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(57) ABSTRACT 

The present invention relates to a result prediction game that 
is played in such a Way as to predict the result of a certain 
event and bet money or cyber money, such as a betting 
game. There is disclosed technology related to the result 
prediction game in Which customers predict the result of a 
certain event and determine payouts, they Will receive When 

(21) Appl' NO‘: 10/591,839 the result of the event is determined, in advance. Accord 

(22) PCT Filed: Man 4’ 2005 ingly, in accordance With the present invention, there is 
provided a method for a result prediction game service in 

(86) PCT NO_; PCT/K110500616 Which the payouts that the customers Will receive later are 
determined in advance, so that the result prediction game 

§ 371(c)(1), can be enjoyed at every stage of the game and payouts that 
(2), (4) Date; Oct, 12, 2006 the customers do not intend to receive can be prevented. 
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[Fig. 13] 
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RESULT EXPECTATION GAME SERVICE 
METHOD UTILIZING COMMUNICATION 

NETWORK 

TECHNICAL FIELD 

[0001] The present invention relates, in general, to a 
method for a result prediction game service utilizing a 
communication network, and, more particularly, to a result 
prediction game that is con?gured to alloW the result of a 
certain event that results in one of at least tWo results to be 
predicted. 

BACKGROUND ART 

[0002] As a representative example of a result expectation 
game, a betting game can be cited. Abetting game is a game 
Which is played ancillary to a main game, for example, a 
horse race, and in Which vieWers predict the results of a 
horse race and make bets, and payouts are granted to 
customers that successfully predicted the actual result of the 
horse race. 

[0003] Such a betting game may be played utiliZing a 
communication netWork With the help of the development of 
mobile communication or the Wired or Wireless Internet. As 
a representative example, the technology of Korean Unex 
amined Pat. Pub. No. 2001-0088616 (title of invention: 
communication netWork Go system capable of supporting 
real-time betting; hereinafter referred to as a cited technol 
ogy) may be taken. The cited technology discloses a tech 
nology that alloWs general visitors to a Go Website to access 
a Go game relay room and make bets using cyber money, 
and that, after the termination of a game of Go, assesses a 
return rate using a betting information storage DataBase 
(DB) to Which betting information is input, and alloWs 
payouts, Which are calculated based on the assessed return 
rate, to accumulate in the form of cyber money. 

[0004] In the cited technology or a betting game played 
ancillary to an off-line horse race, a return rate is assessed 
after all the bets have been summed up. A method is utiliZed 
in Which, based on the result of the main game, payouts are 
granted to customers according to the assessed return rate. 

[0005] MeanWhile, since such payouts are calculated after 
the completion of betting in such a Way as to sum up the bets 
of all customers, determine a return rate and calculate the 
payouts based on the return rate, the return rate and the 
payouts based on the return rate are determined regardless of 
any speci?c customer’s intention. As a result, a customer can 
be made aWare of the siZe of his or her potential payout 
corresponding to his or her bet after all the customers have 
bet, so that the customer cannot be made aWare of his or her 
potential payout during betting. 

[0006] In such a conventional betting game, a return rate 
is assessed after the bets of all the customers have been 
summed up, so that a betting period must be limited in such 
a Way as to alloW betting before a main game, from the start 
of a main game to an early stage of the main game, or the 
like. The reason for this is because a person Who has made 
a bet at the time at Which the result of a main game is about 
to be knoWn has an advantage over a person Who had made 
an earlier bet. Accordingly, it is essential to limit the betting 
period. For this reason, the actual period during Which a 
betting game is played must be limited. It is impossible to 
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continue to play the betting game after the limited period. 
Accordingly, since nothing happens during the period from 
When the betting ends until the result of the main game is 
knoWn, interest in the betting game is reduced. Furthermore, 
the above-described respects are factors that make it di?icult 
to adopt a long-term game, such as a league game, as the 
main game of the betting game. 

[0007] Furthermore, most customers make bets for high 
payouts. In accordance With a conventional betting game, a 
return rate and payouts are determined regardless of their 
intention, so that the probability of obtaining unintended loW 
payouts is increased, thus reducing interest in the betting 
game. 

DISCLOSURE OF INVENTION 

Technical Problem 

[0008] Accordingly, the present invention has been made 
keeping in mind the above problems occurring in the con 
ventional result prediction game, and an object of the present 
invention is to provide a method for a result prediction game 
service, Which alloWs customers, Who are enjoying a result 
prediction game, to determine payouts that Will be paid later 
if their predictions are correct, thus alloWing a result pre 
diction game to be enjoyed at all times during an event. 

Technical Solution 

[0009] A ?rst example of a method for a result prediction 
game service using a communication netWork includes an 
authentication step of authenticating customers Who gain 
access; an application support step of providing support so 
that customers authenticated at the authentication step can 
make predictions of the result of a certain event and apply 
to purchase media, Which can each be redeemed for a certain 
amount When the predictions of the result of the certain 
event are correct, at amounts determined by the customers; 
a result receipt step of receiving the result of the certain 
event; and a payout step of paying an amount, Which is 
determined by subtracting a fee from the certain amount, to 
each of the customers Who correctly predicted the result of 
the certain event, according to the result received at the 
result receipt step. 

[0010] The method for a result prediction game service 
further includes a trade establishment step of establishing a 
trade (trades) of media betWeen a speci?c customer and 
another speci?c customer (other speci?c customers) When a 
plurality of customers applies to purchase the media at the 
application support step, the speci?c customer’s prediction 
of the result and the other speci?c customer’s (customers’) 
prediction(s) of the result are different from each other, and 
a purchase condition set by the speci?c customer and (a) 
purchase condition(s) set by the other speci?c customer(s) 
ful?ll preset conditions. 

[0011] A concrete example of the trade establishment step 
is performed in such a Way as to establish a trade of media 
betWeen the speci?c customer and the other speci?c cus 
tomer(s) When a sum of the speci?c customer’s unit pur 
chase price and the other speci?c customer’s (customers’) 
unit purchase price is the certain amount. 

[0012] If money paid for the payout is cyber money, it is 
preferred that the fee of the payout step is Zero. 
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[0013] A second example of the method for a result 
prediction game service using a communication netWork 
includes an authentication step of authenticating customers 
Who gain access; a betting support step of providing support 
so that customers authenticated at the authentication step can 
make predictions of a result of a certain event, determine 
payouts, Which can be received When the predictions of the 
result of the certain event are correct, and make bets; a result 
receipt step of receiving the result of the certain event; and 
a payout step of paying an amount, Which is determined by 
subtracting a fee from the payout, to each of the customers 
Who correctly predicted the result of the certain event, 
according to the result received at the result receipt step. 
Similarly, in accordance With this example, the customers 
can be made aWare of payouts, Which Will be paid to them 
if their predictions of the result are correct, in advance, and 
make bets until the result of the event is determined by the 
termination of the event, so that the customers can continue 
to enjoy the result prediction game (betting game) While the 
event is in progress. 

[0014] The method for a result prediction game service 
further includes a betting establishment step of establishing 
a bet (bets) betWeen a speci?c customer and another speci?c 
customer (other speci?c customers) When a plurality of 
customers makes bets at the bet support step, the speci?c 
customer’s prediction of the result and the other speci?c 
customer’s (customers’) prediction(s) of the result are dif 
ferent from each other, and a purchase condition set by the 
speci?c customer and (a) purchase condition(s) set by the 
other speci?c customer(s) ful?ll preset conditions. 

[0015] A concrete example of the bet establishment step is 
performed in such a Way as to establish the bet(s) betWeen 
the speci?c customer and the other speci?c customer(s) 
When a sum of the speci?c customer’s betting amount and 
the other speci?c customer’s (customers’) betting amount 
equals the payout. 

[0016] A concrete example of the betting support step 
provides support so that the customers authenticated at the 
authentication step determine payouts by predicting the 
result of the certain event and determining the return rates 
and the betting amounts. In this case, the betting establish 
ment step establishes bets for betting amounts, Which are 
received at the application receipt step, betWeen Which a 
cross betting relationship is established according to a 
certain payout rate. A further concrete example in Which the 
customers determine return rates and betting amounts 
includes a step of providing support so that each of the 
customers applying to make bets can select at least one from 
among at least tWo return rates and input the return rate; and 
a step of providing support so as to input betting amounts by 
making bets based on the selected return rate. 

[0017] As in the ?rst example, if money paid for the 
payout is cyber money that is circulated through cyberspace, 
it is preferred that the fee of the payout step is Zero. 

Advantageous Effects 

[0018] Accordingly, a customer can be previously made 
aWare hoW much money he or she Will be paid if his or her 
predicted result is correct. In the meantime, in accordance 
With such a method, customers can be made aWare of the 
progress of an event and determine Whether to adjust to or 
ignore the progress of the event at the time at Which a 
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speci?c customer makes an application for purchase, so that 
an application for the purchase of media and its associated 
trade are established immediately before the result of the 
event is determined and customers can apply to purchase 
media at any time, thus alloWing a result prediction game to 
be enjoyed immediately before the result of the event is 
determined. The cases Where applications for purchase are 
made before the result of a certain event is determined and 
after the result of the certain event has been determined are 
taken as examples. An application for purchase made before 
the result of the event becomes apparent has a strong 
possibility that the trade is established. For applications for 
purchase made after the result of the event has become 
apparent, other persons’ applications for purchase may be 
made depending upon Which result that a person, Who made 
the application for purchase, predicted When making the 
application (Whether the person, Who made the application 
for purchase, made the application While predicting a 
unlikely or likely result). That is, if a person Who made an 
application for purchase made the application While predict 
ing a unlikely result, other persons’ applications for pur 
chase Will ?ood a system. In contrast, if a person Who made 
an application for purchase made an application for purchase 
While predicting an unlikely result, there are no other 
persons’ applications, so that trades are not established. That 
is, in accordance With the present invention, the result 
prediction game can be freely enjoyed before the result of 
the event becomes apparent. 

BRIEF DESCRIPTION OF THE DRAWINGS 

[0019] FIG. 1 is a block diagram of a server system that 
supports an example of the purchase of media that is an 
example of a method for a result prediction game service 
using a communication netWork according to the present 
invention; 

[0020] FIG. 2 is a ?owchart shoWing the example of the 
purchase of media that is the example of the method for a 
result prediction game service using a communication net 
Work according to the present invention; 

[0021] FIGS. 3 to 13 are reference diagrams that are used 
to illustrate the ?owchart of FIG. 2; 

[0022] FIG. 14 is a block diagram ofa server system that 
supports an example 1 of betting that is an example of the 
method for a result prediction game service using a com 
munication netWork according to the present invention; 

[0023] FIG. 15 is a ?oWchart shoWing the example 1 of 
betting that is the example of the method for a result 
prediction game service using a communication netWork 
according to the present invention; 

[0024] FIGS. 16 to 24 are reference diagrams that are used 
to illustrate the ?oWchart of FIG. 15; 

[0025] FIG. 25 is a block diagram ofa server system that 
supports an example 2 of betting that is an example of the 
method for a result prediction game service using a com 
munication netWork according to the present invention; 

[0026] FIG. 26 is a ?oWchart shoWing the example 2 of 
betting that is the example of the method for a result 
prediction game service using a communication netWork 
according to the present invention; and 
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[0027] FIGS. 27 and 28 are reference diagrams that are 
used to illustrate the ?owchart of FIG. 26. 

BEST MODE FOR CARRYING OUT THE 
INVENTION 

[0028] <Example of Purchase of Media> 

[0029] A ?rst example according to the present invention 
can be implemented by the server system that is shoWn in 
FIG. 1 and provides a result prediction game service. Such 
a server system may be achieved by a combination of at least 
tWo or more servers. 

[0030] Referring to FIG. 1, a server system 100 is con 
structed to include a communication means 11, a storage 
means 12, an authentication means 13, an application sup 
port means 14, a trade establishment means 15, an arithmetic 
means 16, a result receipt means 17, and a payout means 18. 

[0031] The communication means 11 alloWs communica 
tion With customers’ terminals (a computer, a mobile com 
munication terminal, etc.), Which gain access via a commu 
nication netWork, to be performed, thus alloWing a result 
prediction game service to be provided via the communica 
tion netWork. 

[0032] The storage means 12 stores information necessary 
to play the result prediction game, such as customer infor 
mation, and has at least one DataBase (DB) according to 
necessity. That is, the DB may include an authentication DB 
in Which customers’ authentication information is stored, 
and a money DB in Which information about the amounts of 
money possessed by the customers is stored. In this case, 
different types of information may be recorded in the money 
DB depending on the payment means of the customers. For 
example, in the case Where cyber money or deposited cash 
is the payment means, information about possessed cyber 
money or cash is recorded therein. In the case Where account 
transfer or a credit card is used as the payment means, 
information about a bank account number or credit card 
number is recorded therein. 

[0033] The authentication means 13 authenticates custom 
ers based on the information recorded in the authentication 
DB. 

[0034] The application support means 14 supports the 
customers’ purchase of media, and provides support so that 
customers can determine purchase prices for the media and 
make applications for the purchases. In this case, the media 
may be bonds, stocks, or ?oWers, chips, bears toy or avatars 
that are set by the server system itself. 

[0035] In the present embodiment, for ease of description, 
the folloWing description is performed on the assumption 
that the media are bonds. 

[0036] The trade establishment means 15 causes trades of 
bonds to be established betWeen corresponding customers 
When the customers’ purchase conditions correspond to each 
other because they ful?ll preset conditions. For example, 
When, for bonds that can each be redeemed for 200 Won 
When the result of a certain event that results in one of “a” 
and “b” Was successfully predicted, customer A applies to 
purchase the bond at 60 Won While predicting the result to 
be “a” and customer B applies to purchase the bond at 140 
Won While predicting the result to be “b” , the trade 
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establishment means 15 alloWs a trade to be established 
betWeen the customers A and B. 

[0037] The arithmetic means 16 performs necessary arith 
metic that may accompany customers’ purchase of bonds 
and the establishment of a trade of bonds betWeen custom 
ers. 

[0038] The result receipt means 17 receives the result of a 
certain event. The result receipt means 17 functions to 
receive the result from an external communication medium, 
or the result of a game that is played on the server system 
100 itself. 

[0039] The payout means 18 pays the converted amounts 
of media to the customers that successfully predicted the 
result of an event (hereinafter referred to as successful 

customers). 
[0040] A method for a result prediction game service 
performed in the server system 100 described above is 
described With reference to FIG. 2, With numbers being 
assigned for convenience of description. 

[0041] l. Authentication <S201> 

[0042] The authentication means 11 authenticates a cus 
tomer Who gains access. An example of such authentication 
is the determination of Whether there is a match by com 
paring the Identi?cation (ID) and passWord of a customer, 
Which are recorded in the authentication DB, With an ID and 
a passWord, Which are input by the customer through the 
customer’s terminal, as is Well knoWn. 

[0043] 2. Application support <S202> 

[0044] The application support means 14 provides support 
so that customers can predict the result of a game that is 
provided by the current server system 100 itself or is 
separately performed off-line, can freely set prices on a bond 
that is Worth a speci?c amount of money When the prediction 
of the result of the game is correct, and can make applica 
tions for the purchase of the bonds at those prices. An 
example of such a game is described beloW With Go being 
taken as an example. 

[0045] The screen of FIG. 3 is a screen that is displayed on 
a customer’s terminal, Which shoWs the case Where the 
customer enters a Go game room that is currently open based 
on a Go service that is provided by the server system 100. 

[0046] A ‘bond purchase’ menu 31 is formed in the right 
middle part of the screen of FIG. 3 so that the customer can 
predict the result of a game of Go and can make an 
application for the purchase of the bond. 

[0047] When the customer clicks on the ‘bond purchase’ 
menu 31 after predicting the Winner of the currently played 
game of Go, the pop-up WindoW of FIG. 4 is displayed. The 
pop-up WindoW of FIG. 4 presents choices so that the 
customer can select a Winner from among current players. 

[0048] When the customer clicks on a ‘con?rmation’ 
menu 41 after selecting Se-dol Lee from among both players 
(Se-dol Lee and Hoon-hyun Jo), the pop-up WindoW of FIG. 
5 (hereinafter referred to as the ‘ Se-dol Lee WindoW’) related 
to the condition that Se-dol Lee Wins the game is displayed. 
The Se-dol Lee WindoW presents bonds Whose purchases 
have been applied for and Whose sales have been applied for 
on the condition that Se-dol Lee Wins the game. 
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[0049] In the present invention, it is assumed that a 
payment for a bond is 200 Won. Furthermore, a customer can 
purchase one or more bonds. Accordingly, When a customer 
purchases a certain number of bonds each Worth a payment 
of 200 Won, the customer Will receive a certain amount of 
money that is determined by subtracting a certain fee 
(maybe Zero) from 200 Won ? the number of bonds that the 
customer have purchased if Se-dol Lee Wins the game. 

[0050] The Se-dol Lee WindoW of FIG. 5 is described in 
detail. Applications for the purchase of bonds made on the 
condition that Se-dol Lee Wins the game are made at prices 
ranging from ten Won to one hundred Won. That is, the 
purchase of bonds that are each Worth 200 Won When Se-dol 
Lee Wins the game has been applied for With the purchase of 
520 bonds being applied for at a price of 10 Won, that is, a 
loWer limit, 77?, the purchase of 260 bonds being applied for 
at a price of 80 Won, and the purchase of 300 bonds being 
applied for at a price of 90 Won, that is, an upper limit. 

[0051] The numbers in the purchase column of the Se-dol 
Lee WindoW represent the numbers of bonds Whose pur 
chases have been applied for on the condition that Hoon 
hyun Jo Wins the game. 

[0052] Referring to FIG. 6, the WindoW of FIG. 6(a), that 
is, the Se-dol Lee WindoW of FIG. 5, is displayed on the 
terminal 200 of the customer Who selected Se-dol Lee to Win 
While the WindoW of FIG. 6(b) (hereinafter referred to as a 
‘Hoon-hyun Jo’ WindoW) related to the condition that Hoon 
hyun Jo Wins the game is displayed on the terminal of the 
customer Who selected Hoon-hyun Jo to Win. 

[0053] As shoWn in FIG. 6, When the purchase of bonds 
has been applied for on the condition that Se-dol Lee Wins 
the game, particulars on the purchase of bonds that has been 
applied for on the condition that Se-dol Lee Wins the game 
are indicated in the purchase column of the Hoon-hyun Jo 
WindoW. 

[0054] For example, as shoWn in FIG. 7, When a customer 
applies to purchase 10 bonds at a unit price of 90 Won on the 
condition that Se-dol Lee Wins the game, the number of 
bonds is displayed in the blank of the purchase column of the 
Hoon-hyun Jo WindoW for a price of 110 Won (=a payment 
of 200 Won ? a purchase price of 90 Won). That is, When a 
customer applies to purchase bonds at a certain unit price, an 
application for the purchase of bonds made by the customer 
is established in the Hoon-hyun Jo WindoW in the form of a 
sale of bonds at a unit price of 200 Won ? the certain unit 
price. Accordingly, the Se-dol Lee WindoW and the Hoon 
hyun Jo WindoW have corresponding details, as shoWn in 
FIG. 6. 

[0055] When a customer Who predicts Se-dol Lee’s Win 
clicks on the blank of the purchase column of the Se-dol Lee 
WindoW that corresponds to a certain purchase price at 
Which the customer desires to purchase bonds, a WindoW in 
Which the number of bonds that the customer desires to 
purchase can be entered is displayed, as shoWn in FIG. 8. 
When the customer enters the number of bonds and then 
clicks on the ‘con?rmation’ menu 81, the customer’s appli 
cation for the purchase of bonds is transmitted to the server 
system 100 over a communication netWork and the arith 
metic means 16 of the server system 100 performs arith 
metic that is necessary to add the details of the neW 
application for the purchase of bonds to existing data based 
on the neW application for the purchase of bonds. 
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[0056] 3. Trade establishment <S203> 

[0057] When a plurality of customers applies to purchase 
bonds, the trade establishment means 15 alloWs a trade to be 
established betWeen a speci?c customer and another cus 
tomer if the customers’ result predictions are different from 
each other and the speci?c customer’s purchase condition 
and the other customer’s purchase condition ful?ll preset 
conditions. 

[0058] In greater detail, for example, When a speci?c 
customer applies to purchase 100 bonds at a unit price of 90 
Won in the Se-dol Lee WindoW of FIG. 5 on the condition 
that Se-dol Lee Wins a game, the trade is reserved because 
there are no bonds Whose sale is currently reserved (that is, 
Whose purchase at a unit price of 90 Won on the condition 
that Hoon-hyun Jo Wins the game has been reserved). 
Instead, 100 is added to the number in the blank of the 
purchase column at a price of 90 Won, thus increasing it to 
400, as shoWn in FIG. 9. HoWever, When customerA applies 
to purchase 100 bonds at a unit price of 110 Won on the 
condition that Se-dol Lee Wins the game in the Se-dol Lee 
WindoW, a trade can be immediately established because the 
number of bonds Whose sale at a unit price of 110 Won is 
currently reserved (that is, the number of bonds Whose 
purchase at a unit price of 90 Won is reserved on the 
condition that Hoon-hyun Jo Wins the game) is 200. Accord 
ingly, as the customer A applies to purchase bonds, a trade 
of bonds is established betWeen the customer A and another 
customer Who applies to purchase 200 bonds at a unit price 
of 90 Won on the condition that Hoon-hyun Jo Wins the 
game. Accordingly, the details of the trade betWeen the 
customers are described as 100, that is, the number of bonds 
Whose sale is reserved at a unit price of 110 Won, as shoWn 
in the WindoW of FIG. 10. As a result, the numbers of bonds 
for purchase and sale do not overlap With each other in the 
Se-dol Lee WindoW and the Hoon-hyun Jo WindoW. The 
reason for this is that the details of the trade are removed 
from the betting WindoW because the trade is established 
When they overlap. 

[0059] Furthermore, the number of customers Who apply 
to purchase 200 bonds at a unit price of 90 Won on the 
condition that Hoon-hyun Jo Wins the game may be 1 or 2. 
A trade of some of the bonds may be established. For 
example, in the case Where the customer A applies to 
purchase 100 bonds at a unit price of 90 Won on the 
condition that Hoon-hyun Jo Wins the game and the cus 
tomer B applies to purchase 100 bonds at a unit price of 90 
Won on the condition that Hoon-hyun Jo Wins the game, the 
purchase of a total of 200 bonds has been applied for at a unit 
price of 90 Won on the condition that Hoon-hyun Jo Wins the 
game. In this case, When a speci?c customer applies to 
purchase 90 bonds at a unit price of 110 Won on the 
condition that Se-dol Lee Wins the game, 90, Which is the 
number of bonds Whose trade is reserved, is subtracted from 
200, and 110 then remain. Methods of selecting a customer 
to trade With a speci?c customer are various. As an example, 
selection is made in such a Way as to select one Who applies 
to purchase bonds ?rst from among customers A and B. That 
is, if the customer A applies to purchase bonds ?rst, the 
customer A’s application for the purchase of 90 bonds, 
Which is part of the customer A’s application for the pur 
chase of 100 bonds, is accepted, the customer A’s applica 
tion for the purchase of 10 bonds is reserved, and the 
customer B’s application for the purchase of 100 bonds 
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remains reserved. As described above, one customer may 
purchase one or more bonds that can each be used to claim 
a payout of 200 Won. In such a case, a trade is preferably 
established on the basis of the number of bonds Whose 
purchase has been applied for. 

[0060] As described above, a trade betWeen customers is 
established When the sum of a unit purchase price at Which 
a speci?c customer applied to purchase bonds and a unit 
purchase price at Which another customer applies to pur 
chase bonds is equal to a payout that the bonds can each be 
used to claim. 

[0061] Meanwhile, the server system itself can perform 
trades With customers. In this case, the provision of a 
separate step of establishing a bond trade betWeen custom 
ers, that is, the provision of a trade establishment step, is not 
necessary, so that step S203 can be omitted. The reason for 
this is that a bond trade With the server system is established 
immediately after customers apply to purchase bonds. 

[0062] 4. Result receipt <S204> 

[0063] The result receipt means 17 receives a result from 
a side that provides noti?cation of the result. 

[0064] For example, the result receipt means 17 may 
receive the result of an off-line game of Go from an 
administrator in the case Where the game of Go is played 
off-line, receive the result of a game of Go that is detected 
by the server system 100 itself in the case Where the game 
of Go is played in the server system 100, or receive a result 
that is automatically transmitted from some other server on 
the Internet to the server system 100. 

[0065] 5. Payout <S205> 

[0066] The payout means 18 pays a certain amount of 
money, Which is determined by subtracting a certain fee 
from a payment for bonds that Were purchased by a Winning 
customer Who successfully predicted the result of a game, to 
the Winning customer according to a received result. 

[0067] The above step is described in greater detail using 
an example. When a speci?c customer applied to purchase 
50 bonds on the condition that Se-dol Lee Wins a game at a 
unit price of 60 Won, another customer applied to purchase 
50 bonds at a unit price of 140 Won, and, therefore, a trade 
betWeen the speci?c customer and another customer is 
established, the payout means 18 pays a payment, Which is 
determined by subtracting a certain fee from 10000 Won, to 
the speci?c customer and does not pay a payment to the 
other customer. When the payment is composed of cyber 
points, the payment can be completely paid Within the server 
system 100. In contrast, When the payment is cash, the 
payment may be paid through a Well-knoWn Internet cash 
payment method. In the case Where the payment is cyber 
money, a relevant game is not a gambling game that is 
played for cash, but a play that is played for cyber money, 
so that a fee that is subtracted from a gross payment is 
preferably set to Zero. 

[0068] MeanWhile, although the present invention 
employs the method of subtracting a fee at the time of 
making a payment, the fee may be subtracted at the time of 
establishing a trade betWeen customers in the server system 
100 depending on the application. In this case, the preset 
conditions for the establishment of trades may vary. Citing 
a case as a representative example, When customerA applies 
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to purchase bonds at a unit price of 110 Won on the condition 
that Se-dol Lee Wins a game, a condition for purchasing 
bonds at a unit price of 110 Won is posted in the sale column 
of the WindoW of the customer B Who predicts Hoon-hyun 
Jo’s Win, and a trade betWeen the customers A and B is 
established When the customer B applies to purchase bonds 
at a unit price of 110 Won. Thereafter, a Winning customer 
receives 200 Won, Which corresponds to the converted price 
of a bond. As a result, the server system takes 20 Won from 
the customers A and B at the time of establishing a trade. 
That is, only When a customer proposes a certain amount of 
money that is determined by adding a fee to a net payment 
for a bond, a trade is established betWeen the customers. 

[0069] In the case Where a fee is subtracted at the time of 
establishing a trade, a fee is preferably set to Zero at the time 
of making a payment. 

[0070] MeanWhile, FIG. 12 shoWs an example in Which 
the number of different possible predictions of the results of 
a game of Go is three or more in the result prediction game 
service according to the above-described ?rst embodiment. 

[0071] For example, in the case Where a ?nal Winner is 
selected from among a plurality of players as in a Go king 
cup game, the number of different possible predictions of the 
results of a game may be three or more. This example is 
described beloW. 

[0072] The example is described on the assumption that 
Go players Who advance to the ?nal competition are Hoon 
hyun Jo, Se-dol Lee, Chang-ho Lee and Cheol-hWan Choi. 

[0073] It is assumed that a bond is Worth a payout of 400 
Won When a successful prediction Was made. 

[0074] In the tables of FIG. 12, details of trades that are 
reserved are displayed. 

[0075] In FIG. 12, applications for the purchase of bonds 
made in a range from 10 to 100 Won on the condition that 
Hoon-hyun Jo Wins the game are reserved, applications for 
the purchase of bonds made in a range from 10 to 90 Won 
on the condition that Se-dol Lee Wins the game are reserved, 
applications for the purchase of bonds made in a range from 
10 to 120 Won on the condition that Chang-ho Lee Wins the 
game are reserved, and applications for the purchase of 
bonds made in a range from 10 to 80 Won on the condition 
that Cheol-hWan Choi Wins the game are reserved. 

[0076] MeanWhile, the numbers indicated in the sale col 
umns of a Hoon-hyun Jo WindoW, a Se-dol Lee WindoW, a 
Chang-ho Lee WindoW and a Cheol-hWan Choi WindoW are 
described as folloWs. 

[0077] The Hoon-hyun Jo WindoW is described as an 
example ?rst. 200, Which is the number of bonds at the 
loWest purchase price in the sale column of the Hoon-hyun 
Jo WindoW, is selected as the smallest number of bonds 
Whose purchase has been applied for on the condition that 
Se-dol Lee, Chang-ho Lee or Cheol-hWan Choi Wins the 
game, and is displayed. That is, the purchase of bonds at the 
highest unit price is reserved at a price of 90 Won in the 
Se-dol Lee WindoW, the purchase of bonds at the highest unit 
price is reserved at a price of 120 Won in the Chang-ho Lee 
WindoW, and the purchase of bonds at the highest unit price 
is reserved at a price of 80 Won in the Cheol-hWan Choi. The 
sum of the highest purchase prices in the Se-dol Lee 
WindoW, the Chang-ho Lee WindoW and the Cheol-hWan 
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Choi WindoW is 290 Won. Accordingly, When a speci?c 
customer applies to purchase bonds at a unit price of 110 
Won on the condition that Hoon-hyun Jo Wins the game, the 
application for the purchase of bonds at a unit price of 120 
Won on the condition that Hoon-hyun Jo Wins the game is 
the highest one in the Hoon-hyun Jo WindoW. Since the sum 
of the highest purchase prices in the Se-dol Lee WindoW, the 
Chang-ho Lee WindoW and the Cheol-hWan Choi WindoW, 
and 110 Won, at Which the speci?c customer applies to 
purchase bonds, is 400 Won, a trade is established betWeen 
the customers. That is, When a speci?c customer applies to 
purchase bonds at a unit price of 110 Won on the condition 
that Hoon-hyun Jo Wins the game, a trade is established 
simultaneously With the application. HoW many bonds such 
a speci?c customer can purchase is described beloW. In FIG. 
12, the number of bonds at the highest purchase price in the 
Se-dol Lee WindoW is 200, the number of bonds at the 
highest purchase price in the Chang-ho Lee WindoW is 400, 
and the number of bonds at the highest purchase price in the 
Cheol-hWan Choi WindoW is 370. Accordingly, although the 
speci?c customer applies to purchase 500 bonds at a unit 
price of 110 Won on the condition that Hoon-hyun Jo Wins 
the game, the smallest number of bonds at the highest 
purchase prices in the Se-dol Lee WindoW, the Chang-ho Lee 
WindoW and the Cheol-hWan Chol WindoW is 200, so that a 
trade of 200 bonds is immediately established. Details 
posted in the WindoWs change as shoWn in the WindoWs of 
FIG. 13. Referring to FIG. 13, the number of bonds at the 
highest purchase price in the Hoon-hyun Jo WindoW changes 
to 300 at a unit price of 110 Won, the number of bonds at the 
highest purchase price in the Se-dol Lee WindoW changes to 
120 at a unit price of 80 Won, the number of bonds at the 
highest purchase price in the Chang-ho Lee WindoW changes 
to 200 at a unit price of 120 Won, and the number of bonds 
at the highest purchase price in the Cheol-hWan Choi 
WindoW changes to 170 at a unit price of 80 Won. As a result, 
since, in FIG. 13, the sum of the highest purchase prices of 
the respective WindoWs is 390 Won, no further trade is 
established. 

[0078] Referring to FIG. 12 again, the number of bonds at 
the loWest sale price, Which is posted in the sale column of 
the Hoon-hyun JO WindoW, is posted on the basis of the 
smallest of the numbers of bonds at the highest purchase 
prices in the Se-dol Lee WindoW, the Chang-ho Lee WindoW 
and the Cheol-hWan Choi WindoW. 

[0079] Furthermore, the number of bonds at the second 
loWest sale price (120 Won) after the loWest sale price (110 
Won) is posted on the assumption that trades of all the bonds 
at the loWest sale price (110 Won) in the Hoon-hyun Jo 
WindoW have been established. That is, When trades of all 
the bonds at the loWest sale price in the Hoon-hyun Jo 
WindoW of FIG. 12 have been established, 120 in the Se-dol 
Lee WindoW, Which is the smallest of the numbers of bonds 
at the highest purchase prices in the Se-dol Lee WindoW, the 
Chang-ho Lee and the Cheol-hWan Lee WindoW, is posted as 
the number of bonds at the second loWest sale price (110 
Won) after the loWest sale price (120 Won) in FIG. 12. Using 
the above-described method, the numbers of bonds at sale 
prices ranging from 130 Won to 390 Won are determined. 

[0080] In the same manner, for the Se-dol Lee WindoW, the 
Chang-ho Lee and the Cheol-hWan Choi WindoW, the num 
bers of bonds at sale prices are determined and posted. 
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[0081] MeanWhile, in the situation of FIG. 12, When a 
speci?c customer applies to purchase bonds at a unit price of 
110 Won on the condition that Hoon-hyun Jo Wins the game, 
a trade of 200 bonds is immediately established. 

[0082] For example, When a customer applies to purchase 
500 bonds at a unit price of 110 Won on the condition that 
Hoon-hyun Jo Wins the game, a trade of 200 bonds is 
immediately established, and it is indicated in the blank of 
the sale column of the Hoon-hyun Jo WindoW at a price of 
110 Won that a trade of 300 bonds has been reserved, as 
shoWn in FIG. 13. This neW item is re?ected in WindoWs 
related to the condition that Se-dol Lee, Chan-ho Lee or 
Cheol-hWan Choi Win the games, respectively. In the Win 
doW related to the condition that Se-dol Lee Wins the game, 
the highest purchase price at Which a trade of bonds is 
reserved is posted as 80 Won, the loWest sale price at Which 
a trade of bonds may be immediately established is posted 
as 90 Won, and the number of bonds to be sold is posted as 
170. In the Chang-ho Lee WindoW, the highest purchase 
price at Which a trade of bonds is reserved is maintained at 
a price of 120 Won, and the number of bonds for Which a 
trade may be immediately established at the loWest unit sale 
price of 130 Won is 120. In the Cheol-hWan Choi WindoW, 
the highest purchase price at Which a trade of bonds is 
reserved is maintained at a price of 80 Won, and the number 
of bonds for Which a trade may be immediately established 
at the loWest sale price of 90 Won changes to 120. Such 
arithmetic is performed by the arithmetic means in real time. 

[0083] Thereafter, a Winning customer Who successfully 
predicted the result receives a payment that is determined by 
multiplying the number of bonds, for Which a trade of bonds 
Was established, by the converted amount of a single bond, 
that is, 400 Won. 

[0084] <Example l of Betting> 

[0085] The present embodiment relates to a betting game 
that is an example of the result prediction game in Which 
customers make bets While predicting the result of a certain 
event and receive payouts previously determined by them 
When the successful predictions Were made. 

[0086] Of course, the betting game can be implemented 
using the server system that provides betting games. 

[0087] Referring to FIG. 16, a server system 1600 is 
constructed to include a communication means 141, a stor 

age means 142, an authentication means 143, a betting 
support means 144, a betting establishment means 145, an 
arithmetic means 146, a result receipt means 147, and a 
payout means 148. 

[0088] The communication means 141 enables communi 
cation With customers’ terminals (a computer, a mobile 
communication terminal, etc.) that gain access using a 
communication netWork, thus alloWing a result prediction 
game service to be provided via the communication net 
Work. 

[0089] The storage means 142 stores information neces 
sary to play the result prediction game, such as customer 
information. 

[0090] The authentication means 143 authenticates cus 
tomers Who gain access. 

[0091] The betting support means 144 provides support so 
that customers determine payouts and make bets. 










