the optional auto 
matic adjustment of odds for certain event outcomes, as Will 
be described. The softWare executing on administrator com 
puter 18 may be implemented as a C#.Net Windows@ 
application, and may loaded from a machine readable 
medium, such as a removable magnetic or optical disk 21 for 
example. Administrator computer 18 is located at an admin 
istrator location, Which may conveniently be a location 
having a broadband Internet connection. 

[0033] Broadcast server 26 is a server Which broadcasts 
scoreboard, line and odds information received from admin 
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istrator computer 18 to all connected bettor computers 22. 
The broadcast server 26 essentially alleviates the adminis 
trator computer 18 from the burden of communicating With 
multiple bettor computers. Broadcast server 26 receives 
noti?cations indicative of the creation and modi?cation of 
lines, as Well as indications that lines are to be posted on 
board or taken olf board and scoreboard updates, from 
administrator computer 18. This information may be com 
bined With other data retrieved from database 16 and broad 
cast to all connected bettor computers 22. In the present 
embodiment, the broadcast information takes the form of 
XML messages Which are created from .Net DataSets gen 
erated at broadcast server 26. The server 26 uses a TCP/IP 

multicasting system to ef?ciently transmit the XML mes 
sages to all connected bettor computers 22 (the same mes 
sages are sent to each computer 22). To achieve these 
objectives, the broadcast server 26 executes softWare 27, 
Which may be loaded from a machine readable medium, 
such as a removable magnetic or optical disk 27 for 
example. 

[0034] Bettor computer 22 is a computing device, such as 
an Internet connected personal computer (PC), providing a 
client interface 24 Which alloWs a bettor 23 to interact With 
the electronic Wagering system 10. The client interface 24 
dynamically displays data based on scoreboard, line and 
odds information received periodically from broadcast 
server 26 and upon bet information received from bet server 
14 to a bettor 23. The client interface 24 alloWs a bettor 23 
to perform such actions as: vieW current game information 
including game status and score; vieW currently posted lines; 
place bets; and vieW bet outcome information. The client 
interface 24 may for example be implemented as a JavaTM 
applet 25 Which is launched from a main Web page. The 
main Web page may be a simple ASP .Net application that 
may be hosted on the broadcast server 26, the bet server 14, 
or on a separate machine, Whose purpose may solely be to 
provide the JavaTM applet to bettors via their Web broWsers. 
The user may access the main Web page by Way of a 
commercially available Web broWser, such as Internet 
ExplorerTM or FirefoxTM for example, executing at bettor 
computer 22. Conveniently, most Intemet-connected com 
puting devices equipped With suitable Web broWsers may 
become bettor computers 22. It Will be appreciated that the 
number of bettor computers 22 connected to the system 10 
at any given time may be greater than one, hoWever only one 
computer 22 is illustrated in FIG. 1 for the sake of clarity. 

[0035] The electronic Wagering system 10 may include 
other components in addition to bet server 14, administrator 
computer 18, broadcast server 26 and bettor computer 22, 
Which are not illustrated in FIG. 1, for the sake of clarity. 

[0036] FIGS. 2 and 3 illustrate the GUIs 24 and 50 
presented to a bettor 23 and administrator 19 respectively. 
FIGS. 2 and 3 cumulatively provide an overvieW of the 
operation of the system 10 and thus serves as a good context 
for the subsequent description of odds determination meth 
odology, Which is the focus of the present description. 

[0037] Referring ?rst to FIG. 2, the client interface 24 of 
FIG. 1 Which is presented to a bettor 23 at bettor computer 
22 is illustrated. The interface 24 illustrated in FIG. 2 is 
particular to an NFL football game. As illustrated, the client 
interface 24 has four panels, namely, a scoreboard panel 32, 
a betting panel 34, a lines panel 36, and a bet list panel 39. 
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[0038] Scoreboard panel 32 displays current game status 
and score information to the bettor 23. The information 
displayed Within scoreboard panel 32 is the same sort of 
information that is displayed on a scoreboard at a stadium 
Where NFL football games are played. The various ?elds 
appearing in scoreboard panel 32 are referred to generically 
as dynamic contest parameters, since they change dynami 
cally as the contest progresses. The ?elds that are displayed 
in panel 32 may differ for different sports. In the present NFL 
football example, the ?elds include quarter, score, time left 
to play in the current quarter (the “clock”), ?eld position, 
doWn, yards to go to next ?rst doWn, and possession 
information. The information displayed in scoreboard panel 
32 is received from broadcast server 26 and originates from 
administrator computer 18. 

[0039] Betting panel 34 indicates the status of the bettor’s 
?nancial account and alloWs the bettor 23 to select a default 
betting amount for “one-click” betting (described beloW). 
The balance information displayed in betting panel 34 
originates from bet server 14. 

[0040] The lines panel 36 presents lines that are currently 
on the board, i.e., visible by the bettor 23 and available for 
betting. The set of displayed lines changes dynamically as 
the football game progresses. In the example illustrated in 
FIG. 2, tWo lines 37 and 38 are displayed in panel 36, each 
With a set of buttons representing potential event outcomes 
for the associated proposition. For example, line 61, Which 
is based on the proposition “What Will the next play be?”, 
has four buttons 40, 41, 42 and 43 representative of the 
outcomes “Pass Completion”, “Pass Incomplete”, “Rush” 
(i.e. running play), and “Tumover” respectively. 

[0041] The odds for each outcome are displayed in Ameri 
can terms Within the button associated With that outcome. In 
American terms, a positive value +X means that 100 dollars 
must be Wagered to Win X dollars, Whereas a negative value 
—Y means that Y dollars must be Wagered to Win 100 dollars. 
The manner in Which these odds are determined Will be 
described beloW. 

[0042] The user may alternatively choose to have odds 
displayed in European terms through a con?guration option 
of client interface 24. Positive American odds are converted 
to European terms by dividing the odds by 100 and adding 
1 (eg +250 Would convert to 3.50). Negative odds are 
converted by inverting the odds (i.e. dividing l by the odds), 
multiplying by —l00 and adding 1 (eg —1 50 Would convert 
to 1.67). The lines information displayed in lines panel 36 is 
received from broadcast server 26. 

[0043] Bet list panel 39 displays a list of the bets that have 
been placed by the bettor 23 during the current game, along 
With bet outcomes and payouts. After a bet is placed, the bet 
outcome Will indicate “pending” until grading is completed 
by the administrator 19. 

[0044] To place a bet, a bettor 23 Who has speci?ed a 
default betting amount in the betting panel 34 of client 
interface 24 merely clicks on (i.e. selects) a button associ 
ated With the desired event outcome in the current lines 
panel 36. The amount of the bet Will be automatically be set 
to equal the default betting amount speci?ed in betting panel 
34. This is referred to as “one-click” betting. Advanta 
geously, bets may be placed quickly in this manner, Which 
increases the likelihood of a greater number of bets. Alter 
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natively, the user may con?gure the client interface 24 to 
present a con?rmation prompt before any bet is accepted, so 
that the likelihood of unintentionally placed bets is reduced. 

[0045] Turning to FIG. 3, the control panel interface 50 
Which is displayed to an administrator 19 at administrator 
computer 18 of FIG. 1 is illustrated. The control panel 
interface 50 includes tWo panels, namely, a scoreboard panel 
52 and a lines panel 56. 

[0046] Scoreboard panel 52 provides various controls for 
updating dynamic contest parameters, such as current game 
status and score information, that are ultimately presented to 
bettor 23. In the present embodiment, the administrator 19 
updates scoreboard content via edit boxes 54 and radio 
buttons 55, as game play progresses. The administrator 19 
may merely mimic scoreboard updates Which occur on the 
scoreboard of a televised broadcast of the game. After each 
scoreboard update or set of updates is made in panel 52, the 
administrator 19 selects the “Lines Onboard” button 68 
(beloW lines panel 56) in order to communicate the updated 
scoreboard, along With any neW lines, to bettor(s) 23 via 
broadcast server 26 (the Lines Onboard button 68 is 
described in more detail beloW). In situations When no neW 
lines need to be posted for an extended period (eg during 
a basketball game), such that the administrator 9 Wishes to 
refresh bettors’ client interface 24 Without creating lines, the 
“Send Scoreboard” button 58 (also beloW lines panel 56) 
may be selected in order to simply update bettors’ score 
boards. The “Send Scoreboard” button 58 has an associated 
hotkey <Fl2> on the keyboard of administrator computer 
18, Which may be selected instead of button 58. The hotkey 
frees the administrator 19 from having to use a computer 
mouse or other pointing device, Which may be cumbersome 
and time-consuming, in order to send scoreboard updates to 
bettors. 

[0047] Lines panel 56 is used by the administrator 19 for 
the purpose of creating lines, posting lines on the board, and 
removing lines from the board as game play progresses. 
Four exemplary lines 60, 62, 64 and 66 are illustrated in 
FIG. 3. Each line is made up of a number of ?elds, namely, 
an active ?eld 70, a lock ?eld 72, a status ?eld 74, a 
proposition ?eld 76, and an outcomes ?eld 78. 

[0048] Active ?eld 70 is a checkbox Which indicates 
Whether the line is currently “active”, i.e., editable by the 
administrator 19 and eligible for posting on the board. When 
a line is active, the line Will be posted on board When the 
administrator selects the “Lines Onboard” button 68 and Will 
be taken off board When the administrator 19 selects the 
“Lines O?board” button 69, unless the line is locked (see 
beloW description of lock ?eld 72). “Lines Onboard” button 
68 and “Lines O?board” button 69, as Well as their associ 
ated keyboard hotkeys <Enter> and <Esc> respectively, are 
intended to permit the administrator 19 to quickly post lines 
onto the board and quickly remove lines from the board, 
respectively. Selection of button 68 may be referred to 
generically as the generation of a ?rst user prompt While 
selection of button 69 may be referred to as the generation 
of a second user prompt (in this context, the term “user” 
refers to the administrator 19). When a line is inactive, the 
line is not editable and is not posted on board or taken off 
board When the administrator 19 selects button 68 or 69 
respectively. In the present embodiment, odds are not dis 
played for inactive lines. An administrator 19 may maintain 
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inactive lines Within lines panel 56 for possible later acti 
vation When game conditions are suitable. 

[0049] Lock ?eld 72 is a checkbox Which indicates 
Whether the line is currently “locked”. When a line is locked, 
the line Will remain on board even When the “Lines Olf 
board” button 69 has been selected. Typically, only lines 
Whose outcomes are not expected to be knoWn for some 
time, (i.e., lines With “long term outcomes”) are locked. For 
example, if a line is based on the proposition “Which team 
Will score more points this quarter?”, the event outcome Will 
not be apparent until the quarter is completed. It may be 
desirable to display this line during most of the multiple 
plays/doWns that comprise a football quarter, in order to 
permit bets to be placed as the quarter progresses. During the 
quarter, it may also be desirable to post and remove other 
lines based on propositions Whose outcomes Will be knoWn 
more quickly, such as lines based on the proposition “What 
Will the next play be?”. By locking the line With the 
long-term outcome, the administrator 19 may post and 
remove the other lines using buttons 68 and 69 Without 
affecting the former line’s “on boar ” status. If it is neces 
sary to remove all lines (regardless of locked status), the 
administrator 19 may select the “Lines O?board ALL” 
button 73, or associated hotkey <Shift+Esc>. 

[0050] The status ?eld 74 of lines panel 56 indicates 
Whether the line is currently on board or off board. In order 
to provide a clear visual indication of status, the “on boar ” 
indicator may be one color While the “off board” indicator is 
another color. As Well, both indicators may employ appro 
priate text in large, bold fonts. These characteristics may 
reduce the likelihood of the administrator 19 inadvertently 
leaving on board lines When they should be off board, and 
vice versa. 

[0051] The proposition ?eld 76 of a line indicates the 
proposition on Which the line is based. In the present 
embodiment, Which pertains to an NFL football game, any 
one of the ten propositions listed in Table 1 below may 
appear ?eld 76 (potential event outcomes are indicated in the 
last column of Table 1): 

TABLE 1 

Propositions for NFL Football Games 

# Proposition Potential Outcomes 

1. What Will the next play he? Pass Completion, 
Pass Incomplete, 
Rush, Turnover 

2. Will the [offensive team] get a ?rst doWn on Yes, No 
this series of doWns? 

3. What Will the [oifensive team] do on this Touchdown, Field 
drive? Goal, No Score 

4. Where Will the [defensive team] start their Over, Under 
drive from after this kicko?? 

5. Where Will the [defensive team] start their Over, Under 
drive from after this punt? 

6. Will this ?eld goal attempt be successful? Yes, No 
7. Which player Will reach [yard count] 

passing/rushing/receiving yards ?rst? 
8. HoW many passingrushing/total yards Will 

the [offensive team] get during this drive? 
9. Which team Will beat the spread? 

[Home Player], 
[Visiting Player] 
Over, Under 

[Home Team], 
[Visiting Team] 

10. Will the total score be over or under? Over, Under 

[0052] Values in square brackets in the propositions of 
Table l are placeholder (i.e. variables) that are replaced With 
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actual values in the lines that are displayed in lines panel 52 
of control panel interface 50 and lines panel 36 of client 
interface 24 (FIG. 2). Some of these replacements are 
performed automatically by the system 10 (e. g. substitutions 
of team names) While others may require input from the 
administrator 19 (eg selection of individual team players 
from a roster). 

[0053] The number and types of propositions for other 
leagues/contests or in alternative embodiments may differ. 
For example, propositions for basketball may include the 
following: 

1) What Will the next point be? 

2) What team Will get the next block? 

3) What team Will get the next steal? 

4) What team Will get the next 3-point ?eld goal? 

5) Which player Will get a steal ?rst? 

6) Which player Will get a 3-point ?eld goal ?rst? 

7) Which player Will get a block ?rst? 

8) Which team Will beat the spread? 

9) Will the total score be over or under? 

10) Which team Will reach [pts] points ?rst? 

11) Which player Will reach [pts] points ?rst? 

[0054] Propositions for baseball may include the folloW 
ing: 

1) What Will the outcome of this plate appearance be? 

2) Will [player] score a run as a result of this plate appear 
ance? 

3) HoW many RBI’s Will [player] get during this plate 
appearance? 

4) Will [player] get an RBI during this plate appearance? 

5) Will [player] ground into a double play? 

6) HoW many runs Will the [team] score this inning? 

7) HoW many hits Will the [team] have this inning? 

8) Will the [team] get a stolen base this inning? 

[0055] The outcomes ?eld 78 of a line indicates potential 
event outcomes for that line. Each line Will have at least tWo 
mutually exclusive outcomes in ?eld 78, With associated 
odds for each outcome. When a line is activated, the “default 
odds” for each potential outcome Will be displayed Within an 
edit box. The term “default odds” refers to a likelihood of an 
event outcome, versus “odds” in the sense of a bettor payout 
as de?ne above. There are tWo types of default odds. The 
?rst type, Which may be referred to as “precompiled default 
odds”, is based on historical data 17 (FIG. 1), and is of 
primary interest in the present description. The second type 
of default odds, Which may be referred to as “standard 
default odds”, is used When no precompiled default odds are 
available. The latter type of default odds simply constitutes 
an apportionment of odds evenly betWeen all potential event 
outcomes (eg if four potential outcomes exist, each Will 
have default odds of 25%). This type of default odds is not 
central to the present description. 
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[0056] The odds are displayed in ?eld 78 as percentages 
due to the fact that most administrators are able to best 
appreciate the odds in this form. The percentage odds for all 
of the potential event outcomes in a single line Will normally 
total 100% (eg the percentages in edit boxes 80, 82 and 84 
of line 60 total 100%). To maintain this 100% total in the 
event that the administrator 19 manually adjusts one or more 
of the odds, Which may occur as described beloW, one of the 
edit boxes may be con?gured to automatically set its value 
to “100%-T %”, Where T % is the total of the percentages in 
all other edit boxes. The edit box having this capability may 
be visually distinct from the other edit boxes in order to alert 
the administrator 19 to this feature. For example, in line 60 
of FIG. 3, the last edit box 84 (associated With the “No 
Score” potential outcome) is gray, indicating that the dis 
played value (59.2%) is automatically generated by sub 
tracting the total of the percentages in the other, White edit 
boxes 80 and 82 (38.8%) from 100%. Only one edit box per 
line may have this feature; it is not necessarily the rightmost 
edit box. 

[0057] Depending upon the type of proposition in respect 
of Which odds are displayed, the odds appearing in the edit 
boxes of outcomes ?eld 78 may be precompiled default odds 
or standard default odds. Precompiled default odds are only 
used for propositions for Which the precompiled default 
odds have been previously generated and stored in historical 
data 17 of database 16. The set of propositions for Which 
precompiled default odds are available is typically hard 
coded in the system 10. In the present embodiment, pre 
compiled default odds are available for propositions 1 to 6 
of Table 1 above. Standard default odds are used for propo 
sitions 7 to 10 of Table 1. 

[0058] Where the default odds displayed in the edit boxes 
of ?eld 78 are precompiled default odds, they may either be 
unadjusted odds or adjusted odds. Unadjusted odds are 
based solely on game situation-speci?c league average sta 
tistics, and may be referred to as “straight precompiled 
default odds”. Adjusted default odds are also based on game 
situation-speci?c league average statistics, but further incor 
porate team-speci?c statistics Which are intended to re?ect 
any deviation of the team from league averages. In order for 
the odds to be displayed in the edit boxes in adjusted form, 
an odds adjustment formula should exist for the relevant 
outcome (odds adjustment formulae do not necessarily exist 
for all outcomes). As Well, the administrator 19 should have 
activated odds adjustment, i.e., con?gured the control panel 
interface 50 to automatically apply the relevant formula to 
cause the percentages displayed in the edit boxes of ?eld 78 
to incorporate team-speci?c statistics. 

[0059] To activate odds adjustment, the administrator 19 
should have entered various statistics speci?c to the current 
team. This is typically done prior to game time (although the 
statistics may be entered or updated during game time). The 
entered statistics may be referred to as “factors” since they 
constitutes variable factors in otherWise ?xed equations that 
are used for odds adjustment. The administrator 19 should 
also toggle a setting Which activates automatic application of 
the formulae. This is typically done on demand at game 
time. Both of these steps are performed by Way of a separate 
odds adjustment WindoW 100 (FIG. 4), Which is launched 
via adjustment button 98 (FIG. 3). 

[0060] The exact formulae for performing odds adjust 
ment are proposition and outcome dependent, hoWever 
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generally they are all quadratic equations de?ning a curve 
With the three points (0,0), (A,B) and (1,1), as folloWs: 

(1) 

Where: 

[0061] X=league-average probability of an event out 
come occurring for a given situation (i.e. precompiled 
default odds to be adjusted) 

[0062] Y=adjusted outcome probability (i.e. adjusted 
odds) 

[0063] A=league-average probability of an event out 
come occurring regardless of game situation 

[0064] B=team-speci?c probability of an event outcome 
occurring regardless of game situation 

[0065] Although equation (1) may occasionally create 
unrealistic adjustments When B varies greatly from A, for 
most scenarios equation (1) results in reasonable adjust 
ments. The speci?c formulae used for various propositions 
and event outcomes of an (American) football game Will be 
set forth later in this description. 

[0066] The odds adjustment WindoW 100 that is launched 
When button 98 is selected is illustrated in FIG. 4. As 
illustrated, WindoW 100 includes league selector radio but 
tons 102 and a team-speci?c factors panel 104. 

[0067] League selector radio buttons 102 alloW the admin 
istrator 19 to select the relevant league for the current 
sporting contest. The selection of league via buttons 102 
determines Which league’s statistics from historical data 17 
of FIG. 1 (described beloW) Will be used for purposes of 
odds adjustment calculations. As Will be appreciated, the 
odds adjustment formulae include tWo categories of factors: 
team-speci?c factors and league-average factors. Team 
speci?c factors (eg factor B of equation (1) above) are the 
factors Which are entered in team-speci?c factors panel 104 
(described beloW). League-average factors (eg factor A of 
equation (1) above) are read from historical data 17 of 
database 16 (FIG. 1). The setting of radio buttons 102 
dictates Which league’s factors Will be read from historical 
data 17. 

[0068] In the present embodiment, odds adjustment is only 
performed for the NFL and NCAA football leagues, thus 
only these leagues may be selected via buttons 102. Alter 
native embodiments may offer odds adjustment for other 
leagues or sports. 

[0069] The team-speci?c factors panel 104 of FIG. 4 
alloWs entry of up to six different team-speci?c factors 
Which may be used in various odds adjustment formulae. 
The over/under factor 106 indicates an expected total point 
score for the tWo teams in the current sporting contest. The 
home spread factor 108 indicates the home spread (i.e. the 
expected scoring differential betWeen the home team and 
visitor team in the current contest). The home pass accuracy 
110 indicates the pass accuracy of the home team (i.e. the 
home team in the current contest, Which is a speci?c NFL 
football team) expressed as a probability of completion of a 
throWn pass regardless of game situation. The home run 
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frequency 112 indicates the run frequency of the home team 
expressed as a probability of executing a running play 
regardless of game situation. The visitor pass accuracy 114 
and visitor run frequency 116 are analogous to factors 110 
and 112 but pertain to the visitor team rather than the home 
team. 

[0070] The “Use Factors” checkbox 118 is an on-olf 
toggle for controlling Whether or not the odds adjustment 
formulae are to be automatically applied. When checkbox 
118 contains a check mark, odds adjustment is automatically 
performed using Whatever data has been entered in team 
speci?c factors panel 104, as Well as league-average data 
read from the database 16. The values in the various ?elds 
of panel 104 may be entered Well in advance of a sporting 
contest, based on statistics obtained from a source of sports 
statistics such as Web site WWW.statistics.com for example, 
so that the administrator 19 may merely click checkbox 118 
during the contest to activate automatic odds adjustment or 
deactivate it. 

[0071] Regardless of Whether odds adjustment is per 
formed, the odds in the edit boxes of ?eld 78 of FIG. 3 may 
also be manually adjusted. This may be done by the admin 
istrator 19 based on knowledge of current game factors (eg 
Weather conditions, player injuries, etc.). It is possible for 
the percentage odds in a line to be manually adjusted to that 
their total is more than or less than 100%. This may be done 
in exceptional cases, e.g., to cause certain outcome to appear 
more desirable to bettors for purposes of promoting bal 
anced betting. Speci?cally, this may be done by ?rst adjust 
ing the odds in the edit boxes Which are not automatically set 
(during Which time, the odds in the gray box adjust auto 
matically to 100%-T %) and thereafter setting the odds in the 
gray box to a different value. 

[0072] In addition to displaying default odds in percentage 
form in the edit boxes of outcomes ?eld 78, the actual odds 
that Will be seen by bettors 23 are displayed nearby in 
superscript, in American or European terms. These odds are 
generated in tWo steps. First, the percentage odds P (i.e. 
decimal probability P) are converted to American terms With 
an applied “juice” factor by Way of equation (1) beloW: 

[0073] In equation (2), if the term (1+JuiceFactor)><(— 
100><P)/(1—P) is less than —100, the American odds are 
computed using the term (1+JuiceFactor)><(—100><P)/(1—P); 
otherWise they are computed using the term [100><(1—P)]/ 
[(1 +JuiceFactor)><P)]. 
[0074] The juice factor constitutes the house’s commis 
sion for acting as a broker. In the present embodiment, a base 
juice factor of 15% (i.e. 0.15) is applied, i.e. the odds are 
reduced by 15%. For unlikely events, the odds may be 
reduced by a higher percentage juice factor, With the per 
centage increasing progressively for event outcome likeli 
hoods that are beloW a threshold. For example, a threshold 
may be set at 16%, such that for likelihoods that are less than 
16%, an additional juice factor is added to the base juice 
factor. The additional juice factor may be determined by 
multiplying the difference betWeen the threshold and the 
likelihood by a multiplier, such as 3 (eg for a likelihood of 
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13%, the additional juice factor Will be (16%-13%)><3 or 9%, 
for a total juice factor of 15%+9% or 24%). The rationale for 
increasing the juice factor for unlikely or extremely unlikely 
event outcomes is to prevent a lucky bettor from depleting 
the funds of the house by placing a substantial bet on an 
unlikely or extremely unlikely outcome. 

[0075] Second, the resultant odds are rounded doWn to the 
nearest increment of 5. 

[0076] To generate European odds, the conversion from 
the American odds described earlier Would be applied to the 
rounded odds. Conversion is performed after rounding so 
that any payout Will be the same regardless of the user’s 
choice of American or European style odds display. 

[0077] The above tWo steps are performed automatically 
by the softWare executing at administrator computer 18. 
Thus, the three percentages 22%, 18.8%, and 59.2% dis 
played in edit boxes 80, 82 and 84 are automatically 
converted to +305, +375 and —170 shoWn at 90, 92 and 94 
respectively. These are the odds that Will ultimately be 
displayed at bettor computers 22. 

[0078] Referring again to FIG. 3, it is noted that certain 
lines of lines panel 56 include additional edit boxes 86 
beyond those used to display outcome odds. The additional 
edit boxes are used to set certain thresholds Which form part 
of the relevant bet. For example, lines 62, 64 and 66 contain 
edit boxes 86 Which the administrator 19 may edit in order 
to set a number of points above/beloW Which the teams must 
score for a bettor to prevail in an over/under total score 

proposition (line 62), to set a point spread (line 64), or to set 
a yard line above/beloW Which a defensive team must begin 
its post-punt drive for a bettor to prevail in an over/under 
post-punt drive starting point proposition (line 66). 

[0079] Referring to FIG. 5, an exemplary set of historical 
data 17 that is stored in the database 16 of FIG. 1 is shoWn. 
Historical data 17 includes a number of distinct groupings 
200, 202 and 204 of data. Each data grouping 200, 202 and 
204 is speci?c to a type of sport and league, and may be 
accessed independently of other data groupings. Each data 
grouping may be a distinct set of database tables Within 
database 16 for example. The historical data 17 illustrated in 
FIG. 5 includes NFL football data 200, NCAA football data 
202, and Major League Baseball (MLB) data 204. Addi 
tional data groupings for other sports and/or leagues (not 
illustrated) may be included Within historical data 17. Data 
groupings 200, 202 and 204 may generally be referred to as 
“league data”200, 202 and 204. 

[0080] FIG. 6 illustrates NFL league data 200 of FIG. 5 
in greater detail. As illustrated, league data 200 includes a 
situation ID table 210, situation-speci?c league statistics 
218, and non-situation-speci?c league statistics 219. 

[0081] Situation ID table 210 is illustrated in FIG. 7 in 
greater detail. Table 210 is a table Which permits an identi?er 
uniquely representative of a game situation (a “situation 
ID”) to be retrieved based on a number of dynamic contest 
parameters representative of that game situation. As illus 
trated in FIG. 7, the table 210 includes a column for each 
dynamic contest parameter that is considered to in?uence 
the likelihood of an event outcome in respect of Which a bet 
may be placed using the system 10 for the current sport and 
league. In the NFL football example illustrated in FIG. 7, 
the table 210 includes three columns 212, 214 and 216 
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Which contain the dynamic contest parameters ?eld position, 
doWn, and yards to go to ?rst doWn, respectively. Each roW 
of the table 210 represents a unique potential game situation, 
i.e. a unique combination of ?eld position, doWn, and yards 
to go parameter values. The table 210 is populated With 
su?icient roWs to represent most game situations, Within 
certain limits of precision of the parameters (e.g., ?eld 
position may be rounded to the nearest yard). The table 210 
further includes a situation ID column 217. The situation ID 
value in column 217 for a particular roW is unique Within 
table 210 and uniquely identi?es the contest status (i.e. game 
situation) represented by the parameter values in columns 
212, 214 and 216. 

[0082] FIG. 8 illustrates the situation-speci?c league sta 
tistics 218 of FIG. 6 in greater detail. Statistics 218 consti 
tute a set of database tables Which contain league-average 
likelihoods of event outcomes (i.e. precompiled default 
odds) for particular game situations. Each table represents a 
different type of event Which may occur during a sporting 
contest in the relevant sport and league. In the present NFL 
football example, statistics 218 include six tables, each 
representative of a event Which may occur during an NFL 
football game. In particular: table 220 contains probabilities 
of the execution of different types of plays; table 222 
contains probabilities of a ?rst doWn being achieved; table 
224 contains probabilities of various drive outcomes; tables 
226 and 228 contain probabilities of various defensive team 
?eld positions folloWing kickoff or punt returns, respec 
tively; and table 230 contains probabilities of a ?eld goal 
being scored. It should be appreciated that all of the prob 
abilities in tables 220, 222, 224, 226, 228 and 230 are 
league-average (versus team-speci?c) statistics Which are 
generated based on historical league records Well before the 
commencement of a sporting contest betWeen teams of that 
league. The purpose of each of the tables is to permit the 
precompiled default odds of a particular event outcome for 
a particular game situation to be retrieved. Speci?cally, an 
event outcome identi?er (“outcome ID”) and a situation ID 
are utiliZed to retrieve the default odds. 

[0083] FIG. 9 illustrates one of the tables comprising 
statistics 218 of FIG. 7, namely, next play likelihood table 
220, in greater detail. As illustrated, table 220 has three 
columns: a situation ID column 232, an outcome column 
234 and a likelihood column 236. The ?rst column 232 
contains situation IDs Which uniquely identify game situa 
tions. The second column 234 contains outcome IDs Which 
uniquely identify event outcomes. In the case of table 220, 
Which contains likelihoods of outcomes associated With a 
“next play” event, the outcome IDs appearing in column 234 
are RUSH, PASS and TURNOVER. These IDs denote a 
running play, a completed pass and a turnover, respectively. 
The outcome IDs could be represented as integer, binary or 
other values for e?iciency; hoWever textual values are used 
in column 234 of FIG. 9 for clarity. 

[0084] The third column 236 of table 220 contains out 
come probabilities (i.e. precompiled default odds). The 
probabilities of table 220 are actually averages Which have 
been generated from historical records of the past N NFL 
seasons, Where N is an integer (eg 3). To generate a 
probability for a given game situation (e.g. ?eld position: 
opponent’s 15 yard line; doWn: 3rd; yards to go: 2), historical 
records of NFL teams faced With the identical situation are 
examined to determine What play the teams executed in that 
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situation. The fact that historical averages are deemed to be 
probabilities of future occurrence of the event outcomes 
re?ects an underlying assumption that event outcome prob 
abilities are generally static over time. 

[0085] An astute reader familiar With the rules of NFL 
football may note that the set of outcomes represented by the 
outcome IDs enumerated above is an incomplete set of “next 
plays” that may be executed by a football team. It is also 
possible for a fourth outcome, namely, an incomplete pass, 
to occur. The reason that no outcome ID is included in table 
220 for this outcome is that the likelihood of an incomplete 
pass may be determined indirectly by subtracting the com 
bined probabilities of a RUSH, PASS and TURNOVER 
from 1.0 (i.e. 100%). In general, omission of one of a ?nite 
set of potential event outcomes may be used as a technique 
for limiting the siZe of any of tables making up statistics 218, 
since the likelihood of the outcome may be computed 
indirectly as described. Conversely, it may be desirable to 
include all potential event outcomes in each of tables of 
statistics 218 to avoid the need for such “l00%-X” compu 
tations. 

[0086] So, by using tables 210 and 220, the league 
average likelihood of a running play, complete pass, or 
turnover (or, indirectly, of an incomplete pass) may be 
determined for a particular combination of the ?eld position, 
doWn, and yards to go parameters, all by Way of simple table 
lookups. 

[0087] It should be appreciated that not all events in 
respect of Which bets may be placed using system 10 Will be 
in?uenced by the same set of dynamic contest parameters. 
For example, the likelihood of success of a ?eld goal may be 
in?uenced only by ?eld position, and not by doWn or yards 
to go to next doWn. For this reason, situation ID table 210 
of FIG. 7 is capable of accepting “Wild card” values for any 
dynamic contest parameters Which do not affect an event 
outcome, and still return a meaningful situation ID. For 
example, in the case When the “doWn” and “yards to go” 
dynamic contest parameters do not in?uence event out 
comes, the table 210 may be populated With a number of 
records containing values of “—l” in columns 214 and 216 
(FIG. 7). The unique situation IDs returned from such roWs 
could be used to index into, say, the ?eld goal likelihood 
table 230, Which may contain only 100 records: one ?eld 
goal probability for each possible ?eld position in incre 
ments of one yard. 

[0088] Referring back to FIG. 6, non-situation-speci?c 
league statistics 219 consist of league statistics Which are not 
speci?c to any game situation. For example, non-situation 
league statistics 219 include league-average probabilities of 
the execution of a running play, regardless of ?eld position, 
doWn and yards to go. The statistics 219 are maintained for 
use in odds adjustment formulae (i.e. as factorA of equation 
(1) above) Which may be automatically applied for certain 
event outcomes, as described above. Like the situation 
speci?c league statistics 218, non-situation-speci?c league 
statistics 219 are averages generated from the past N NFL 
seasons, hoWever only one average is maintained per event 
outcome (rather than many averages for many different 
game situations). The league statistics 219 maintained in the 
present embodiment are indicated Table 3 beloW, along With 
the propositions Whose odds may be affected thereby: 
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TABLE 3 

Non-situation-speci?c Leaggie Statistics 

Statistic Propositions Whose odds may be affected 

League-average run likelihood What Will the next play be? 
League-average turnover What Will the next play be? 
likelihood 
League-average pass 
completion frequency 
League-average non-offensive Will the [offensive team] get a ?rst doWn 
touchdoWn points per game on this series of doWns? 

What Will the [olfensive team] do on this 
drive? 

League-average drives per Will the [offensive team] get a ?rst doWn 
game on this series of doWns? 

What Will the [olfensive team] do on this 
drive? 
Will the [offensive team] get a ?rst doWn 
on this series of doWns? 

Will the [offensive team] get a ?rst doWn 
on this series of doWns? 

Will the [offensive team] get a ?rst doWn 
on this series of doWns? 

Will the [offensive team] get a ?rst doWn 
on this series of doWns? 

What Will the [olfensive team] do on this 
drive? 

What Will the next play be? 

League-average points per 
touchdoWn 

League-average ?rst doWn 
likelihood 
League-average offensive 
touchdoWns per drive 

[0089] FIG. 10 illustrates operation 1000 of the present 
embodiment for performing odds determination. For pur 
poses of illustration, FIG. 10 is described assuming that an 
administrator 19 Wishes to generate American style odds for 
the outcome “Rush” for the proposition “What Will the next 
play be?” in the context of an NFL football game. It is 
assumed that the current contest status (i.e. game situation) 
for the team in respect of Which odds are to be generated is 
as follows: ?eld position: opposing team’s 1 yard line; 
doWn: 3rd; and yards to go to the next ?rst doWn: goal. 

[0090] Initially, a situation ID representative of the current 
contest status is retrieved (S1002) based on the current 
values of the ?eld position, doWn, and yards to go dynamic 
contest parameters. The ID is retrieved by Way of a table 
lookup in situation ID table 210 (FIG. 7). In the present 
example, the current parameter values match roW 700 of the 
table 210, thus a situation ID of “04321” (from column 217 
of that roW) is returned. This situation ID represents the 
current game situation. 

[0091] Next, the precompiled default odds for the outcome 
of interest (i.e. the likelihood of a running play) are retrieved 
based on the determined situation ID (S1004 of FIG. 10). 
The default odds are retrieved by Way of a table lookup 
Within the next play likelihood table 220 (FIG. 9). The 
situation ID of “04321” and outcome ID of “RUSH” yield 
a match for roW 900 of table 220, containing a likelihood of 
“0.829” in its likelihood column 236. This indicates that, on 
average, a running play Will occur 82.9% of the time in the 
NFL in this game situation. 

[0092] Subsequently, an assessment is made as to Whether 
automatic odds adjustment is to be performed (S1006 of 
FIG. 10). In the present example, it is assumed that the 
administrator 19 has checked the “Use Factors” check box 
118 of odds adjustment WindoW 100 (FIG. 4), indicating 
that automatic odds adjustment should in fact be performed. 

[0093] Based on the proposition in respect of Which odds 
are being determined (i.e. “What Will the next play be?”), the 
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odds adjustment formula to be applied is identi?ed (S1008). 
In the present example, the odds adjustment formula to be 
applied is equation (3) beloW: 

RunFreq — LgA vgRlm2 ] (3) 
— un + AdjRun : [ 
LgA vgRun — LgA vgRun2 

[ [ RunFreq — LgA vgRlm2 2 
l — — Run 

LgA vgRun — LgA vgRun2 

Where: 

[0094] Run=probability of a running play (i.e. precom 
piled default odds) in the current game situation, before 
odds adjustment 

[0095] Adj Run=probability of a running play after odds 
adjustment 

[0096] RunFreq=run frequency for the current team 
regardless of game situation 

[0097] LgAvgRun=league-average run 
regardless of game situation 

[0098] It Will be appreciated that equation (3) includes a 
team-speci?c team factor RunFreq and a league-average 
factor LgAvgRun. These are speci?c examples of the factors 
B and A, respectively, of equation (1) above. The team 
speci?c factor RunFreq is retrieved from the appropriate 
?eld of odds adjustment WindoW 100, Which Will have been 
?lled in by the administrator 19 prior to game time. In the 
present example, the RunFreq value Will be retrieved from 
either the home run frequency ?eld 112 or visitor run 
frequency ?eld 116 (FIG. 4), depending upon Whether the 
team of interest is the home team or visiting team, respec 
tively (S1010 of FIG. 10). It is assumed that this value is 
0.621 (i.e. 62.1% of plays executed by this team overall are 
running plays). The league-average factor LgAvgRun is 
retrieved from the non-situation-speci?c league statistics 
219 (FIG. 6) of database 16 (S1012). It is assumed that this 
value is 0.4779 (i.e. 47.79% ofplays executed by NFL teams 
overall are running plays). 

frequency 

[0099] Using the retrieved factors, equation (3) is then 
applied to effect odds adjustment (S1014 of FIG. 10). In the 
present example, the precompiled default odds of a running 
play (82.9%) are adjusted to 91.0%, as folloWs: 

AdjRun = ((621 - .47792) /(.4779 - 47792)) X .829 + 

(1 - ((621 - .47792)/ (.4779 - 47792») X .8292 

= .910 or 91.0% 

[0100] This percentage re?ects the belief that the current 
team is more likely the than the average NFL team to 
execute a running play in the current game situation. 

[0101] At this stage, the administrator 19 may consider 
Whether manual adjustment of the odds is Warranted 
(S1016). This could occur, for example, in poor Weather 
conditions or toWard the end of a game When the result is 
apparent. In the present example, the administrator 19 has 
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observed that the offensive team is passing more than usual, 
thus he reduces the likelihood of a running play to 88% 

(S1018). 

[0102] Thereafter, the 88% percentage is converted to 
American style odds, resulting in odds of —733.3 (S1020). 
Subsequently the juice factor is applied (15% in this case) 
and rounding is performed, as described previously (S1022). 
The resulting odds, i.e. —845, are then displayed in the lines 
panel 56 of control panel interface 50 of administrator 
computer 18 (FIG. 3). Assuming the administrator 19 takes 
steps to post the line, the odds Will become visible in the 
lines panel 36 of client interface 24 of bettor computer 22 
(FIG. 2), alloWing bets to be placed. Operation 1000 of FIG. 
10 is thus concluded. 

[0103] Depending upon the proposition and event out 
come for Which odds determination is being performed, the 
formula that is applied When automatic odds adjustment has 
been elected at S1006 to S1014 of FIG. 10 may differ. In the 
example embodiment, odds adjustment is available for the 
folloWing propositions/event outcomes: 

1. “What Will the next play be?”/Running Play 

[0104] (see equation (3) above) 

2. “What Will the next play be?”/Completed Pass 

PassAcc — LgA vgPCPc12 ]( Pass ) (4) AdjPass : [ 
LgA vgPCPct- LgA vgPCPcr2 Pass + Passlnc 

[ [ PassA cc — LgA vgPCPcI2 LgA vgPCPcl- Pass )2] 
LgAvgPCPcl- LgA vgPCPcr2 Pass + Passlnc 

(1 - AdjRun - T0) 

Where: 

[0105] AdjPass=probability of a completed pass after 
odds adjustment 

[0106] PassAcc=pass accuracy adjustment factor deter 
mined at the discretion of the administrator using 
team-speci?c historical pass completion percentages as 
a guide line (Pass Completion Percentage=Number of 
Complete Passes+Number of Pass Attempts) 

[0107] LgAvgPCPct=league-average pass completion 
“percentage” (actually expressed as a probability) 

[0108] Pass=probability of a completed pass (i.e. pre 
compiled default odds) in the current game situation, 
before odds adjustment 

[0109] PassInc=probability of an incomplete pass (i.e. 
precompiled default odds) in the current game situation 

[0110] Adj Run=probability of a running play after odds 
adjustment 

[0111] TO=probability of a turnover (i.e. precompiled 
default odds) in the current game situation 

[0112] Per equation (4), the ratio betWeen “Pass Com 
plete” and “Pass Incomplete” is adjusted using a quadratic 
equation having the same structure as equation (1) above. 

May 4, 2006 

3. “What Will the next play be?”/Pass Incomplete 

AdjPassInc=l-AdjRun-TO-Adjl’ass; (5) 

Where: 

[0113] AdjPassInc=probability of a incomplete pass 
after odds adjustment 

[0114] Adj Run=probability of a running play after odds 
adjustment 

[0115] TO=probability of a turnover (i.e. precompiled 
default odds) in the current game situation 

[0116] AdjPass=probability of a completed pass after 
odds adjustment 

[0117] Equation (5) requires adjusted odds for the prob 
ability of running play and the probability of a completed 
pass to be computed in order for the adjusted odds for an 
incomplete pass to be computed. The precompiled default 
odds for a turnover are used in unadjusted form because no 
odds adjustment is available for the “tumover” outcome in 
the present embodiment. 

4. “Will the [offensive team] get a ?rst doWn on this series 
of doWns?”/Yes 

[0.5287 + [0.0671(Score — LvgA vgNTdPls)] _ (6) LgA vgTdPls 

(S core — LgA vgDr) 

W 
LgA vgFdPct- LgA vg TdPrsZ 

2 

0.0036 1 J - LgA vgFdPc12 
AdjFdY = FdY + 

[0.5287 + [0.0671(Score — LvgA vgNTdPls)] _ LgA vg TdPls 

(Score — LgA vgDr) 

LgA vg TdPls 
LgA vgFdPct - LgA vg TdPrsz 

2 

0.0036 1 ]- LgAvgFdPclz 
1 - my2 

Where: 

[0118] AdjFdY=probability of a ?rst doWn in the cur 
rent game situation after odds adjustment 

[0119] Fdy=probability of no ?rst doWn (i.e. precom 
piled default odds) in the current game situation 

[0120] Score=projected score for team of interest 

[0121] LgAvgNTdPts=league-average 
touchdoWn points per game 

non-offensive 

[0122] LgAvgDr=league-average drives per game 

[0123] LgAvgTdPts=league-average points per touch 
doWn 

[0124] LgAvgFdPct=league-average ?rst doWn per 
centage (expressed as a probability) 

[0125] Equation (6) accounts for a team’s projected ?rst 
doWn percentage relative to the league average. The “B” 
factor in equation (6) above is the team-speci?c ?rst doWn 
percentage, Which is derived from the team’s projected 
score. A team’s projected ?rst doWn percentage is deter 
mined by curve ?tting data of all of the league’s teams’ 
historical ?rst doWn percentages for the past N seasons and 
offensive touchdoWns per game (Where N is an integer) to a 








