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MULTI-STAGE FUTURE EVENTS OUTCOME 
PREDICTION GAME 

RELATED APPLICATIONS 

[0001] The present application claims priority and the ben 
e?t under 1 19(e) from US. Provisional application No. 
60/765,161 ?led on Feb. 6, 2006 and US. provisional appli 
cation 60/ 869,954 ?led 14 Dec. 2006, both including inventor 
SWeary, the disclosures of Which are incorporated herein by 
reference. The application is also related to a PCT application 
?led on even date With this application, by same applicants in 
the IL receiving o?ice, attorney docket 34851, the disclosure 
of Which is incorporated herein by reference. 

BACKGROUND OF THE INVENTION 

[0002] 1. Field of the Invention 
[0003] The present invention relates to Apparatus and 
method for a multi-stage multi-player event outcome predic 
tion game, and more particularly to Apparatus and method for 
a game that provides a framework in Which a plurality of 
participants can express competitive interests through the 
prediction of the outcomes of a series of sequentially occur 
ring future events. 
[0004] 2. Discussion of the RelatedArt 
[0005] Prediction is a statement or claim that a particular 
event Will occur in the future or that a future event Will have a 
distinct outcome. Prediction has scienti?c aspects Where the 
prediction is based on pre-collected historical data Which 
could be suitably processed by statistical functions. Scienti?c 
prediction could be very precise, such as astronomers predict 
ing the exact time of an eclipse or could be less precise, such 
as meteorologists forecasting the expected poWer and path of 
an atmospheric storm. 
[0006] Other aspects of a prediction could involve social 
phenomena Where the prediction could be extrapolated from 
partial or complete observations from the past (projection) or 
could be based both on carefully collected and systematically 
analyZed statistical data, and in addition on diverse external 
complex phenomena. Thus, the result of a public opinion poll 
could point to a possible outcome of an election While unex 
pectedly emerging external variables from psychological, 
political, ?nancial and social functions could affect the out 
come. The outcome of an event is quasi-random When there is 
a plurality of external variables on Which the outcome of the 
event depends. The greater the number of external variables 
on Which the outcome of a future event depends the more 
dif?cult is to perform a comprehensive prediction-related 
calculation in Which all the variables all taken into consider 
ation and consequently the more problematic to produce a 
correct prediction. For example, it is notoriously di?icult to 
forecast the Weather in the long range, the occurrence of 
earthquakes, the results of sporting events, (horse racing, 
soccer, baseball, basketball) the ?nancial and economic 
trends, indices and events (stock market movements, 
exchange rates ?uctuations, and the like), the outbreak of 
diseases, and the outcomes of games of chance. Regarding 
games of chance the dif?culty is exacerbated by the outcome 
being in?uenced by the use of randomizing devices. 
[0007] Prediction of future events and their outcomes has a 
universal appeal Within human communities and is likely to 
have continued With increasing appeal. Prediction made and 
submitted in the frameWork of a game could provide com 
petitive speculation for the participants Where the parties 
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could obtain reWards for correct predictions and suffer pen 
alties from incorrect predictions. Currently several predictive 
gaming frameWorks or predictive contest frameWorks exists 
Where the correct prediction of the outcomes is typically 
based on a) players’ knoWledge, b) players’ skills or c) ran 
dom factors or on any combination thereof. 

SUMMARY OF THE PRESENT INVENTION 

[0008] An aspect of some embodiments of the invention 
relates to a prediction game in Which players compete With 
each other to predict the outcomes of one or more properties 
of prediction events. In an exemplary embodiment of the 
invention there is provided a game control unit for control of 
the game. In an exemplary embodiment, the control unit is a 
trusted source for providing the outcome of the events, allot 
ting scores to the players in an honest manner and/or de?ning 
the Winner (or Winners) of the game. Optionally, the source 
provides a score together With a link to (or copy of) a third 
party information source With the result on Which scoring is 
based. Optionally, a player can request and receive an analy 
sis of his or another’s score, performed by the game system or 
by a third party. Optionally, the scoring is randomly or con 
sistently checked by a human, for example an accountant or 
laWyer or other trusted third party. Optionally, players can 
vote on the correctness of a response or on the meaning of an 

outcome, or vote to veto a system decision. Optionally, such 
interaction is using an internet terminal Which displays the 
issue(s) and the voting results. Optionally, a user is presented 
With a choice to join such a voting session. 
[0009] In an exemplary embodiment, a player participates 
in a game via the internet. Alternatively or additionally, the 
player participates in a game by sending SMS via a cell 
phone. Alternatively or additionally, the player participates in 
a game by obtaining a ticket in a kiosk. Optionally, the player 
interacts in the game using a device in a kiosk. 
[0010] In an exemplary embodiment of the invention, the 
game is an interactive game. The player optionally interacts 
With the game using internet or cell phone. 
[0011] In an exemplary embodiment of the invention, a 
player participates in a game by providing a list of predicted 
outcomes for one or more properties of prediction events at 
the start of the game. Optionally, each predicted outcome in 
the list is associated With a prediction event in Which the 
player is participating. Alternatively or additionally, a pre 
dicted outcome may be associated With more than one pre 
diction event. Alternatively or additionally, multiple pre 
dicted outcomes are associated With one prediction event. 

[0012] In an exemplary embodiment of the invention, the 
prediction events are real World events. Alternatively, the 
events are events in a virtual World. Optionally, the events in 
a virtual World are in a role-playing game, such as fantasy 
sports. 
[0013] In an exemplary embodiment, the events or ques 
tions to be predicted regarding the events are provided by the 
game controller. Alternatively or additionally, the events (or 
questions) are provided by players in the game. Optionally, 
the events are multi-stage events, in Which one stage naturally 
folloWs a previous stage in time, for example, Weather at 
different times. 
[0014] In an exemplary embodiment of the invention, the 
events are composed to serve a commercial basis. Optionally, 
the events serve as an introduction to a certain product or 

company. For example, the events may guide the user to tour 
in a site or series of sites of a company or teach the advantages 
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of a certain product. Optionally, the player may in?uence the 
outcome of a prediction event, whereby he Will be exposed to 
commercials. For example, by touring in a site of a company, 
thereby being exposed to companies commercials. 
[0015] In an exemplary embodiment of the invention, the 
prediction events are personalized to match speci?c players. 
Optionally, the prediction events are personalized by one or 
more of: a player’s ?elds of interests, hobbies, profession or 
consuming behavior. Optionally, the personalization is based 
on an identi?cation (e.g., by a game controller or local gam 
ing unit) of events/properties that a player selects to ansWer, 
based on a questionnaire, based on a manually entered pro?le 
and/ or based on a determination of ?elds Where the player has 
had a higher success rate. 

[0016] In an exemplary embodiment of the invention, all 
prediction events of a game are de?ned at the start of the 
game. Alternatively, prediction events are added during the 
game. 

[0017] In an exemplary embodiment, a player Who partici 
pates in a game participates in all prediction events of the 
game. Alternatively, a player Who participates in a game 
participates in feWer than all prediction events of the game. 
Optionally, a player in the game chooses the events in Which 
to participate. Optionally, a player decides before start of the 
game in Which events to participate. Alternatively or addition 
ally, a player may choose, during the game, to add or skip a 
prediction event. 

[0018] In an exemplary embodiment, the prediction events 
in a game are divided into series. Optionally, a player may 
participate in the game by participating in one or more series. 
Optionally, a player decides before start of the game in Which 
series to participate. Alternatively or additionally, a player 
may join a next series at certain stages in the game. Option 
ally, a player Who participates in a certain event participates in 
all prediction events of the series. Alternatively, a player may 
participate in feWer than all prediction events of a series. 

[0019] In an exemplary embodiment of the invention a 
player may obtain life savers for the game. In this application, 
the term “life saver” is used to de?ne an option to help a player 
to overcome problems or to improve his position in the game. 
Optionally, a life saver enables a player to skip a prediction 
event, before or after the outcome of the event. Alternatively 
or additionally, a life saver enables a player to correctly pre 
dict the outcome of a prediction event. Alternatively or addi 
tionally, a life saver enables a player to amend predicted 
outcomes from the player’s list of predicted outcomes. Alter 
natively or additionally, a life saver alloWs a player to reduce 
the quality of prediction required. 
[0020] In an exemplary embodiment of the invention, a 
Winner of the game is the player With the most correct pre 
dicted outcomes. Alternatively or additionally, the Winner is 
the player With the longest run of predicted outcomes to a 
sequence of events. Optionally, a player is scored during the 
game based on his predicted outcomes and the Winner of the 
game is the player With the highest score. Optionally, certain 
correctly prediction outcomes grant a higher score then other 
than regular predicted outcomes. 
[0021] In an exemplary embodiment of the invention the 
Winner of the game is compensated by a prize. Optionally, the 
prize is money. Alternatively, the prize is other than money, 
such as tickets for future games or life savers to be used in 
future games. 
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[0022] In an exemplary embodiment of the invention, the 
game comprises: 
[0023] tracking along a time axis at one or more tentative 
event maturation points-in-time of at least one future event 
constituting a game unit; 
[0024] at the tentative event maturation points-in-time 
obtaining an actual outcome of the at least one future event, 
determining the correctness of at least tWo players predictions 
by comparing the actual outcome of the at least one future 
event With the respective predictions of the at least tWo play 
ers or comparing the predictions against each other; and 
[0025] scoring the players according to the correctness of 
predictions and/ or other features of the game, such as usage of 
lifesavers. Scoring may be used to select a single Winner or 
group of Winners. 
[0026] An aspect of some embodiments of the invention 
relates to a game control unit adapted to evaluate the value of 
a player’s position in a prediction game during the game. 
Optionally, the valuation is based on predicted outcomes of 
events that have already occurred and veri?ed. Alternatively 
or additionally, the valuation is based on statistical analysis of 
future success of a player’s list. Optionally, the future success 
is based on the current status of the prediction events. Alter 
natively or additionally, the future success is based on past 
achievement of the player in the game or in a speci?c ?eld of 
events (e.g., sports, general knoWledge, history). 
[0027] In an exemplary embodiment of the invention the 
control unit publishes the valuation of the player’s position. 
Alternatively, the valuation is available to the respective 
player only. 
[0028] An aspect of some embodiments of the inventions 
relates to a multi-stage prediction game Where a player may 
join or leave the game during the game. In an exemplary 
embodiment, a player Who Wishes to leave the game before 
the end of the game sends a sale offer to the game control unit 
and a player Who Wishes to join the game sends a buy offer to 
the game control unit. In an exemplary embodiment of the 
invention the game control unit negotiates betWeen a seller 
and a buyer of a list of predicted outcomes. Alternatively, the 
game control unit contacts betWeen the seller and buyer Who 
then negotiate betWeen themselves. Optionally, a person may 
buy a position in the game during the game Without replacing 
a player Who leaves the game. 
[0029] An aspect of some embodiments of the invention 
relates to a prediction game Wherein a player can be interac 
tive during the game. The interactivity of a player in the game 
may provide one or more potential advantages. The interest of 
the player in the game increases Which can increase of the 
popularity of the game. In addition, When a player is interac 
tive in the game the player may be better exposed to commer 
cializing. 
[0030] Optionally, a player is active by participating in 
additional prediction events during the game. Alternatively or 
additionally, a player is active by selling his position in the 
game during the game. Alternatively or additionally, a player 
is active by in?uencing the outcome of prediction events. 
Alternatively or additionally, a player is active by activating a 
life saver during the game. 
[0031] In an exemplary embodiment of the invention, the 
game is con?gured to ensure and/or encourage at least 2, at 
least 4 or more interactions of a player during a game, beside 
interactions associated With checking on a player’s score/ 
standing/prediction ability. In some cases, the player cannot 
be forced to interact but is enticed by options and alternatives. 



US 2009/0054127 A1 

Optionally, a player interacts at least 3, at least 5, at least 7, or 
intermediate numbers of time With a game during its progress 
and until a Winner is determined. Optionally, the game is set 
up to encourage interaction at ?xed time points, for example, 
once an hour, tWice a day orusing a different scheme. Option 
ally, the times are ?xed and/or uniformly spaced in time, but 
this is not required. The time scales of interaction may depend 
on the audience and/ or setting. For example, for players in a 
pub, interaction every 5 or 10 minutes may be appropriate. 
For interaction With players during a daily job, interaction 
once every feW hours may be more appropriate. Similarly, 
interaction by cellular phone may be more often than using an 
internet (Where players might not have a station available) or 
using kiosks. Optionally, different players interact a different 
amount, for example, one player may interact 10 times and 
another only 2 times or not at all. Optionally, at least 5%, at 
least 10%, at least 20% or at least 40% of the players interact 
a signi?cant amount as noted above. Optionally, interaction is 
measured by time, rather than number. For example, interac 
tion in a game (after the game is started) may be at least 1, 5, 
10, 30 or intermediate numbers of minutes. 

[0032] FolloWing is a description of the apparatus and 
method for playing the game according to an exemplary 
embodiment of the invention. It should be noted that the 
aspects and/or details of the game described beloW are pro 
vided in some embodiments of the invention as individual 
aspects or in combination With features of other exemplary 
embodiments. In addition it should be noted that some of the 
features described herein, such as life savers and selection of 
events may be used in games other than the games described 
herein, for example, for single event games and for games 
Where the events are applied simultaneously. 

[0033] Apparatus and method for the playing of a multi 
stage multi-player event outcome prediction game is dis 
closed. The prediction game involves the prediction of the 
outcomes of a series of pre-de?ned sequentially occurring 
future events such as sporting contests, elections, stock mar 
ket ?uctuations, Weather forecasts, pollution levels, con 
sumer indices, verdicts in celebrity trials, income from a 
movie in the ?rst Week of shoWing, Winner of the Nobel prize, 
Winner of the Academy AWards, Winner of the Emmy AWards, 
total number of goals in a football or a basketball game, 
cellular voice tra?ic and Short Message Service (SMS) tra?ic 
statistics, public sWitched telephone netWorks calls statistics, 
Internet access statistics, and the like. The objective of players 
participating in the prediction game is to predict correctly the 
outcome of an entire set of pre-de?ned events included in a 
game unit preferably in a consecutive, progressive and con 
tinuous manner. A game unit is de?ned as a pre-de?ned 
period With a pre-de?ned duration With a Well-de?ned start 
ing point-in-time and a tentatively de?ned termination point 
in-time during Which in the real World and external to the 
prediction game a series of pre-de?ned events occur and 
mature in a sequential manner. The maturation point-in-time 
is tentatively de?ned since the outcome of an event could be 
published earlier or later than expected. For example, the 
actual length of certain sporting events, such as for example a 
basketball game is dif?cult to determine in advance and there 
fore could be de?ned only in an inexact manner. 

[0034] The maturation of an event means that an event’s 
outcome is ?nalized and published. A publication of an event 
is used in the text of this document is de?ned as the introduc 
tion of the actual outcome of the event into the game. The 
types of the events included in the game unit, the number of 
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events spread over the duration of the game unit, the tentative 
points-in-time Whereat the actual outcomes of the events are 
published and the Wording and content of the event outcome 
related questions are pre-de?ned and pre-prepared by a 
“game controller”. The responsibility of the game controller 
is to organize and manage the game in general and a game unit 
in particular. In organizing, managing, controlling and track 
ing the activities of the players the game controller utilizes a 
set of “rules of the game”. Prior to the beginning of the game 
unit, the duration of the game unit, the type of events included 
in the game unit and the set of questions associated Which 
each event are selected, prepared or structured by the game 
controller. The game controller is also responsible for the 
collection of the outcomes of the future events and the intro 
duction of the outcomes into the game (publishing the out 
come of an event). The event outcome-related questions are 
presented either in response to a suitable request from a set of 
potential players or could be presented automatically to a set 
of potential players by utilizing “push” technology. Players 
are human individuals that desire to take part in a game unit of 
the multi-stage event outcome prediction game for reasons of 
competitiveness, entertainment, pleasure, social activity or 
speculation With an accumulation of bonus points. Players 
could also be human agents or automatic computer-based 
agents that Will play the game in accordance With speci?c 
instructions. The actual event outcomes Will be predicted, 
forecasted or preferably guessed by the players. The predic 
tions of the players Will be expressed and indicated by pro 
viding answers to a series of either multi-choice (tWo or more 
choices) questions or single-ansWer questions Where each 
question is associated With the actual outcome of a real-World 
event. In the preferred embodiments of the invention, the 
occurrence, progress and the result of the event are indepen 
dent of the prediction game. In other preferred embodiments 
of the invention events could be arti?cially generated by the 
game controller, such as for example a set of events Where 
each event is associated With a randomly generated digit. In 
the preferred embodiments of the present invention, all the 
players’ ansWers relating to the outcomes of the events are to 
be submitted in advance before the starting of the game unit. 
In other preferred embodiments of the invention the ansWers 
should be submitted before the publication of the outcomes of 
the associated events. The Winners of the game Will be in the 
order of the type, the size or the quality of prizes given: a) 
players Who provided the highest number of correct ansWers 
in an unbroken sequence starting from the ?rst event included 
in the game unit and preferably to the last event included in 
the game unit, b) players Who provided the highest number of 
corrects ansWers in an unbroken sequence starting from any 
event taking place after the ?rst event in the game unit and 
preferably to the last event included in the game unit, and c) 
players Who provided the highest number of correct ansWers 
to the events distributed in the game unit. The Winners in the 
(a) category Will typically receive a “?rst prize”, the Winners 
in the (b) category Will typically receive a “second prize” and 
the Winners in the (c) category Will typically receive a “third 
prize” Where each prizes could include a number of bonus 
points. In the preferred embodiments of the present invention 
a “prize” is a number of bonus points that is given to a Winner 
in one of the categories (a), (b) and (c). The amount of the 
prizes are determined in accordance With the “investment” of 
the players into the game unit and in accordance With the 
number of Winners in each of the categories (a), (b) and (c) 
Where each category includes a pre-determined percentage of 
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the total bonus points introduced by the players. Thus, for 
example, the Winners in category (a) could obtain 60 percent 
of the total bonus points; the Winners in category (b) could 
obtain 25 percent of the bonus points, While Winners in cat 
egory (c) could obtain 15 percent of the total bonus points. 
[0035] Note should be taken that the above distribution is 
exemplary only. In other preferred embodiments, for 
example, only a “?rst prize” including 100 percent of the 
bonus points could be Won. Yet in other preferred embodi 
ments no prizes are distributed. Still in other preferred 
embodiments of the invention the types of prizes could differ, 
such as various items or merchandise, discount or gift cou 
pons, contest entry vouchers, vacation vouchers and the like. 
[0036] In the preferred embodiments of the invention, a 
maturation of an event included in the game unit is associated 
With a speci?c stage of the game unit. In other preferred 
embodiments of the invention, more than one event could be 
associated With a speci?c stage of the game unit and simul 
taneous maturations of the more than one event could take 
place at the tentative termination points-in-time of the simul 
taneous events. The players Who predicted correctly the out 
come of an event associated With a stage of the game unit Will 
continue to the next stage With a “correct ansWer” indication. 
Players Who predicted incorrectly the outcome of an event 
Will continue to the next stage With an “incorrect ansWer” 
indication. At any stage an overall incorrect prediction 
involving the providing of Wrong ansWer by all the partici 
pants (“all Wrong-ansWer” stage) Will affect the continuing of 
all the players to the next stage Within the game unit With a 
“correct ansWer” indication. Following an “all-Wrong 
ansWer” stage the playing game unit continues in one of tWo 
possible Ways: a) The players Who provided a set of correct 
ansWers in an unbroken sequence until the “all-Wrong 
ansWer” stage Will receive a “?rst prize” and either could 
leave the game unit or continue playing in the game unit While 
the remaining players Will continue the game until the matu 
ration of the last event Where the objective for the remaining 
players is to Win either a “second prize” and a “third prize” 
and b) All the players continue the playing the game unit until 
the maturation of the last event. 
[0037] Note should be taken that in different variations of 
the game the manner in Which the determination of a Winner 
or Winners could differ. In the preferred embodiments of the 
present invention the Winners are those players Who com 
pleted the last stage of the game unit With an unbroken 
sequence of correct guesses Where the overall number of 
correct guesses is a) greater than the number of guesses of any 
other player, and b) the stage at Which an unbroken sequence 
of correct guesses began is nearer to the starting point-in-time 
of the game unit than the similar stage of any other player. 
[0038] Optionally, at any point in time during the game unit 
a player is alloWed to transfer his list of submitted ansWers or 
parts thereof to another active or potential player. Transfer 
ring lists or portions of lists betWeen active or potential play 
ers could involve speci?c negotiations concerning percent 
ages, offered bonus points, bids, value estimates and the like. 
[0039] Optionally, if there are potential players Whose 
requests for the transfer of lists is not satis?ed then a parallel 
game unit could be set up simultaneously With the original 
game unit. The parallel game unit Will have identical ques 
tions and identical associated events. The interested players 
could enter the parallel game With the copy of the requested 
list of question and the already provided ansWers. The entry 
Will involve the transfer of a speci?cally negotiated number of 
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bonus points to the game controller and the parallel game 
could begin With the neW players from a speci?c stage. The 
parallel game unit Will be managed separately from the origi 
nal game unit. Note should be taken that a parallel game could 
be set up by the game controller at any time during the game 
unit to alloW for potential players to enter the parallel game 
unit Without submitting requests for list transfers and Without 
receiving lists from active players. Simple requests from 
potential players to the game controller Will be suf?cient to 
open an “entry” session that Will involve an “entry-desired” 
dialog betWeen the potential players and the game controller 
including the submission of an amount of bonus points by the 
potential players, the sending of a list of questions generated 
by the game controller and the registration of the players into 
the parallel game unit. 
[0040] Optionally, potential players are alloWed to organize 
players’ groups. Players could improve their chances of Win 
ning the game unit or could enhance their pleasure from the 
playing in the game by participating in one or more organized 
players’ groups. Players’ groups could be organized in a num 
ber of different Ways. For example, a players’ group could be 
established by a speci?c player referred to as an a?iliate game 
controller. A player’s group could be “public” such that is 
open for entry to any potential player Who Wishes to join or 
could be “private” such that is Will include only selectively 
invited members are alloWed to join. A “private” players’ 
group Will be referred to as an af?liate players’ group. Such a 
group could be organized on the basis of friendships, com 
panionships, common interests, and common objectives and 
could provide social activity-speci?c pleasure for partici 
pants. The a?iliate players’ group could utilize its oWn game 
unit that could include private events and associated questions 
that could be signi?cant to or be understood by only the 
members of the “private” group. In the “public” version of a 
players’ group a group of players Will be persuaded by the 
a?iliate game controller to submit identical ansWers for a 
speci?c game unit. Another type of “public” players’ group 
could be established on the basis of pro?t Where the players 
organize themselves into players’ groups in order to enhance 
their chances of Winning. The initial bonus points introduced 
Will affect their share or their percentage of the potential 
prize. 
[0041] Players could enhance their standing in the game by 
suggesting speci?c events to be included in the game and by 
composing event outcome-related questions open to other 
players. 
[0042] The prediction game Will provide full transparency 
for all the players and potential players. At every stage of the 
game the active players and the potential players could access 
and be informed of the status of the game, the standing of each 
player, the number of correct or incorrect ansWers that Were 
given by each player at each stage of the game unit, the 
published ansWers at each stage of the game, the number of 
players With consecutive and continuous correct ansWers, the 
future events and associated questions, the probability of 
speci?c players to Win the game, and the like. 
[0043] One aspect of the present invention regards a 
method for performing a multi-stage future event outcome 
prediction game. The method comprises tracking along a time 
axis at tentative event maturation points-in-time of future 
events constituting a game unit, at the tentative event matu 
ration points-in-time obtaining an actual outcome of the 
future events determining the correctness of players predic 
tions by comparing the actual outcome of future events With 
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the respective predictions of the players, according to the 
correctness of the predictions calculating the number of play 
ers that predicted correctly the actual outcome of the future 
events, calculating the temporary number of bonus points for 
each player, and at the termination point-in-time of the game 
unit determining the number of Winners for the game unit 
according With the number of event outcome predictions that 
proved to be correct and calculating the ?nal number of bonus 
points for each player. 
[0044] The method for performing a multi-stage future 
event outcome prediction game also comprises receiving and 
handling lists submitted by the players, including future 
event-related predictive ansWers associated With the future 
event-related questions, receiving and handling registration 
requests into a game unit submitted by the players, and receiv 
ing and handling suggested future events, future event-related 
questions and future event-related alternative ansWers or 
question solving indications submitted by the players to be 
considered for inclusion in future game units. 

[0045] The method for performing a multi-stage future 
event outcome prediction game further comprises receiving 
and handling requests submitted by the players for the orga 
niZation of players’ groups, receiving, handling and negotiat 
ing offers for the transfer of lists of event-related ansWers 
from the players, receiving, handling and negotiating requests 
for the transfer of lists of event-related ansWers from the 
users, and receiving and handling requests for the deposition 
of bonus points in a points depository from the players. 
[0046] A second aspect of the present invention regards 
Apparatus for performing a multi-stage future event outcome 
prediction game. The apparatus comprises a gaming server 
device for generating a multi-stage future event outcome 
prediction game unit, for registering players requesting to 
participate in the game unit, for creating and distributing a list 
of future event-related questions to potential players, for 
tracking the tentative maturation points -in-time of the future 
events constituting the game unit, for obtaining the actual 
outcomes of the events constituting the game unit, for deter 
mining the correctness of the predictions for the outputs of the 
events constituting the game unit, for determining the status 
of the players participating in the game unit at each stage of 
game unit, for calculating the number of bonus points earned 
and lost by players at every stage of the game unit and for 
determining the number and the identity of the Winners from 
among the participating players and the ?nal number of bonus 
points earned and lost by the players at the termination of the 
game unit. 
[0047] A third aspect of the present invention regards a 
game machine. The game machine is utiliZed for the playing 
of the multi-stage future event outcome prediction game and 
includes a gaming system and a gaming database. The gam 
ing system includes a player’s interface, to communicate With 
a player during the game unit, a game controller for managing 
and controlling the game unit, a game unit summary genera 
tor for generating dynamically a game unit summary during 
the performance of the game unit, an ansWers transfer handler 
for checking the ansWers submitted during the progress of the 
game unit, a points depository to store the number of bonus 
points for each of the players participating in the game. The 
gaming database stores a plurality of game unit data aggre 
gates. The game unit data is utiliZed for the storing of game 
unit-speci?c information, such as a list of players participat 
ing in the game unit, a list of future event-related questions 
including questions associated With events the termination 
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point-in-time is Within the period of the game unit, a game 
unit summary to hold information concerning the progress of 
the game, the standing of the players at the different stages of 
the game unit, the number of bonus points accumulated by the 
players, and the ansWers introduced by the players at each 
stage of the game unit, and a list of event-related ansWers 
submitted by the players or potential players. The function 
alities of the game machine are typically executed by the 
game controller. The game controller generates the game unit 
data, transfers the list of event-related questions to registered 
players or potential players, receives the event-related 
ansWers from registered players registered, tracks the out 
come of the events included in the game unit, publishes the 
outcome of the events by introducing event outcome indica 
tors to the gaming machine, determines the standing of the 
players based on the outcome of the events and the ansWers 
submitted by the players, and determines the Winners of the 
game unit from among the participating players at the termi 
nation point-in-time of the game unit based on the number 
and the point-in-time association of the correct ansWers pro 
vided by the entire set of participating players. 
[0048] There is also provided in accordance With an exem 
plary embodiment of the invention, a method of playing a 
prediction game, the method comprising: 
[0049] submitting predicted outcomes of at least one prop 
erty of at least one prediction event provided by a game 
control unit; and 
[0050] competing With other players on the accuracy of the 
prediction of the outcome of said event, for a plurality of 
events Whose outcome is not knoWn simultaneous in time. 

[0051] In an exemplary embodiment of the invention, sub 
mitting predicted outcomes is via the internet. Alternatively 
or additionally, submitting predicted outcomes is via SMS. 
Alternatively or additionally, submitting predicted outcomes 
is via a telephone. Alternatively or additionally, submitting 
predicted outcomes is at a kiosk. 

[0052] In an exemplary embodiment of the invention, sub 
mitting the predicted outcomes occurs before start of the 
game. Alternatively or additionally, submitting the predicted 
outcomes occurs during the game. 

[0053] In an exemplary embodiment of the invention, sub 
mitting comprises submitting predicted outcomes to all 
events provided by the game control unit for the game. 
[0054] In an exemplary embodiment of the invention, the 
method comprises: 
[0055] activating at least one life saver. Optionally, a life 
saver comprises a ticket not to compete in an event to Which 
a predicted outcome Was submitted by the player. Altema 
tively or additionally, a life saver comprises a ticket to cor 
rectly predict the outcome of a prediction event, regardless of 
the prediction outcome submitted by the player. 
[0056] In an exemplary embodiment of the invention, the 
method comprises: 
[0057] a player leaving the game before the end of the game 
and receiving compensation therefore. 
[0058] In an exemplary embodiment of the invention, the 
method comprises: 
[0059] in?uencing the outcome of saidprediction events by 
a player. 

[0060] In an exemplary embodiment of the invention, the 
method comprises: 
[0061] interacting With the game by a player at least 3 
times, after said game is started. 
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[0062] There is also provided in accordance with an exem 
plary embodiment of the invention, apparatus for playing a 
prediction game, the apparatus comprising of: 
[0063] a game control unit adapted to provide prediction 
events to players in a prediction game; and 
[0064] a subscription unit adapted to receive the predicted 
outcomes to said prediction events as submitted by players of 
the game; 
[0065] wherein the game control unit is further adapted to 
score the players according to the predicted outcomes sub 
mitted by the players. 
[0066] In an exemplary embodiment of the invention, the 
control unit is a trusted source. 

[0067] In an exemplary embodiment of the invention, the 
prediction events provided by the game control unit are real 
world events. Alternatively or additionally, the prediction 
events provided by the game control unit are fantasy events. 
Alternatively or additionally, the prediction events provided 
by the game control unit comprise a commercial value. 
[0068] In an exemplary embodiment of the invention, the 
prediction events provided by the game control unit are per 
sonaliZed by at least one of said unit and said controller to 
match a speci?c player. 
[0069] In an exemplary embodiment of the invention, said 
control unit is adapted to compare predicted outcomes to 
different prediction events by different players. 
[0070] In an exemplary embodiment of the invention, the 
game control unit is adapted to provide prediction events 
before a start of a game. 

[0071] In an exemplary embodiment of the invention, the 
game control unit is adapted to provide prediction events 
during a game. Optionally, the control unit is adapted to 
provide prediction events provided during the game in accor 
dance with the status of the game. 
[0072] In an exemplary embodiment of the invention, said 
prediction events are divided into series and wherein said 
subscription unit is adapted to receive series of predicted 
outcomes respectively to said series of predicted events. 
[0073] In an exemplary embodiment of the invention, the 
apparatus comprises a plurality of subscription units. 

BRIEF DESCRIPTION OF THE DRAWINGS 

[0074] The present invention will be understood and appre 
ciated more fully from the following detailed description 
taken in conjunction with the drawings in which: 
[0075] FIG. 1 is a schematic block diagram of the event 
outcome prediction game, in accordance with the preferred 
embodiments of the present invention; 
[0076] FIG. 2 is a schematic presentation of the list of 
event-related questions, in accordance with the preferred 
embodiments of the present invention; 
[0077] FIG. 3 is a schematic presentation of a list of event 
related answers, in accordance with the preferred embodi 
ments of the present invention; 
[0078] FIGS. 4A through 4D are schematic presentation of 
the game unit summary consequent to exemplary perfor 
mances of game units, in accordance with the preferred 
embodiments of the present invention; 
[0079] FIG. 5 is a simpli?ed block diagram showing a 
gaming platform based on computing and data communica 
tions devices, in accordance with a ?rst preferred embodi 
ment of the present invention; 
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[0080] FIG. 6 is a simpli?ed block diagram showing a 
gaming platform based on cellular communications devices 
in accordance with a second preferred embodiment of the 
present invention; 
[0081] FIG. 7 is a simpli?ed block diagram showing a 
gaming platform based on a game machine, in accordance 
with a third preferred embodiment of the present invention; 
[0082] FIG. 8 is a simpli?ed ?owchart presenting the gam 
ing logic, in accordance with the preferred embodiments of 
the present invention; and 
[0083] FIG. 9 is a simpli?ed ?owchart presenting the 
exchange and transfer of lists among players, in accordance 
with the preferred embodiments of the present invention. 
[0084] FIG. 10 is a ?owchart of a prediction game accord 
ing to an exemplary embodiment of the invention, from a 
player’s point of view. 

DETAILED DESCRIPTION OF THE PREFERRED 
EMBODIMENT 

[0085] Referring to FIG. 1 players 14, 16, 18, 20, 22 are the 
participants in the multi-stage future event outcome predic 
tion game during a speci?c game unit. Each player 14, 16, 18, 
20, 22 is provided with a copy of a list of event-related 
questions 12 that is distributed by a game controller 10. In 
accordance with the gaming platform or gaming forum on 
which the game is organiZed, performed, managed and 
played, the game controller 10 could be one or more human 
individuals (game control team) or a set of interrelated com 
puter programs (gaming software) or a set of interconnected 
hardware devices (gaming machine) or any combination 
thereof. The players 14, 16, 18, 20, 22 could become an 
a?iliate game controllers and organiZe a group of potential 
players for the playing a group-speci?c game. The game 
controller 10 enforces the rules of the game, sets up the game 
units 50 of the game, controls the functional components 
needed to run the game, such as lists of future event-related 
questions 12, lists of future event-related answers 24, 26, 28, 
30, 32, game unit summaries 52, and the like. Where setting 
up the game unit 50, the game controller 10 is responsible for 
a) selecting the events 34, 36, 38, 40, 42, 44, 46, 48 to be 
included in a game unit 50, b) synchronizing the period of the 
game unit 50 with the beginning and the tentative maturation 
of the selected events, c) composing the questions related to 
the outcome of the event included in the game unit 50, d) 
generating list of event-related questions 12 associated with 
the actual outcomes of an event, e) enabling the registration of 
players 14, 16, 18, 20, 22 to a speci?c game unit 50, f) 
providing a list of event-related questions 12 for the registered 
players 14, 16, 18, 20, 22, g) keeping copies of the list of 
event-related answers 24, 26, 28, 40, 42, 44, 46, 48 submitted 
by the registered players 14, 16, 18, 20, 22, respectively, h) 
tracking the actual outcome ofthe event 34, 36, 38, 40, 42, 44, 
46, 48, and particularly publishing the outcome of the event or 
introducing the outcome of the event into the game, i) gener 
ating a game unit summary 52 for a game unit 50 in accor 
dance with the rules of the game, with the answers submitted 
by the registered players 14, 16, 18, 20, 22 and with the results 
ofthe actual outcome ofthe events 34, 36, 38, 40, 42, 44, 46, 
48. In addition the game controller 10 is responsible for the 
maintenance of the game-related information, such as histori 
cal data, game unit composition data, list transfer informa 
tion, bonus point information, player suggestions, groups of 
players management, list transfer negotiations, replication of 
game units and the like. Note should be taken that when the 
































