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A system and method for determining the location of a loca-
tion tracking device, employs a satellite based location deter-
mining infrastructure and a wireless data communications
network. A location tracking device which cannot easily
obtain valid ephemeris data from the satellite based location,
determining infrastructure, requests the necessary data froma
data set stored at a tracking device hub via the wireless com-
munications network. The tracking device hub determines
and transmits an estimated position of the location tracking
device to the location tracking device, along with the appro-
priate required valid ephemeris data, to allow the location
tracking device to determine its location. If the location track-
ing device is still unable to make a location determination
from the satellite based location determining infrastructure,
then the estimated location can be provided. The base station
topography is self-determined by a process executing in the
system and can include base stations from different networks.
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SYSTEM AND METHODS FOR PROVIDING
GAMING ACTIVITIES

CROSS-REFERENCE TO RELATED
APPLICATIONS

[0001] This application is a continuation of U.S. patent
application Ser. No. 12/527,341, filed Mar. 16, 2010, now
U.S. Pat. No. 8,065,212, issuing on Nov. 22, 2011; which isa
371 of International Application No. PCT/AU2008/001348,
filed on Sep. 10, 2008, which claims priority to the following
applications: AU2008901580, filed on Apr. 2, 2008;
AU2008100209, filed on Mar. 3, 2008; AU2008100208, filed
on Mar. 3, 2008; AU2008100207, filed on Mar. 3, 2008;
AU2008100206, filed on Mar. 3, 2008; AU2008100204, filed
onMar. 3,2008; and AU2007904938, filed Sep. 10,2007. The
entire contents and disclosures of which are herein incorpo-
rated by reference.

FIELD OF THE INVENTION

[0002] The present invention relates to systems and meth-
ods for providing gaming activities. Some embodiments pro-
vide hardware and software components for the implementa-
tion of such systems and methods. The term “gaming” is
intended to be interpreted in the broadest sense, as encom-
passing the fields of gambling, gaming, wagering, betting,
lotteries and games or competitions of skill and/or knowledge
and/or chance.

BACKGROUND TO THE INVENTION

[0003] The following discussion of the background art is
intended to place the invention in an appropriate context and
to allow the unique characteristics and advantages of it to be
more fully understood. However, any discussion of the back-
ground art throughout the specification should in no way be
considered as an express or implied admission that such back-
ground art is widely known or forms part of common general
knowledge in the field.

[0004] Traditionally, gaming activities have relied upon a
model whereby a player exchanges an entry fee for one or
more entries, and does so on the basis that the entry fee is
placed at risk in the sense that it will be lost should the one or
more entries not be identified as winning entries. This tradi-
tional model is founded on a principle whereby entry fees are
central to the funding of prizes for a gaming activity.

[0005] The present inventor has recognized alternatives to
the traditional model. In particular, as discussed in PCT/
AU2007/000774, it is possible to use notions of “supplemen-
tary contribution” to fund prizes without necessarily making
direct use of entry fee capital. In a general sense, by engaging
in predefined activities, a player is able to assist in the funding
of'a prize pool by way of supplementary contribution without
necessarily placing any funds at risk. So as to provide a
straightforward example, a lottery may be conducted
whereby players submit respective entry fees, and subse-
quently receive full refunds of their entry fees. Notions of
supplementary contribution allow a prize pool for that lottery
to be funded in whole, or in part, by funds derived by the
investment of the players’ entry fees for a predetermined
period of time. In some cases, the prize pool is funded in
whole, or in part, players’ supplementary contributions are
funded by third parties in consideration for a benefit they
receive from the players’ involvement in the lottery—for
example in terms of a marketing benefit.
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[0006] By moving away from the traditional model of gam-
ing, there is scope to apply gaming principles in broader
contexts.

SUMMARY OF THE INVENTION

[0007] It is an object of the present invention to overcome
orameliorate one or more of the disadvantages of the prior art,
or at least to provide a useful alternative.

[0008] Oneembodiment provides a method for providing a
gaming activity, the method including the steps of:

[0009] receiving, subject to an interaction between a con-
sumer and a supplier, data indicative of an account identifier
and associated data indicative of a flexible credit adjustment;
[0010] querying a consumer account database to identify a
consumer account corresponding to the account identifier,
wherein each account includes:

[0011] data indicative of a level of transactable flexible
credit; and
[0012] data indicative of an allocated none or more entries

in a risk free gaming activity;

[0013] updating the level of flexible credit in the identified
consumer account based on the flexible credit adjustment;
[0014] updating the data indicative of the allocated none or
more entries such that the allocation of entries corresponds to
the updated level of flexible credit.

[0015] One embodiment provides a method wherein the
transactable flexible credit includes one or more reward
points in the context of a reward program.

[0016] One embodiment provides a method wherein the
data indicative of a flexible credit adjustment includes data
indicative of a residual transaction amount.

[0017] One embodiment provides a method wherein the
data indicative of flexible credit adjustment includes data
indicative of an increase or decrease in value on a stored value
card.

[0018] One embodiment provides a method wherein the
transactable flexible credit includes gaming value in the con-
text of a gaming value account.

[0019] One embodiment provides a method wherein the
transactable flexible credit includes prepaid credit in the con-
text of a prepaid credit arrangement.

[0020] One embodiment provides a method wherein the
transactable flexible credit includes credit in an account with
a financial institution.

[0021] One embodiment provides a method wherein the
data indicative of a flexible credit adjustment includes data
indicative of one or more characteristics of the interaction
between the consumer and the supplier.

[0022] One embodiment provides a method wherein the
interaction includes a transaction between the consumer and
the supplier, and wherein the data indicative of a flexible
credit adjustment includes data indicative of a purchase
amount for the transaction between the consumer and the
supplier.

[0023] One embodiment provides a method wherein the
interaction includes a transaction between the consumer and
the supplier, and wherein the data indicative of a flexible
credit adjustment includes data indicative of goods and/or
services related to the transaction between the consumer and
the supplier.

[0024] One embodiment provides a method wherein the
data indicative of a flexible credit adjustment includes timing
information for the interaction between the consumer and the
supplier.
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[0025] One embodiment provides a method wherein the
step of updating the data indicative of the allocated none or
more entries is performed retrospectively.

[0026] One embodiment provides a method wherein the
step of updating the data indicative of the allocated none or
more entries includes:

[0027] (i) determining whether the flexible credit adjust-
ment is positive or negative;

[0028] (ii) in the case that the flexible credit adjustment is
positive, increasing the allocation of entries; and

[0029] (iii) in the case that the flexible credit adjustment is
negative, decreasing the allocation of entries.

[0030] One embodiment provides a method wherein
increasing the allocation of entries includes wholly or par-
tially allocating one or more entries to the consumer account.
[0031] One embodiment provides a method wherein
decreasing the allocation of entries includes wholly or par-
tially de-allocating one or more entries from the consumer
account.

[0032] One embodiment provides a method including the
steps of:

[0033] identifying one or more winning entries;

[0034] identifying a prize amount associated with each
winning entry;

[0035] identifying one or more consumer accounts for

which the data indicative of none or more entries is indicative
of one or more of the winning entries;

[0036] distributing prizes associated with the winning
entries between the identified consumer accounts.

[0037] One embodiment provides a method wherein the
data indicative of none or more entries is indicative of a
non-zero allocation proportion for at least one winning entry,
and wherein a portion of a prize amount associated with that
winning entry is distributed to that consumer account based
on the non-zero allocation proportion.

[0038] One embodiment provides a method for providing a
gaming activity, the method including the steps of:

[0039] receiving entry fees from one or more players;
[0040] combining the entry fees to provide an entry fee
pool;

[0041] defining a prize portion of the entry fee pool for

addition to a prize pool;
[0042] deriving gross supplementary income by virtue of
either or both of:

[0043] (a) carriage of the funds defining the entry fee
pool;
[0044] (b) interaction with one or more of the players;
[0045] defining net supplementary income by subtracting

one or more predefined deductions from the gross supple-
mentary income;

[0046] combining the prize portion of the entry fee pool
with the net supplementary income to form the prize pool,
wherein the prize pool has a value greater than the sum of the
entry fees; and

[0047] distributing the prize pool among winning players
based on a distribution protocol.

[0048] In one embodiment the gaming activity is a recur-
ring gaming activity.

[0049] In one embodiment deriving gross supplementary
income by virtue of carriage of the funds defining the entry
fee pool includes subjecting some or all of the entry fee pool
to an investment procedure to derive gross investment
income.
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[0050] In one embodiment deriving gross supplementary
income by virtue of interaction with one or more of the
players includes providing marketing information to one or
more of the players, or personal information from one or more
of'the players, in exchange for gross marketing income from
a third party.

[0051] In one embodiment deriving gross supplementary
income by virtue of interaction with one or more of the
players includes providing personal and/or contact informa-
tion regarding one or more of the players to a third party in
exchange for gross marketing income from that third party.
[0052] One embodiment provides a method for managing
flexible credit, the method including the steps of:

[0053] receiving, subject to an interaction between a con-
sumer and a supplier, data indicative of an account identifier
and associated data indicative of a flexible credit adjustment;
[0054] querying a consumer account database to identify a
consumer account corresponding to the account identifier,
wherein each account includes:

[0055] data indicative of a level of transactable flexible
credit; and
[0056] data indicative of an allocated none or more entries

in a risk free gaming activity;

[0057] updating the level of flexible credit in the identified
consumer account based on the flexible credit adjustment;
[0058] updating the data indicative of the allocated none or
more entries such that the allocation of entries corresponds to
the updated level of flexible credit.

[0059] One embodiment provides a method wherein the
transactable flexible credit includes one or more reward
points in the context of a reward program.

[0060] One embodiment provides a method wherein the
data indicative of a flexible credit adjustment includes data
indicative of a residual transaction amount.

[0061] One embodiment provides a method wherein the
data indicative of a flexible credit adjustment includes data
indicative of an increase or decrease in value on a stored value
card.

[0062] One embodiment provides a method wherein the
transactable flexible credit includes gaming value in the con-
text of a gaming value account.

[0063] One embodiment provides a method wherein the
transactable flexible credit includes prepaid credit in the con-
text of a prepaid credit arrangement.

[0064] One embodiment provides a method wherein the
transactable flexible credit includes credit in an account with
a financial institution.

[0065] One embodiment provides a method wherein the
data indicative of a flexible credit adjustment includes data
indicative of one or more characteristics of the interaction
between the consumer and the supplier.

[0066] One embodiment provides a method wherein the
interaction includes a transaction between the consumer and
the supplier, and wherein the data indicative of a flexible
credit adjustment includes data indicative of a purchase
amount for the transaction between the consumer and the
supplier.

[0067] One embodiment provides a method wherein the
interaction includes a transaction between the consumer and
the supplier, and wherein the data indicative of a flexible
credit adjustment includes data indicative of goods and/or
services related to the transaction between the consumer and
the supplier.
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[0068] One embodiment provides a method wherein the
data indicative of a flexible credit adjustment includes timing
information for the interaction between the consumer and the
supplier.

[0069] One embodiment provides a method wherein the
step of updating the data indicative of the allocated none or
more entries is performed retrospectively.

[0070] One embodiment provides a method wherein the
step of updating the data indicative of the allocated none or
more entries includes:

[0071] (i) determining whether the flexible credit adjust-
ment is positive or negative;

[0072] (ii) in the case that the flexible credit adjustment is
positive, increasing the allocation of entries; and

[0073] (iii) in the case that the flexible credit adjustment is
negative, decreasing the allocation of entries.

[0074] One embodiment provides a method wherein
increasing the allocation of entries includes wholly or par-
tially allocating one or more entries to the consumer account.
[0075] One embodiment provides a method wherein
decreasing the allocation of entries includes wholly or par-
tially de-allocating one or more entries from the consumer
account.

[0076] One embodiment provides a method including the
steps of:

[0077] identifying one or more winning entries;

[0078] identifying a prize amount associated with each
winning entry;

[0079] identifying one or more consumer accounts for

which the data indicative of none or more entries is indicative
of one or more of the winning entries;

[0080] distributing prizes associated with the winning
entries between the identified consumer accounts.

[0081] One embodiment provides a method wherein the
data indicative of none or more entries is indicative of a
non-zero allocation proportion for at least one winning entry,
and wherein a portion of a prize amount associated with that
winning entry is distributed to that consumer account based
on the non-zero allocation proportion.

[0082] One embodiment provides a method for managing
residual transaction amounts for a plurality of consumers, the
method including the steps of:

[0083] receiving data indicative of an account identifier and
a residual transaction amount;

[0084] querying a consumer account database to identify a
consumer account corresponding to the account identifier;
[0085] crediting the identified consumer account by an
amount including at least a portion of the residual transaction
amount;

[0086] receiving data indicative of the outcome of a gaming
activity;
[0087] in response to the outcome of the gaming activity,

querying the consumer account database to identify one or
more winning consumer accounts to which prize amounts are
to be distributed.

[0088] One embodiment provides a method including the
step of being responsive to the residual transaction amount for
associating none or more game entries with the identified
consumer account.

[0089] One embodiment provides a method wherein the
step of associating none or more game entries with the iden-
tified consumer account includes selectively defining at least
aportion of the residual transaction amount as at least part of
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an entry fee, wherein the entry fee is refundable irrespective
of the outcome of the gaming activity.

[0090] One embodiment provides a method including the
step of crediting the identified one or more winning consumer
accounts by respective prize amounts.

[0091] One embodiment provides a method including the
step of being responsive to the residual transaction amount
and one or more account preferences for associating none or
more game entries with the identified consumer account.
[0092] One embodiment provides a method including the
step of being responsive to the residual transaction amount
and a supplementary contribution amount for associating
none or more game entries with the identified consumer
account.

[0093] One embodiment provides a method including the
steps of:

[0094] commencing a gaming period;

[0095] for each consumer account, determining a number

of entries in the gaming activity for association with that
account;

[0096] associating with each account the respective deter-
mined number of entries.

[0097] One embodiment provides a method wherein, for a
given consumer account, the determination of the number of
entries is based on the credit level of account.

[0098] One embodiment provides a method wherein, for a
given consumer account, the determination of the number of
entries is based on the credit level of that account and a
supplementary contribution amount associated with that
account.

[0099] One embodiment provides a method wherein, in the
case that a consumer account corresponding to the account
identifier is not identifiable, the method includes the step of
defining in the database a new consumer account that is
identifiable on the basis of the account identifier, and identi-
fying that new account for the purpose of the subsequent step
of crediting.

[0100] One embodiment provides a method including the
steps of:
[0101] receiving, for a given consumer, a withdrawal

request indicative of an account identifier;

[0102] querying the consumer account database to identify
a consumer account corresponding to the account identifier;
[0103] debiting the identified consumer account by an
amount corresponding to the withdrawal request;

[0104] providing a signal indicative of an instruction to
provide to the consumer the amount corresponding to the
withdrawal request.

[0105] One embodiment provides a method wherein the
amount corresponding to the withdrawal request is equal to
the credit level of the identified account at the time the with-
drawal request is received.

[0106] One embodiment provides a method wherein the
amount corresponding to the withdrawal request is less than
the credit level of the identified account at the time the with-
drawal request is received.

[0107] One embodiment provides a method wherein the
amount corresponding to the withdrawal request is defined by
or on behalf of the consumer.

[0108] One embodiment provides a method for managing
residual transaction amounts for a plurality of consumers, the
method including the steps of:

[0109] receiving data indicative of an account identifier and
a residual transaction amount;
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[0110] querying a consumer account database to identify a
consumer account corresponding to the account identifier;
[0111] crediting the identified consumer account by an
amount including at least a portion of the residual transaction
amount;

[0112] querying the consumer account database to deter-
mine whether or not to exchange a portion of credit in the
identified consumer account for gaming value;

[0113] in the case that the portion of credit is to be
exchanged for gaming value, exchanging the credit for the
gaming value.

[0114] One embodiment provides a method wherein the
gaming value includes one or more entries in one or more
gaming activities.

[0115] One embodiment provides a method wherein the
gaming value includes a partial ownership of one or more
entries in one or more gaming activities.

[0116] One embodiment provides a method wherein the
step of querying the consumer account database to determine
whether or not to exchange a portion of credit in the identified
consumer account for gaming value is performed responsive
to the step of crediting the identified consumer account by an
amount including at least a portion of the residual transaction
amount.

[0117] One embodiment provides a method wherein the
step of querying the consumer account database to determine
whether or not to exchange a portion of credit in the identified
consumer account for gaming value is performed on a peri-
odic basis.

[0118] One embodiment provides a method including the
step of being responsive to one or more account preferences
for determining whether or not to exchange a portion of credit
in the identified consumer account for gaming value.

[0119] One embodiment provides a method wherein, in the
case that a consumer account corresponding to the account
identifier is not identifiable, the method includes the step of
defining in the database a new consumer account that is
identifiable on the basis of the account identifier, and identi-
fying that new account for the purpose of the subsequent step
of crediting.

[0120] One embodiment provides a method including the
steps of:
[0121] receiving, for a given consumer, a withdrawal

request indicative of an account identifier;

[0122] querying the consumer account database to identify
a consumer account corresponding to the account identifier;
[0123] debiting the identified consumer account by an
amount corresponding to the withdrawal request;

[0124] providing a signal indicative of an instruction to
provide to the consumer the amount corresponding to the
withdrawal request.

[0125] One embodiment provides a method wherein the
amount corresponding to the withdrawal request is equal to
the credit level of the identified account at the time the with-
drawal request is received.

[0126] One embodiment provides a method wherein the
amount corresponding to the withdrawal request is less than
the credit level of the identified account at the time the with-
drawal request is received.

[0127] One embodiment provides a method wherein the
amount corresponding to the withdrawal request is defined by
or on behalf of the consumer.
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[0128] One embodiment provides a method wherein
exchanging the credit for the gaming value includes provid-
ing instructions to a gaming service provider.

[0129] One embodiment provides a system for managing
residual transaction amounts for a plurality of consumers, the
system including:

[0130] an interface for receiving data indicative of an
account identifier and a residual transaction amount;

[0131] a processor for querying a consumer account data-
base to identify a consumer account corresponding to the
account identifier;

[0132] a processor for crediting the identified consumer
account by an amount including at least a portion of the
residual transaction amount;

[0133] aninterface receiving data indicative ofthe outcome
of'a gaming activity;

[0134] a processor for, in response to the outcome of the
gaming activity, querying the consumer account database to
identify one or more winning consumer accounts to which
prize amounts are to be distributed.

[0135] One embodiment provides a method for managing
residual transaction amounts for a plurality of consumers, the
method including the steps of:

[0136] receiving data indicative of an account identifier and
a residual transaction amount;

[0137] querying a consumer account database to identify a
consumer account corresponding to the account identifier;
[0138] crediting the identified consumer account by an
amount including at least a portion of the residual transaction
amount;

[0139] receiving data indicative of the outcome ofa gaming
activity;
[0140] in response to the outcome of the gaming activity,

querying the consumer account database to identify one or
more winning consumer accounts to which prize amounts are
to be distributed.

[0141] One embodiment provides a method including the
step of crediting the identified one or more winning consumer
accounts by respective prize amounts.

[0142] One embodiment provides a method including the
steps of:
[0143] receiving, for a given consumer, a withdrawal

request indicative of an account identifier;

[0144] querying the consumer account database to identify
a consumer account corresponding to the account identifier;
[0145] debiting the identified consumer account by an
amount corresponding to the withdrawal request; and
[0146] providing a signal indicative of an instruction to
provide to the consumer the amount corresponding to the
withdrawal request.

[0147] Oneembodiment provides a computer implemented
method for managing residual transaction amounts for a plu-
rality of consumers, the method including the steps of:

[0148] identifying aresidual transaction amount for a given
consumer; and
[0149] applying a predetermined proportion of the residual

transaction amount as an entry fee in a gaming activity such
that the consumer is allocated one or more entries in the
gaming activity, wherein:

[0150] (i) for each entry that is identified as a winning
entry, the consumer is allocated a total return amount
having a value greater than the value of the entry fee
exchanged for that entry; and
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[0151] (ii) for each entry that is not identified as a win-
ning entry, the consumer is refunded a value correspond-
ing to the entry fee exchanged for that entry.

[0152] One embodiment provides a method for managing
residual transaction amounts for a plurality of consumers, the
method including the steps of:

[0153] receiving data indicative of an account identifier and
a residual transaction amount;

[0154] querying a consumer account database to identify a
consumer account corresponding to the account identifier;
[0155] crediting the identified consumer account by an
amount including at least a portion of the residual transaction
amount;

[0156] querying the consumer account database to deter-
mine whether or not to exchange a portion of credit in the
identified consumer account for gaming value; and

[0157] in the case that the portion of credit is to be
exchanged for gaming value, defining that portion as at least
part of an entry fee in a gaming activity, wherein the entry fee
is at least partially refundable irrespective of the outcome of
the gaming activity.

[0158] One embodiment provides a method for managing
residual transaction amounts for a plurality of consumers, the
method including the steps of:

[0159] receiving data indicative of an entry fee, the entry
fee being defined by at least a portion of a residual transaction
amount for a consumer; and

[0160] exchanging the entry fee for one or more entries in a
gaming activity, wherein the entry fee is at least partially
refundable irrespective of the outcome of the gaming activity.
[0161] One embodiment provides a method for managing
residual transaction amounts for a plurality of consumers, the
method including the steps of:

[0162] receiving data indicative of an account identifier and
a residual transaction amount;

[0163] querying a consumer account database to identify a
consumer account corresponding to the account identifier;
[0164] crediting the identified consumer account by an
amount including at least a portion of the residual transaction
amount;

[0165] querying the consumer account database to deter-
mine whether or not to exchange a portion of credit in the
identified consumer account for gaming value; and

[0166] in the case that the portion of credit is to be
exchanged for gaming value, exchanging the credit for the
gaming value.

[0167] One embodiment provides a method wherein the
step of querying the consumer account database to determine
whether or not to exchange a portion of credit in the identified
consumer account for gaming value is performed responsive
to the step of crediting the identified consumer account by an
amount including at least a portion of the residual transaction
amount.

[0168] One embodiment provides a method wherein the
step of querying the consumer account database to determine
whether or not to exchange a portion of credit in the identified
consumer account for gaming value is performed on a peri-
odic basis.

[0169] One embodiment provides a method for managing
residual transaction including the steps of:

[0170] maintaining a consumer account database including
aplurality of records, each record including data indicative of
an account identifier for identifying a consumer and a credit
amount;
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[0171] receiving from a first retailer terminal a first signal
indicative of a first account identifier and a residual transac-
tion amount for a first consumer;

[0172] being responsive to the first signal for identifying a
first record in the consumer account database including data
indicative of the first account identifier; and

[0173] increasing the credit amount of the first record by
the residual transaction amount.

[0174] One embodiment provides a method wherein, in the
case that a first record in the consumer account database
including data indicative of the first account identifier is not
identifiable, the method includes the step of automatically
defining in the database a new record that is identifiable on the
basis of the first account identifier, and identifying that new
account for the purpose of the subsequent step of crediting.

[0175] One embodiment provides a method including the
steps of:
[0176] receiving from a second retailer terminal, on behalf

of'a second consumer, a second signal indicative of a second
account identifier and a withdrawal request having a with-
drawal amount;

[0177] beingresponsive to the second signal for identifying
a second record in the consumer account database including
data indicative of the second account identifier;

[0178] decreasing the credit amount of the second record
by the withdrawal amount;

[0179] providing to the second retailer terminal a third sig-
nal indicative of an instruction to provide to the second con-
sumer funds corresponding to the withdrawal amount; and
[0180] providing a fourth signal for transferring funds cor-
responding to the withdrawal amount to a location associated
with the second retailer terminal.

[0181] Oneembodiment provides acomputer implemented
method for managing residual transaction amounts for a plu-
rality of consumers, the method including the steps of:
[0182] receiving, for a group of consumers C, . .. C,,
respective data indicative of respective residual transaction
amounts A, ... A, wherein n=2;

[0183] for each residual transaction amount A, . . . A,
defining a respective proportion as a syndication amount S, .
..S,,,and

[0184] combining the syndication amounts S, . . . S, to
define an entry fee E, wherein E=2(S, .. . S,)), and wherein the
E is to be exchanged for one or more entries in a gaming
activity on behalf of a syndicate defined by the group of
consumers C, ...C
[0185]
steps of:
[0186] receiving data indicative of an outcome of the gam-
ing activity;

[0187] processing the data indicative of the outcome of the
gaming activity to identify whether one or more prizes are to
be awarded in relation to the one or more entries; and
[0188] in the event that one or more prizes are to be
awarded, distributing the prize among consumers C, ... C
based on the following formula:

e

One embodiment provides a method including the

i73)

i)

[0189] wherein P, is the total prize for distribution and P, is
share of P, distributed to C,.
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[0190] One embodiment provides a method wherein, for
one or more of the residual transaction amounts, A,=S,.
[0191] One embodiment provides a computer program
product configured to perform a method as described herein.
[0192] One embodiment provides a computer system
including a processor configured to perform method as
described herein.

[0193] One embodiment provides a computer computer-
readable carrier medium carrying a set of instructions that
when executed by one or more processors cause the one or
more processors to carry out a method as described herein.
[0194] Reference throughout this specification to “one
embodiment”, “some embodiments” or “an embodiment”
means that a particular feature, structure or characteristic
described in connection with the embodiment is included in at
least one embodiment of the present invention. Thus, appear-
ances of the phrases “in one embodiment”, some embodi-
ments” or “in an embodiment” in various places throughout
this specification are not necessarily all referring to the same
embodiment, but may. Furthermore, the particular features,
structures or characteristics may be combined in any suitable
manner, as would be apparent to one of ordinary skill in the art
from this disclosure, in one or more embodiments.

[0195] Similarly it should be appreciated that in the present
description of exemplary embodiments of the invention, vari-
ous features of the invention are sometimes grouped together
in a single embodiment, figure, or description thereof for the
purpose of streamlining the disclosure and aiding in the
understanding of one or more of the various inventive aspects.
This method of disclosure, however, is not to be interpreted as
reflecting an intention that the claimed invention requires
more features than are expressly recited in each claim. Rather,
as the following claims reflect, inventive aspects lie in less
than all features of a single foregoing disclosed embodiment.
Thus, the claims following the Detailed Description are
hereby expressly incorporated into this Detailed Description,
with each claim standing on its own as a separate embodiment
of this invention.

[0196] Furthermore, while some embodiments described
herein include some but not other features included in other
embodiments, combinations of features of different embodi-
ments are meant to be within the scope of the invention, and
form different embodiments, as would be understood by
those in the art. For example, in the following claims, any of
the claimed embodiments can be used in any combination.
[0197] Furthermore, some of the embodiments are
described herein as a method or combination of elements of a
method that can be implemented by a processor of a computer
system or by other means of carrying out the function. Thus,
a processor with the necessary instructions for carrying out
such a method or element of a method forms a means for
carrying out the method or element of a method. Furthermore,
an element described herein of an apparatus embodiment is
an example of a means for carrying out the function per-
formed by the element for the purpose of carrying out the
invention.

[0198] In the description provided herein, numerous spe-
cific details are set forth. However, it is understood that
embodiments of the invention may be practiced without these
specific details. In other instances, well-known methods,
structures and techniques have not been shown in detail in
order not to obscure an understanding of this description.
[0199] Asusedherein, unless otherwise specified the use of
the ordinal adjectives “first”, “second”, “third”, etc., to
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describe a common object, merely indicate that different
instances of like objects are being referred to, and are not
intended to imply that the objects so described must be in a
given sequence, either temporally, spatially, in ranking, or in
any other manner.

[0200] Inthe claims below and the description herein, any-
one of the terms “comprising”, “comprised of”, or “which
comprises” is an open term that means including at least the
elements/features that follow, but not excluding others. Thus,
the term “comprising”, when used in the claims, should not be
interpreted as being limitative to the means or elements or
steps listed thereafter. For example, the scope of the expres-
sion a device comprising A and B should not be limited to
devices consisting only of elements A and B. Anyone of the
terms “including”, “which includes” or “that includes™ as
used herein is also an open term that also means including at
least the elements/features that follow the term, but not
excluding others. Thus, “including” is synonymous with and
means the same as “comprising”.

[0201] Similarly, the term “coupled”, when used herein,
should not be interpreted as being limitative to direct connec-
tions only. The terms “coupled” and “connected,” along with
their derivatives, may be used. The scope of the expression a
“device A coupled to a device B” should not be limited to
devices or systems wherein an output of device A is directly
connected to an input of device B. It means that there exists a
path between an output of A and an input of B which may be
a path including other devices or means. “Coupled” may
mean that two or more elements are either in direct physical or
electrical contact, or that two or more elements are not in
direct contact with each other but yet still co-operate or inter-
act with each other.

[0202] Inthe context of the present disclosure, it is assumed
that a gaming activity is an activity where multiple players
provide respective entry fees. In exchange for the entry fees,
the players are respectively allocated one or more entries. The
term “player” as used herein refers to a provider of an entry
fee. The term should be construed broadly to include both
human players, non-human players, constructs or syndicates
defined by a group of two or more human and/or non-human
players (such as a collaboration between human players), and
other legal entities (such as corporations or trusts). In some
cases, the player is identified in a computing system by a
unique identifier, which might include a purpose-defined
identifier, identifier based on personal information, email
address, cellular telephone number, or the like.

[0203] In the context of the present disclosure, there is
discussion of players being “allocated” entries and disclosure
of players being “provided” entries. The terms “allocated”
and “provided” are regarded as synonymous in this regard.
Furthermore, neither of these terms should imply a require-
ment that a player actually physically receives any entries
(although, equally, they may do so), only that the entries are
notionally allocated to that player.

[0204] Although players are considered to provide respec-
tive entry fees, it will be appreciated that in some instances a
single player provides multiple entry fees on multiple occa-
sions.

[0205] Inthe present context, the term “entry fee” describes
a sum of consideration that constitutes a wholly or partially
refundable payment. No specific implications or connota-
tions should be drawn from the use of the word “fee”, which
is descriptive only. In some embodiments the entry fee is
provided in whole or in part as monetary currency. In other
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embodiments the entry fee is notionally derived—such as
where a consumer purchases predefined goods and/or ser-
vices unrelated to an entry, and an entry fee is notionally
determined as a function of the purchase value, or where the
player participates in marketing activities (by viewing adver-
tisements or responding to a survey, for instance), and an
entry fee is notionally defined on the basis of a benefit the
gaming operator or a third party receives by virtue of the
player’s participation in those marketing activities. That is, by
purchasing a certain product, a consumer is deemed to have
provided an entry fee, and is correspondingly allocated one or
more entries. In the presently considered embodiments, the
entry feeis wholly provided for the purpose of participationin
a gaming activity.

[0206] Insomeembodiments, the “entry fee” defines only a
portion of the sum of consideration provided by a player in
exchange for one or more entries. For example, in some
embodiments a player provides an entry amount, including an
entry fee and an additional component, this additional com-
ponent being, in some cases, attributable to an operator ser-
vice charge. In some embodiments, although an entry fee is
fully refundable, it is only the entry fee component of an entry
amount that is fully refundable, with the additional compo-
nent being non-refundable. It should also be appreciated that
the “entry fee” need not be monetary in nature at all, but could
constitute any tradable commodity having a real, virtual,
deemed or perceived value.

[0207] References to “refunds”, “refundable” entry fees,
and the like should be understood, unless the context dictates
otherwise, to encompass full and partial refunds, as well as
gross and net refunds. In some instances, for example, a
nominal refund may be subject to taxes, duties, levies or other
charges, such that the net refund actually received by a player
is less than the nominal or gross refund, irrespective of
whether that refund is notionally full or partial. Such varia-
tions should not be considered to depart from the substance or
scope of the present invention.

[0208] As used herein, the terms “gaming” and “gaming
activity” should be construed broadly so as to encompass any
form of gambling, gaming, or wagering, including but not
limited to:

[0209] Lotteries and lottery type games. In the context of
the Australian market, particular examples include
“Lotto”, “Oz Lotto”, “Powerball”, “Art Union Lotter-
ies”, and the like. In the context of the US market,
particular examples include “Hot Lotto”, “Mega Mil-
lions”, “Powerball”, “Paycheck”, and ““Tri-State”.

[0210] Traditional draw lotteries, instant lotteries and
“scratch” lotteries.

[0211] Raffles, or other games where a player is provided
with one or more unique tickets carrying respective
ticket identifiers, and one or more winners are identified
based on the selection of one or more winning ticket
identifiers.

[0212] “Keno”, “Bingo” and “Housie”, “Tombola” and
“Chinese Raffle” style games where players seek to rec-
oncile their own numbers with numbers drawn from an
independent objective source.

[0213] Sports betting activities and football pools,
whether pari-mutuel or “fixed-odds” based.

[0214] Events-based betting activities involving such
outcomes as political contests, Royal or noteworthy
births, weather outcomes and natural phenomena.
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[0215] ‘Totalisators.

[0216] Sweepstakes for any events such as horse, dog or
any other form of racing, sporting contests, political
contests and the like.

[0217] PC-based and other electronic gaming contests,
including online chance-based, skill-based or combina-
tion chance/skill-based gaming contests. These include
online video games, where outcomes are in part depen-
dant on a player’s skill, and in some cases in part depen-
dent on random factors including chance.

[0218] Other games or contests of skill and/or knowl-
edge and/or chance.

[0219] Chance-based games played on poker and other
electronic gaming machines.

[0220] Any games of skill and/or chance involving one
or more unknown outcomes, whether pari-mutuel or
“fixed-odds” based.

[0221] It will be appreciated that, in all of these examples,
multiple players provide respective entry fees and, in
exchange for the entry fees, the players are respectively pro-
vided with one or more entries.

[0222] The term “pari-mutuel” refers generally to a gaming
arrangement whereby prizes are funded in whole or in part by
entry fees. This term is intended to be synonymous with
“paramutual”, “para-mutual”, “parimutuel”, “mutual bet-
ting” and other variants.

[0223] A “method for providing a gaming activity”
includes substantially any method by which a gaming activity
is provided. This includes, but is not limited to, methods
performable by administrators of gaming activities, methods
performable by vendors of entries in gaming activities, meth-
ods performable by players, computer implemented methods
performable in relation to the administration of gaming
activities and/or sale of entries in such gaming activities, and
so on. Likewise, a “system for providing a gaming activity”
includes substantially any hardware component or group of
hardware components associated with the performance of a
method for providing a gaming activity. For example, such
systems include information systems maintained or imple-
mented by or on behalf of administrators of gaming activities,
vendors of entries in gaming activities, or the players them-
selves.

[0224] As used herein, the term “gaming operator”
describes a party or group of parties responsible for the car-
riage and administration of a gaming activity. That is, a gam-
ing operator is responsible for tasks including, but not limited
to defining entry parameters and other predefined terms and
conditions for the gaming activity, offering for sale entries in
exchange for entry fees, receiving entry fees from players,
allocating entries to players in exchange for those entry fees,
identifying one or more winning entries, and arranging for the
distribution of prizes among the players. In practice, these
tasks are often performed by a number of parties. For
example, a first category of party (such as vendors or agents)
may be responsible for offering for sale entries in exchange
for entry fees and receiving entry fees from players, whilst a
second party may be responsible for identifying one or more
winning entries. However, this is ignored for the present
purposes, and the term “gaming operator” should be read
sufficiently broadly so as to cover whatever group of related
and/or unrelated parties are responsible for the carriage and
administration of a particular gaming activity.

[0225] Thus, in some cases, a gaming activity may be pro-
vided by a plurality of parties, which might or might not be
related or affiliated. Additionally, in some cases, a gaming
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activity may include a plurality of sub-activities, such as
individual lotteries, that might in themselves be provided by
differing parties. However, it should be appreciated that a
plurality of such sub-activities, regardless of the nature of the
relationship between providing parties, should be considered
as a single gaming activity in the context of the present
disclosure. In some cases, a plurality of sub-activities may be
conducted by differing parties in different locations and/or
with differing branding. However some or all of the entry fees
from these sub-activities might be notionally or physically
combined into a common pool, for example to facilitate
investment, risk management or infrastructure sharing activi-
ties. In such cases, the sub-activities should certainly be col-
lectively regarded as a single gaming activity in the context of
the present disclosure.

[0226] Insome cases a first gaming activity is provided by
a first party, and this first gaming activity leveraged by a
second party to provide a second gaming activity. For
example, various embodiments discussed herein include an
arrangement whereby a flexible credit service provider is
responsible for providing a gaming activity, and to do so
leverages an existing gaming activity that is provided by a
gaming service provider, or via a scheme such as a Bonus
Bonds or Prize Bonds scheme. In such circumstances, it is
generally considered that both parties provide gaming activi-
ties.

[0227] Theterm “complementary” is primarily used herein
with reference to relative percentages of two mutually exclu-
sive components or proportions, primarily the proportion of
an entry fee that is placed at risk, and the “complementary”
proportion that is refundable (or vice versa). In this context, if
a given proportion is X %, then the complementary propor-
tion would be 100%-X %. It should also be noted that as used
herein, unless the context clearly dictates otherwise, any ref-
erence to “a proportion” is intended to encompass the situa-
tions where that proportion is 0% or 100%, as well as any
intermediate percentage.

BRIEF DESCRIPTION OF THE DRAWINGS

[0228] Preferred embodiments of the invention will now be
described, by way of example only, with reference to the
accompanying drawings in which:

[0229] FIG. 1 illustrates an arrangement for providing a
gaming activity in the context of a flexible credit arrangement
according to one embodiment.

[0230] FIG. 2 illustrates a method according to one
embodiment.

[0231] FIG. 3 illustrates a method according to one
embodiment.

[0232] FIG. 4 illustrates an arrangement for providing a
gaming activity in the context of a flexible credit arrangement
according to one embodiment.

[0233] FIG. 5 illustrates a method according to one
embodiment.
[0234] FIG. 6 illustrates an arrangement for providing a

gaming activity in the context of a reward program arrange-
ment according to one embodiment.

[0235] FIG. 7 illustrates an arrangement for providing a
gaming activity in the context of a reward program arrange-
ment according to one embodiment.

[0236] FIG. 8 illustrates a method according to one
embodiment.

[0237] FIG. 9 illustrates a method according to one
embodiment.
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[0238] FIG. 10 illustrates an arrangement for providing a
gaming activity in the context of a financial institution
according to one embodiment.

[0239] FIG. 11 illustrates an arrangement for providing a
gaming activity in the context of a residual transaction man-
agement system according to one embodiment.

[0240] FIG. 12 illustrates a residual transaction manage-
ment system according to one embodiment.

[0241] FIG. 13A illustrates a method according to one
embodiment.

[0242] FIG. 13B illustrates a method according to one
embodiment.

[0243] FIG. 13C illustrates a method according to one
embodiment.

[0244] FIG. 14A illustrates a method according to one
embodiment.

[0245] FIG. 14B illustrates a method according to one
embodiment.

[0246] FIG. 15A illustrates a method according to one
embodiment.

[0247] FIG. 15B illustrates a method according to one
embodiment.

[0248] FIG. 16A illustrates an arrangement for the deriva-
tion of supplementary income by way of an investment pro-
cedure according to one embodiment.

[0249] FIG. 16B illustrates an arrangement for the deriva-
tion of supplementary income by way of an investment pro-
cedure according to one embodiment.

[0250] FIG. 17A illustrates an exemplary hardware
arrangement according to one embodiment.

[0251] FIG. 17B illustrates an exemplary hardware
arrangement according to one embodiment.

[0252] FIG. 17C illustrates an exemplary hardware
arrangement according to one embodiment.

[0253] FIG. 18A illustrates an exemplary hardware
arrangement according to one embodiment.

[0254] FIG. 18B illustrates an exemplary hardware
arrangement according to one embodiment.

DETAILED DESCRIPTION

[0255] Described herein are various systems and methods
for providing gaming activities, these particularly relating to
gaming activities implemented in conjunction with a flexible
credit arrangement. In overview, a consumer is allocated one
or more entries in a gaming activity based on a level of
transactable flexible credit held by that consumer. For
example, the allocation of entries is increased or decreased
subject to a corresponding increase or decrease in trans-
actable flexible credit held by the consumer. In some embodi-
ments, one or more prizes for the gaming activity are funded
in whole, or in part, by way of supplementary contributions
realized on the basis of consumers’ participation in a flexible
credit infrastructure.

[0256] The terms “flexible credit” and “transactable flex-
ible credit” are used interchangeably herein. That is, although
in some instances the term “transactable” is omitted, it is to be
assumed that the flexible credit in question is transactable
nevertheless. Further elaboration in relation to the meaning of
these terms is provided further below.

[0257] Various embodiments described herein leverage
notions of “risk free” gaming or “reduced-risk” gaming,
whereby a player’s entry fee is wholly or partially refundable
irrespective of the outcome of a gaming activity. However, the
present invention is by no means limited as such. That is,



US 2012/0058817 Al

some embodiments are implemented in conjunction with tra-
ditional “at-risk” gaming activities. Additional discussion of
“risk free gaming”, “reduced-risk” gaming, and “at-risk”
gaming is provided further below.

[0258] Overview of Flexible Credit

[0259] Broadly speaking, the term “flexible credit” is used
to describe a form of credit that is received subject to an
interaction between a supplier and a consumer (such as a form
of transaction, retail or otherwise), and maintained for use in
subsequent transactions. In many cases, the flexible credit
exists in conjunction with a reservoir of interest bearing funds
that are directly or indirectly transactable by consumers to
whom the funds are attributable. The funds are “interest bear-
ing” inthe sense that an investment return can be derived. This
investment return is not necessarily attributable to the owner
of the funds (i.e., the consumer/account holder). Rather, the
investment return is, at least in the first instance, controlled by
the party responsible for holding the funds (i.e., the adminis-
trator of a flexible credit arrangement, which in some cases is
the supplier or an affiliate of the supplier).

[0260] The terms “supplier” and “consumer” should be
afforded broad interpretations. A supplier is any party that
provides goods and or services to another. Likewise, a con-
sumer is any party that receives goods and or services from
another party.

[0261] Specific examples of flexible credit include (but are
not limited to):

[0262] Reward points in the context of'a reward program.
In broad terms, such reward programs allow consumers
to accrue “reward points” and redeem those for a benefit.
Some embodiments described herein afford to consum-
ers the opportunity to win a prize based on the quantum
of reward points they have respectively accrued, without
affecting the ability to later redeem those points for a
benefit. For example, in some embodiments a monetary
value corresponding to the quantum of reward points is
used to fund one or more entries in a gaming activity,
whereby the entries are allocated on the basis of a no-risk
profile. In this manner, the entry fees are fully refund-
able.

[0263] Residual transaction amounts, in the context of a
residual transaction amount management system. In
overview, a transaction between a consumer and a sup-
plier results in a residual transaction amount (such as
“loose change” for a purchase transaction). This residual
transaction amount is maintained by a service provider
as flexible credit for use by the consumer in subsequent
transactions.

[0264] Stored value, in the context of a stored value card
arrangement. In such arrangements, a consumer pur-
chases flexible credit from a supplier, and this is stored
on a smartcard or the like. The consumer is therefore
able to partake in cashless transactions with other col-
laborating suppliers. Flexible credit of this sort is widely
used in the context of public transportation systems.

[0265] Gaming value, in the context of a gaming value
account. These are, in some cases, analogous to a stored
value card issued by a gaming service provider. The
gaming service provider holds funds on behalf of a con-
sumer, and the consumer is able to access those funds by
way of a loyalty card or the like.

[0266] Prepaid credit, in the context of a prepaid credit
arrangement. In such arrangements, a consumer
exchanges a set amount of funds for a particular con-
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sumable service in advance, and consumes these funds
over time as the service is used. A common example is
prepaid cellular telephone credit.

[0267] Standard transactable credit, such as funds in a
conventional bank account (such as an at-call cash
account) held by the consumer with a financial institu-
tion. In some such embodiments the at-call account
receives a lower-than-usual level of interest (or no inter-
est at all). It will be appreciated from the discussion
herein that additional interest derived by the financial
institution can be used, in whole or in part, to finance risk
free gaming activities (again, in whole or in part). For
example, in some cases a portion of the investment
return is used to fund entries in a risk free gaming activ-
ity.

[0268] In each of these situations, a flexible credit service
provider holds funds on behalf of a plurality of consumers
(either directly or notionally), funds being required to cover
the cost of benefits purchased by those consumers using flex-
ible credit. The funds increase over time as additional flexible
creditis awarded, and decrease as flexible credit is consumed.
In some embodiments of the present invention, at least a
portion of these funds are used to provide the consumers with
access to a risk free gaming activity.

[0269] In some embodiments the funds are used to obtain
“no-risk recurring entries” in a suitable gaming activity (such
as a no-risk lottery or other risk free gaming activity provided
in accordance with principles set out in PCT/AU2007/
000774) such that those entries are able to be allocated to
consumers. Further discussion of “no-risk recurring entries”
and “risk free gaming activities” (also referred to as “no-risk
gaming activities™) is provided further below. The allocation
of entries between consumers is not necessarily one-to-one;
in some embodiments a single entry is proportionally allo-
cated between a plurality of consumers, who likewise propor-
tionally share any resulting prize. For example, this may
occur by way of a syndication mechanism.

[0270] In some embodiments the funds are used to obtain
bonds or the like in a scheme such as NZ Bonus Bonds or Irish
Prize Bonds, and these “Bonus Bonds” allocated to consum-
ers. For the present purposes, such schemes are regarded as
“risk free gaming activities”, although they by some interpre-
tations “investment activities” rather than “gaming activi-
ties”. For the purposes of the present specification, it is the
element of chance in allocation of rewards that categorizes
such an investment scheme as a gaming activity. Again, allo-
cation is not necessarily one-to-one; in some embodiments a
single entry might be proportionally allocated between a plu-
rality of consumers, who would likewise proportionally share
any resulting prize. In fact, in this case the consumers partici-
pate in a gaming activity that is in effect provided by the
existence of such bonds, although the consumer themselves
do not engage in ownership of Bonus Bonds (and therefore
need not be concerned with matters of investment). Rather,
the service provider holds the bonds, maintains a record of the
allocation of these among the consumers, and distributes any
prizes accordingly.

[0271] It will be appreciated that further embodiments
implement alternate approaches for providing entries in a
pre-existing risk free gaming activity.

[0272] System Level Overview

[0273] FIG. 1 illustrates an exemplary flexible credit
arrangement according to one embodiment. In this example,
the arrangement is driven, at least in part, by transactions
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between consumers, such as consumer 101, and suppliers,
such as supplier 102. In the illustrated example, this is a
retail-style transaction for goods and/or services. However, in
other instances there may be an alternate form of interaction
between the consumer and another party.

[0274] Data103 is indicative of a transaction between con-
sumer 101 and supplier 102. This data is provided to a flexible
credit administration system 104. The nature of data 103
varies between embodiments. However, at a general level, it is
indicative of the consumer (for example by way of a con-
sumer reward account identifier or by way of a unique trans-
action identifier which identifies the consumer by virtue of
the transaction) and indicative of one or more characteristics
of the transaction (such as the total transaction value). This
data is processed at a central server 105 to determine a level
(e.g., quantum/value) of flexible credit that should be allo-
cated to the consumer. This level of flexible credit is allocated
to the consumer in a consumer account database 106.

[0275] In some embodiments, consumers are individually
identifiable in the consumer account database based on
respective consumer identifiers. However, in other embodi-
ments, a consumer is identifiable based on a consumer iden-
tifier that does not directly identify a particular consumer. For
example, a consumer identifier may be derived from an
anonymously purchased stored value card or the like. In such
cases, a consumer is identifiable based on carriage of the
stored value card, rather than a personalizing characteristic
(such as a personalized loyalty card, credit card, personal
account login information, or the like).

[0276] The flexible credit administration system 104 inter-
acts with a gaming administration system 108. This gaming
system provides an arrangement whereby an entry fee is able
to be exchanged for one or more entries in a gaming activity.
[0277] Inoverview, system 104 obtains entries in a gaming
activity from system 108 for allocation to consumers, such as
consumer 101. In some embodiments, entries are “allocated”
to consumers in the sense that database 106 is updated to
associate a given consumer identifier with one or more entry
identifiers for entries that have been allocated (in whole or in
part) to the consumer.

[0278] System 104 provides to system 108 data 107 indica-
tive of entry fees and entry purchase instructions. Data 107 is,
in some cases, provided in respect of each appropriate item of
data 103. For example, each item of data 103 is processed to
determine an entry fee amount, and this entry fee amount is
applied as an entry fee in the context of system 108. In other
cases data 107 is provided periodically. For example, system
104 maintains a pool of entries for allocation to consumer
accounts, and periodically increases the size of that pool to
ensure that sufficient entries are available for allocation to
consumers over time.

[0279] System 108 includes a gaming server 109, which is
responsible for the allocation of entries, identification of win-
ning entries, and distribution of prizes. This server operates in
conjunction with a gaming database 110.

[0280] System 108 provides to system 107 data 112 indica-
tive of entry outcome information, refunds, and prizes. In the
case that an entry allocated to a given consumer is a winning
entry, the resulting prize is marked for distribution to that
consumer. In some cases less than 100% of the prize is dis-
tributed to the consumer.

[0281] Discussion in relation to the present embodiments
centres on the use of “no-risk recurring entries”. These are, in
essence, entries that have a periodic opportunity to win a
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prize, but are fully refundable at substantially any time. Addi-
tional discussion of the concepts underlying no-risk recurring
entries is provided in PCT patent application PCT/AU2007/
000774, and some general guidance provided in the following
section.

[0282] Risk free Gaming Activities and No-Risk Recurring
Entries
[0283] Insome embodiments, entries are allocated by sys-

tem 108 on the basis of a risk profile. Detailed discussion of
risk profiles is provided in PCT/2007/000774, and some gen-
eral context provided below.

[0284] In a gaming activity, wherein a plurality of players
provide respective entry fees, one or more risk profiles are
able to be defined. Each risk profile defines a proportion of an
entry fee that is refundable on the basis of predetermined
refund criteria and a complementary proportion of the entry
fee that is placed at risk. For each player, entry data is indica-
tive of the entry fee provided by that player and a risk profile
selected by that player. Each player is allocated, on the basis
of the entry fee provided by that player and the risk profile
selected by that player, one or more entries in relation to the
gaming activity.

[0285] Theterm “complementary” is primarily used herein
with reference to relative percentages of two mutually exclu-
sive components or proportions, primarily the proportion of
an entry fee that is placed at risk, and the “complementary”
proportion that is refundable (or vice versa). In this context, if
a given proportion is X %, then the complementary propor-
tion would be 100%-X %. It should also be noted that as used
herein, unless the context clearly dictates otherwise, any ref-
erence to “a proportion” is intended to encompass the situa-
tions where that proportion is 0% or 100%, as well as any
intermediate percentage.

[0286] The nature and number of risk profiles defined var-
ies between embodiments. There are three main categories of
risk profile:

[0287] “No-risk” risk profiles. These are risk profiles for
which 100% of the entry fee is refundable. A “no-risk
entry” is an entry that is allocated on the basis of a risk
profile for which 100% of the entry fee is refundable.

[0288] “TFull-risk” risk profiles. These are risk profiles
for which 100% of the entry fee is placed at risk.

[0289] “Hybrid” risk profiles. These are risk profiles for
which X % of the entry fee is refundable andY % of the
entry fee is placed at risk,

[0290] wherein X+Y=100 and wherein 0<X<100. It will be
appreciated that, at least theoretically, an infinite number of
hybrid risk profiles are definable.

[0291] It will be appreciated that which of these categories
are made available varies between embodiments. In particu-
lar, some embodiments make use of a no-risk profile and
full-risk profile exclusively, some embodiments make use of
a no-risk profile, full-risk profile and one or more hybrid risk
profiles, some embodiments make use of a no-risk profile and
one or more hybrid risk profiles, some embodiments make
use of full-risk profile and one or more hybrid risk profiles,
and some embodiments may only make use of one or more
hybrid risk profiles.

[0292] The manner in which risk profiles are defined also
varies between embodiments. Generally speaking, there are
two main approaches, which are by no means mutually exclu-
sive. The first approach is for a gaming operator to stipulate
one or more predefined risk profiles, and make these available
to players. In one such embodiment only the “no-risk” and
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“full-risk” profiles are made available, while in another such
embodiment hybrid-risk profiles are additionally or alterna-
tively made available at, for example, 20% increments (20%
at-risk with 80% refundable, 40% at-risk with 60% refund-
able, and so on). Of course, this simple example should not be
regarded as limiting, and other increments (including consis-
tent and inconsistent increments) are used in other instances.
The second approach is for a gaming operator to allow players
to stipulate risk profiles. For example, a given player is invited
to stipulate precisely how much of his or her entry fee is to be
placed at risk, and/or how much of his or her entry fee is to be
refundable. Although “and/or” is used in this situation, it will
be appreciated that in most cases a player, by stipulating
precisely how much of his or her entry fee is to be placed at
risk, inherently by exclusion stipulates how much is to be
refundable, and vice versa.

[0293] Although the majority of embodiments discussed in
PCT/2007/000774 are concerned with a situation where a
plurality (that is, two or more) risk profiles are defined, in
some embodiments there is only a single risk profile. In
particular, in some embodiments only a single hybrid risk
profile is defined. That is, all of the players place their respec-
tive entry fees on the basis of the same hybrid risk profile.
Furthermore, embodiments of the present invention are appli-
cable to gaming activities where the only risk profile is a
no-risk risk profile.

[0294] The term “refund” as used herein is intended to
encompass a full or partial refund of the value component of
an entry fee, whether in the form in which it was contributed
or in some other form. Refunds may therefore be in cash or in
kind. In particular, in some embodiments of the invention, a
refund may take the form of a limited rollover entry for a
specified number of subsequent gaming activities of the same
or different type, an unlimited rollover entry for an indeter-
minate number of subsequent gaming activities of the same or
different type, or the maintenance of a limited rollover entry
or an unlimited rollover entry from a previous gaming activ-
ity. The term is also intended to encompass the option of a
refund, in whatever form, whether or not that option is exer-
cised at any particular point in time, or at all. In some embodi-
ments a player is able to exercise the option of a refund at
substantially any point in time. Further, the term “refund” is
intended to encompass the concept of a promised prize,
whether as an alternative to, or in addition to, a refund based
on the value component of the entry itself. It is therefore
possible that a refund in the context of particular gaming
activities may exceed the full value component of the corre-
sponding entry.

[0295] As noted, a “no-risk entry” is an entry that is allo-
cated on the basis of a risk profile for which 100% of the entry
fee is refundable. A “no-risk recurring entry” is, in general
terms, a no-risk entry which has the opportunity of win a prize
in periodic draws of a gaming activity, as discussed below.
[0296] FIG. 2 illustrates an exemplary method 200 for
implementing no-risk recurring entries. In this example, a
gaming activity includes a plurality of periodic draws. Step
201 includes receiving data indicative of a no-risk entry fee
provided for the purchase of no-risk recurring entries. For
example, this data may be received in system 108 from sys-
tem 104. Step 202 includes allocating one or more entries on
the basis of the entry fee, presently being no-risk recurring
entries.

[0297] The outcome of the gaming activity is determined at
step 203. Step 203 is bounded by a dashed line to indicate that
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it is, at least in some cases, an independent event, and not
necessarily part of method 200. For example in some embodi-
ments, the outcome of a gaming activity is determined by the
completion of a sporting event or the like.

[0298] Step 204 includes identifying one or more winning
entries. In the context of some gaming activities, there is only
a single winning entry, whereas in other gaming activities
there are multiple winning entries. In overview, the gaming
operator has in place predefined criteria for determining,
based on the outcome ofthe gaming activity, which entries are
“winning entries” (entries in respect of which a win-event
applies) and which entries are “non-winning entries” (entries
in respect of which a no-win event applies). In one simple
example, the gaming activity involves wagering on the out-
come of a sporting event between two teams, Team A and
Team B. Assume a given entry is placed on the basis of a
wager that Team A will be victorious. If the outcome of the
sporting event reveals that Team A was indeed victorious, that
entry would be identified as a winning entry. Otherwise, it
would be identified as a non-winning entry. It will be appre-
ciated that identifying winning entries is a more detailed
procedure in, for example, complex lottery style games.
[0299] Step 205 includes distributing a prize pool of prizes
to players to whom the winning entries were allocated. That
is, a prize pool is used to fund one or more prizes, and these
prizes are awarded to the winning players (or player, in the
event that there is only one prize, or in the event that one
player wins all prizes). This is carried out in accordance with
a predefined prize distribution protocol. There is no require-
ment that, at the completion of step 204, the relevant players
have physically received prizes. Rather, in some embodi-
ments, step 205 includes simply making it possible for win-
ning players to obtain prizes by redeeming their entries in a
designated manner. In some practical cases, winning entries
are never redeemed, and the corresponding prizes never
physically awarded.

[0300] Theprize pool, and prizes distributed from that prize
pool, need not be monetary in nature. For example, in some
embodiments the prize pool includes goods and/or services
for distribution as prizes. Examples include, but are not lim-
ited to, automobiles, consumer electronic devices, fashion
products, retail goods, livestock, real property, professional
services, education services, hospitality services, discount
coupons, entries in other gaming activities and so on.

[0301] Step 206 includes refunding the entry fees, and more
precisely defining the refund of entry fee as no-risk entry fee
in relation to a subsequent draw. This is, in some embodi-
ments, notional only, and a given entry is by default treated as
a recurring entry without any physical refund process. For
example, in one embodiment an entry is indicative of a set of
one or more lottery numbers, and the same set of one or more
lottery numbers is used by that entry in multiple draws.
[0302] The party to whom an entry is allocated is permitted
to cancel the recurring nature of that entry, and in doing so
receive a refund of the associated entry fee. In this manner, it
is possible for system 104 to periodically obtain and surren-
der entries via system 108 depending on various consider-
ations, including cash flow and the like.

[0303] It should be appreciated that the term “no-risk” is
not intended to mean that there is absolutely no risk whatso-
ever. For example, although there is “no-risk” in a descriptive
sense as applied to a gaming activity, some risk will always
exist in an absolute sense, for example subject to natural/
economic disasters or the like.
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[0304] Application of No-Risk Recurring Entries to Flex-
ible Credit Embodiments

[0305] It will be appreciated that, in terms of flexible credit
embodiments, consumers take on the role of “players”. The
term “player” describes a party who has a chance to win a
prize—i.e., a party to whom one or more entries are wholly or
partially allocated.

[0306] As noted, in some embodiments system 108 allo-
cates recurring entries on the basis of a 100% refundable (i.e.,
no-risk) risk profile (i.e., entry fees are refundable regardless
of'whether an entry is a winning entry). In some cases system
108 provides for other risk profiles in addition. However, as
will be appreciated from the discussion herein, it is particu-
larly advantageous to implement the present embodiments in
the context of a no-risk profile gaming activity.

[0307] It will be appreciated that there may be forms of
no-risk recurring entries present in activities other than those
specifically described herein, or present by virtue of artifacts
in further scenarios that provide subject matter similar in
function to no-risk recurring entries. For example, investment
programs such as Ireland’s Prize Bonds, the UK’s Premium
Bonds, and New Zealand’s Bonus Bonds effectively provide
subject matter similar in function to no-risk recurring entries.
In particular, bonds are purchased, these providing a periodic
opportunity to win a prize. The bonds can be redeemed at any
time for a full refund.

[0308] Inbroadterms, consumers are allocated a number of
no-risk recurring entries corresponding to the level of flexible
credit in their respective accounts, or more particularly allo-
cation/de-allocation occurs responsive to variations in the
level of flexible credit. The number of entries increases as
does the level of credit. Likewise, where credit is consumer
(e.g., redeemed for benefits or applied against a transaction),
the number of entries is decreased.

[0309] The general approach of applying no-risk recurring
entries to flexible credit embodiments allows for consumers
to participate in gaming (at least in terms of having an oppor-
tunity to win a prize) without risk, and simply for maintaining
a level of transactable flexible credit.

[0310] Flexible Credit Methods

[0311] FIG. 3 illustrates a method 300 for managing flex-
ible credit according to one embodiment. It will be appreci-
ated that this method is in some cases performed by way of
software instructions executing in the context of a computer
system.

[0312] Step 301 includes receiving, subject to a transaction
between a consumer and a supplier, data indicative of an
account identifier and associated data indicative of a flexible
credit adjustment. The nature of data indicative of the account
identifier varies between embodiments, and the notion should
be read broadly. In essence, all that is required is some form
data that allows the identification of a unique account in a
consumer account database. The data indicative of a flexible
credit adjustment may relate to an increase in credit or a
decrease in credit.

[0313] Step 302 includes querying a consumer account
database to identify a consumer account corresponding to the
account identifier. This database includes data for a plurality
of'accounts. The database is configured so that each account
includes data indicative of a level of transactable flexible
credit. Each account also includes data indicative of an allo-
cated none or more entries in a risk free gaming activity.
[0314] Step 303 includes updating the level of flexible
creditin the identified consumer account based on the flexible
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credit adjustment. For example, where the adjustment is an
increase (in, for instance, reward points or monetary value),
the level of flexible credit is increased.

[0315] Step 304 includes updating the data indicative of the
allocated none or more entries such that the allocation of
entries corresponds to the updated level of flexible credit. In
broad terms, where the level of flexible credit increases, the
consumer account receives an increased allocation of entries.
Likewise, where the level of flexible credit increases, the
consumer account is updated to reflect a decreased allocation
ofeentries (i.e., there is a de-allocation of entries). This may be
based upon notions of “contribution”, whereby there is rela-
tive proportionality between a player’s contribution (for
example in terms of the funding of entries or the funding of a
prize pool) and the allocation of entries to that player. That is,
where a first player makes a first level of contribution, and a
second player makes a second level of contribution that is
greater than the first level of contribution, the second player
receives a greater allocation of entries than the first player
(and therefore has a greater relative probability of wining a
prize).

[0316] To facilitate convenient allocation/de-allocation
(“de-allocation” should be interpreted as the converse of
“allocation™) of entries, some embodiments implement a
model whereby the service provider maintains a pool of
entries for allocation/re-allocation to consumers (“re-alloca-
tion” describes a process whereby an entry is allocated for a
second, third or n” time, by allocation, de-allocation, and
then re-allocation, and so on). For example, a number of
no-risk recurring entries are purchased from a gaming pro-
vider, and these entries are maintained ina pool for allocation/
re-allocation to consumers. This is contrasted with an
approach whereby entries are obtained from (or returned to) a
gaming provider in response to each flexible credit adjust-
ment. Rather, the size of the pool is periodically adjusted over
time such that sufficient entries are available for allocation,
and optionally such that sufficient funds are retained on hand
to cover the costs associated a steady pattern or flexible credit
redemptions. It will be appreciated that such a balance is
easier to strike where a lesser proportion of funds held on
behalf of consumers is directed into gaming.

[0317] The term “allocation” should be read broadly to
include “partial allocation™. That is, a single entry might be
10% allocated to one consumer, 20% to another, and so on. In
this manner, small amounts of money from a plurality of
consumers can be syndicated together such that a level of
participation is possible even for a relatively insignificant
value of flexible credit. Where a single entry is allocated to a
plurality of consumers based on a given ratio, any resulting
prize is shared among those consumers on the basis of a like
ratio.

[0318] Based on the present pool model, there may be
situations where a prize is awarded in respect of an entry that
is wholly or partially unallocated. In some embodiments, the
prize (or part thereof corresponding to the unallocated portion
of the entry) is retained by the service provider. In other
embodiments a protocol is applied such that the prize (or part
thereof corresponding to the unallocated portion of the entry)
is distributed to one or more of the consumers, optionally
subject to a “second chance draw” or the like.

[0319] A significant advantage of the pool model is the
ability to apply retrospective allocation/de-allocation of
entries. This is particularly significant in the context of stored
value card arrangements where flexible credit is able to be



US 2012/0058817 Al

obtained and/or consumed at terminals that are not in constant
communication with a central account database. In such
cases, the value of flexible credit for a given consumer is
maintained locally on the stored value card itself (for example
by way of smartcard technology). However, there may be a
time delay in adjustment data being propagated back to the
central account database (this will depend on the manner by
which non-connected terminals are managed in the particular
circumstances). Retrospective allocation/de-allocation is
used to manage resulting complications. For example, where
flexible credit adjustment data is received subject to a delay,
data indicative of the transaction time for that adjustment is
used to retrospectively allocate or de-allocate entries as of
that time.

[0320] Provided below is an exemplary database record for
a consumer account according to one embodiment:

Account Allocated

Identifier Entry Allocation % Allocation Time

123ABC 111-1112 10% Time A-Time B
111-1112 9% Time B-?77?
111-1225 22% Time C-?77?
111-1522 100% Time D-7??

[0321] In this example, the consumer account is identified

by account identifier “123ABC”. Three entries are allocated
to this account, two being partially allocated, and one being
fully allocated. Entry “111-1112” was 10% allocated from
“Time A” to “Time B”, and 9% allocated from “Time B”
onwards. This indicates that, at Time B, there was a consump-
tion of flexible credit resulting in the de-allocation of a share
of that entry.

[0322] It will be appreciated that this exemplary record is
provided for the sake of explanation only, and should not be
regarded as limiting in any way. For example, in some
embodiments each account includes further information,
such as personal/contact information, transaction history
information, and so on.

[0323] Insome embodiments, rather than partially allocat-
ing entries, an alternate approach is used whereby each
obtained entry in a pool (such as a single no-risk recurring
entry or a single Bonus Bond) is notionally split into a larger
number of lesser value sub-entries for allocation to consum-
ers. These sub-entries are provided respective unique entry
identifiers by the flexible credit service provider.

[0324] In other embodiments, alternate approaches are
implemented for retrospective allocation/de-allocation of
entries is conducted on a retrospective basis. The underlying
rationale is to ensure that the consumers’ opportunity to win
prizes based on one or more entries extends only over the time
during which funds are held on behalf of that consumer result
in a sufficient gaming allocation value to cover the cost of
entry fees in respect of those one or more entries. In some
cases there is a lag between flexible credit being used (and the
value of held funds actually decreasing) and an event being
initiated such that the number of allocated entries is
decreased. This is particularly relevant in the case of some
stored value card arrangements, whereby credit may be used
at disconnected terminals, and knowledge of this use is con-
veyed to a central server at a later point in time. To this end,
some embodiments implement a retrospective entry alloca-
tion reconciliation method. Such a method is typically initi-
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ated by a redemption request, whereby the consumer presents
his/her stored value card to a connected terminal, and a check
is initiated to determine whether the consumer has won a
prize. Firstly, the consumer’s transaction history is processed
to determine the held value over time. From this, it is possible
to retrospectively determine, by way of unique entry identi-
fiers, those entries that should have been allocated to the
consumer over time. It is then considered whether prizes were
awarded in respect of those entries are the relevant times. It
will be appreciated that other retrospective entry allocation
reconciliation methods are used in further embodiments.
[0325] FIG. 4 provides a schematic overview of a further
flexible credit embodiment. Consumers 401 obtain or con-
sumer flexible credit subject to transactions (for example by
purchasing this credit from an authorized distribution
agency). A value in funds 402 corresponding to the value of
the flexible credit purchased by each consumer is transferred
to available funds 403. For example, this may occur by way of
electronic funds transfer. Flexible credit is consumer by way
of transactions with suppliers 404. Each such transaction
results in a value in funds 405 being transferred from avail-
able funds 403 to a supplier 404. Again, this may occur by
way of electronic funds transfer.

[0326] An entry administration system 406 coordinates the
allocation of no-risk recurring entries to consumers. In over-
view, system 406 maintains the value of available funds 402 at
a threshold level suitable for funding day-to-day realizations
offlexible credit. Where funds 402 causes available funds 403
to exceed this threshold level, an amount is allocated to a
gaming transfer amount 407. Likewise, where funds 404
reduce the value of available funds 403 to below the threshold
level, system 406 reduces the value of the gaming transfer
amount 407 to increase the value of available funds 403. In
this manner, amount 407 essentially provides a bridge
between flexible credit and gaming.

[0327] A portion 408 of amount 407 is used to fund entry
fees, and is attributable to a system gaming amount 409. A
portion 410 of the gaming amount is attributable to an invest-
ment amount 411, and a portion 412 is returned to the gaming
amount. It will be appreciated that this provides a circulation
for the generation of supplementary income in the form of a
net investment return amount, as discussed in more detail
further below. In broad terms, investment activities are used
to derive a return which is, at least in part, used in the funding
of prizes.

[0328] A portion 414 ofthe gaming amount is distributed as
prizes 415. Another portion 413 of the gaming amount relates
to refunds, and is returned to the gaming transfer amount 407.
In overview, refunds are obtained where there is a need to
increase the value of available funds 403 (i.e., one or more
entries are cancelled to receive refunds of the associated entry
fees).

[0329] FIG. 5 illustrates a method corresponding to the
embodiment of FIG. 4. In the context of this method, step 501
describes a first event whereby a consumer purchases flexible
credit. At step 502, funds are received corresponding to the
first event. These are described as “held funds”, as they are
held on behalf of the consumer, until such a time as the
consumer consumes those funds by realizing the flexible
credit by way of a transaction. Step 503 includes allocating to
the consumer one or more entries in a gaming activity (pres-
ently being recurring no-risk entries) based on the held value.
In the present example, an administrator maintains a pool of
entries for allocation to consumers, these being obtained
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based on a fixed per-entry entry fee. A predetermined propor-
tion of the held value is determined to define a gaming allo-
cation amount, this proportion typically being in the order of
40% to 90%, although in other embodiments alternate pro-
portions are used (including, in some cases, 100% or close to
100%). The gaming allocation amount and the fixed per-entry
entry fee determine the number of entries allocated to a given
consumer. More specifically, the consumer is effectively allo-
cated the number of no-risk recurring entries that could be
purchased with an entry fee having the same quantum as the
gaming allocation amount (which may be a value less than
one, i.e., partial ownership in an entry).

[0330] Step 505 describes a second event whereby the con-
sumer increases his/her flexible credit (i.e., by purchasing
additional flexible credit) or decreases his/her flexible credit
(i.e., by exchanging some or all of the flexible credit for
goods/services). Based on this second event, the held value
either increases or decreases at step 507. It will be appreciated
that such a variation in the held value affects the gaming
allocation amount for the relevant consumer (noting that the
gaming allocation amount is a predetermined proportion of
the held value). To account for this, step 507 includes allo-
cating to the consumer one or more additional entries (in the
case ofanincrease) or de-allocating from the consumer one or
more entries (in the case of a decrease). De-allocated entries
are, depending on the circumstances, cancelled to obtain
refunds (for example where there exists a need to increase
value 302), allocated to another one or more consumers, or
returned to the pool for subsequent allocation to one or more
consumers.

[0331]

[0332] As noted, a specific example of flexible credit
includes reward points in the context of a reward program. In
some embodiments, a gaming activity is implemented in con-
junction with a reward program, such as a frequent flyer
program. In broad terms, such reward programs allow con-
sumers to accrue “reward points” and redeem these for a
benefit. The present approach affords to consumers the oppor-
tunity to win a prize based on the quantum of reward points
they have respectively accrued, without affecting the ability
to later redeem those points for a benefit. For example, in
some embodiments a monetary value corresponding to the
quantum of reward points is used to fund one or more entries
in a gaming activity, whereby the entries are allocated on the
basis of a no-risk profile. In this manner, the entry fees are
fully refundable.

[0333] The term “reward program” describes an arrange-
ment whereby consumers accrue “reward points”, which are
redeemable against a benefit. These notions should be con-
strued in a broad manner. Common examples include fre-
quent flyer programs and other loyalty schemes. In overview,
each consumer has a reward account, identifiable on the basis
of'aunique account identifier. This account maintains a value
of reward points (which need not be greater than zero). A
reward program administrator is responsible for increasing
the value of reward points in a given consumer reward
account in the case that the relevant consumer participates in
predefined activities. These activities might include:
[0334] The purchase of goods and/or services by way of
a particular payment mode. For example, it is known to
link a reward program to a credit card or the like, such
that a consumer accrues reward points for using a spe-
cific credit card.

Reward Program Embodiments
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[0335] The purchase of goods and/or services from a
participating supplier. In some cases, a consumer pre-
sents a loyalty card or the like when completing a trans-
action with the participating supplier, thereby to initiate
the procedure for having reward points allocated on the
basis of that transaction. In some embodiments this
includes furnishing a “frequent flyer number” when pur-
chasing air travel with a participating airline.

[0336] The purchase of prescribed goods and/or ser-
vices. In this case, the allocation of points is product
specific, rather than supplier specific. Often, such a
regime is implemented in conjunction with one of the
previous examples, to encourage particular consumer
behaviours by way of “bonus” reward points or the like.

[0337] Participation in other prescribed activities. In
such cases, there need not be a monetary transaction
between a consumer and a supplier. Rather, loyalty
points are allocated for other actions of the consumer.

[0338] It will be appreciated that the above context is pro-
vided for the sake of explanation only, and that the present
invention should not be limited in any way to particular
reward program characteristics.

[0339] FIG. 6 illustrates an exemplary reward program
according to one embodiment. In this example, the reward
program is driven, at least in part, by transactions between
consumers, such as consumer 601, and suppliers, such as
supplier 602. In the illustrated example, this is a retail-style
transaction for goods and/or services. However, in other
instances there may be an alternate form of interaction
between the consumer and another second party.

[0340] Data 603 indicative of a transaction between con-
sumer 601 and supplier 602 is provided to a reward program
administration system, 604. The nature of data 603 varies
between embodiments. However, at a general level, it is
indicative of the consumer (for example by way of a con-
sumer reward account identifier) and indicative of one or
more characteristics of the transaction (such as the total trans-
action value). This data is processed at a rewards program
server 605 to determine a quantum/value of reward points that
should be allocated to the consumer. These reward points are
allocated to the consumer in a consumer account database
606.

[0341] The terms “supplier” and “consumer” should be
afforded broad interpretations. A supplier is any party that
provides goods and or services to another. Likewise, a con-
sumer is any party that receives goods and or services from
another party.

[0342] The reward program administration system 604
interacts with a gaming administration system 608. This gam-
ing system provides an arrangement whereby an entry fee is
able to be exchanged for one or more entries in a gaming
activity on the basis of a no-risk profile (i.e., entry fees are
refundable regardless of whether an entry is a winning entry).
In some cases system 608 provides for other risk profiles in
addition. However, as will be appreciated from the discussion
herein, it is particularly advantageous to implement the
present embodiments in the context of a no-risk profile gam-
ing activity. Furthermore, a recurring entry option is selected
such that a given entry fee essentially provides an ongoing
opportunity to win a prize. This is discussed in more detail
above in the section dealing with risk free gaming and no-risk
recurring entries.

[0343] In overview, system 604 obtains no-risk recurring
entries in a gaming activity from system 608 for allocation to
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consumers, such as consumer 601. In some embodiments,
entries are “allocated” to consumers in the sense that database
606 is updated to associate a given consumer identifier with
one or more entry identifiers for entries that have been allo-
cated (in whole or in part) to the consumer.

[0344] System 604 provides to system 608 data 607 indica-
tive of entry fees and entry purchase instructions. Data 607 is,
in some cases, provided in respect of each appropriate item of
data 603. For example, each item of data 603 is processed to
determine an entry fee amount, and this entry fee amount is
applied as an entry fee in the context of system 608. In other
cases data 607 is provided periodically. For example, system
604 maintains a pool of entries for allocation to consumer
accounts, and periodically increases the size of that pool to
ensure that sufficient entries are available for allocation to
consumers over time.

[0345] System 608 includes a gaming server 609, which is
responsible for the allocation of entries, identification of win-
ning entries, and distribution of prizes. This server operates in
conjunction with a gaming database 610.

[0346] System 608 provides to system 607 data 612 indica-
tive of entry outcome information, refunds, and prizes. In the
case that an entry allocated to a given consumer is a winning
entry, the resulting prize is marked for distribution to that
consumer. In some cases less than 100% of the prize is dis-
tributed to the consumer.

[0347] Inbroadterms, consumers are allocated a number of
no-risk recurring entries corresponding to the number of
reward points in their respective accounts. The number of
entries increases as does the number of points. Likewise,
where points are redeemed for benefits, the number of entries
is decreased.

[0348] FIG. 7 provides an exemplary cash-flow diagram
according to one embodiment. This is not intended to illus-
trate a precise flow of monies, but rather illustrate underlying
concepts as to how activities are funded, even if only at a
notional level. The term “portion” should be read to describe
a percentage from 0% to 100% inclusive of the extremities.
[0349] A transaction amount 701 is provided by a con-
sumer to a supplier in exchange for goods or services. A
portion 702 of amount 701 is attributable to a supplier amount
703, this essentially being the amount retained by the supplier
less a portion 704 that is provided to a reward program admin-
istrator as a reward program amount 705 (i.e., in the form of
commission or the like). A portion 706 of reward program
amount 705 is attributable to reward program income 707.
Another portion 708 is used to fund entry fees, and is attrib-
utable to a gaming amount 709. A portion 710 of the gaming
amount is attributable to an investment amount 711, and a
portion 712 is returned to the gaming amount. It will be
appreciated that this provides a circulation for the generation
of supplementary income in the form of a net investment
return amount, as discussed in more detail elsewhere in the
present specification.

[0350] A portion 714 ofthe gaming amount is distributed as
prizes 715. Another portion 713 of the gaming amount relates
to refunds, and is attributable to reward program income 707.
[0351] Rewardprogramincome 707 is used to fund benefits
that are realized by the redemption of reward points. To this
end, a portion 716 of reward program income 707 is attribut-
able to a redemption amount 717.

[0352] Takinga wider view of the above example, it will be
recognized that the administrator of a reward program essen-
tially takes a small commission to cover the costs of providing
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benefits to consumers. In many conventional situations, this
small commission is held by the administrator until such a
time as a redemption is made, and then applied towards fund-
ing the benefit. In the present embodiments, the commission
(or part thereof) is used to fund no-risk recurring entries in a
gaming activity. This provides consumers with an ongoing
opportunity to win prizes simply by having reward points in
their account. At the same time, it does not prevent consumers
from redeeming their respective points for benefits in the
conventional manner. This provides a significant commercial
advantage over conventional reward programs.

[0353] FIG. 8 illustrates a general method along the lines of
the above examples. A consumer enters into a transaction at
step 801. The consumer then receives reward program credit
at step 802. The consumer is also allocated one or more
entries in a gaming activity at 803, presently being no-risk
recurring entries. The consumer later redeems some or all of
the reward program credit at 804. Between 803 and 804, the
consumer has the opportunity to win a prize as a result of
entries allocated based on reward program credit held during
that time.

[0354] FIG. 9 illustrates a corresponding method, viewed
in this instance from the perspective of a reward program
administration system. Step 901 includes receiving data
indicative of a transaction for a consumer. Step 902 includes
defining a reward program credit amount for the transaction.
This is defined on the basis of rules implemented in the
context of the reward program (in a simple example a set
number of points are allocated for each dollar spent). The
consumer’s reward account is credited by the defined credit
amount at 903.

[0355] Step 904 includes defining an entry fee amount for
the transaction. In some cases the entry fee amount is based on
the defined reward program credit. For example, in one
embodiment it is determined that each X number of reward
points correspond to an entry fee amount of $Y. In some
cases, the entry fee amount is based on data indicative of the
transaction. For example, in one embodiment it is determined
that each $X of transaction value correspond to an entry fee
amount of $Y. In further cases criteria such as reward program
income and the like are used.

[0356] Step 905 includes exchanging the entry fee amount
for one or more no-risk recurring entries. In some embodi-
ments this includes providing the entry fee amount to a gam-
ing administrator to obtain such entries. In other embodi-
ments this is an internal procedure whereby a pool of pre-
obtained unallocated entries is maintained for the reward
program, and step 906 effectively includes allocating to the
relevant consumer a value of these entries corresponding to
the entry fee amount. It will be appreciated that, by such an
approach, the reward program holds a quantity of entries that
are not at all times allocated to consumers. However, this is
not necessarily problematic given that there is a minimal
overhead associated with holding entries. For example, in
some embodiments the cost of holding entries is defined by
the opportunity cost associated with non-investment of funds
on hand.

[0357] Steps 906 and 907 respectively define the receipt of
data indicative of a gaming outcome and the distribution of
prizes (if any) to consumers. This loops over time, as prize
draws occur in respect of the gaming activity.

[0358] Step 908 includes receiving from the consumer a
request to redeem reward points for a benefit. In some cases
this request is directly received (for example, the consumer
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uses reward points to make purchases via a website). In other
cases it is indirectly received (for example the consumer
liaises with a third party, who then passes on information
regarding the redemption to an administrator of the reward
program). Step 909 includes determining an entry fee amount
corresponding to the redemption amount. This is essentially a
reverse of the process at step 904. That is, whereas at step 904
an entry fee amount is defined for a credit in reward points, at
step 909 an entry fee amount is defined for a debit in reward
points. This identifies the number of entries that must be
refunded to cover the redemption request—this many entries
are “un-allocated” from the consumer. In embodiments
where the reward program administrator maintains a pool of
entries, the un-allocated entries are returned to the pool. In
other examples, the entries are redeemed for refunds directly
with an administrator of the gaming system.

[0359] It will be appreciated that the present reward pro-
gram embodiments provide a valuable application for risk
free gaming, and correspondingly provide significant advan-
tages in comparison to known reward programs.

[0360] Conventional Banking Embodiments

[0361] As foreshadowed, in some embodiments a flexible
credit arrangement is implemented whereby a financial insti-
tution manages accounts on behalf of consumers on a “cash at
call” basis. On the basis of funds maintained in these accounts
(for example, by way of some or all of the interest derived, or
some or all of the capital), the financial institution maintains
entries in a risk free gaming activity (optionally being an
activity that provides subject matter being functionally simi-
lar to entries in a risk free gaming activity, as discussed
above). These entries are wholly or partially allocated
between account holders, thereby to provide the account
holders with an opportunity to win prizes. The manner of
allocation for the entries is generally based on the level of
capital in a given account, optionally in combination with
additional factors. In some cases the risk free gaming activity
is provided by a party other than the financial institution,
optionally being a lottery conducted by a third party in accor-
dance with the teachings of PCT/AU2007/000774, are a
Bonus Bonds style arrangement. In the case of the latter, a
consumer is effectively able to particulate in a Bonus Bonds
style arrangement by way of a conventional cash-at-call
account.

[0362] FIG. 10 illustrates an exemplary flexible credit
arrangement according to one conventional banking embodi-
ment. In this example, the arrangement is driven, at least in
part, by transactions involving an account holder 1001 and a
third party 1002.

[0363] Data 1003 is indicative of a transaction between
account holder 1001 and third party 1002. This data may be
provided by either of account holder 1001 and third party
1002, depending on the nature of the transaction. For
example, where the third party is a retailer, data 1003 may be
provided by the third party via EFTPOS or another electronic
payment arrangement to indicate that a payment has been
made by the account holder. Where the third party is an
employer, data 1003 may be provided by the third party
subject to an electronic funds transfer for transferring funds to
the account holder. In some cases the account holder makes
an electronic funds transfer via an online banking facility or
the like thereby to provide data 1003.

[0364] Data 1003 is provided to a financial institution sys-
tem 1004, for example, by way of an EFTPOS system or other
electronic funds transfer arrangement. The nature of data
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1003 varies between embodiments. However, at a general
level, it is indicative of the account holder (for example, by
way of an account identifier, or payment card identifier for a
payment card issued by the financial institution) and indica-
tive of one or more characteristics of the transaction (such as
the total transaction value). This data is processed at a bank-
ing server 1005 to determine a level (e.g., quantum/value) of
funds that should be allocated to the account holder, or de-
allocated from the account holder. This level of funds is
allocated to, or de-allocated from, the account holder in an
account holder account database 1006.

[0365] The financial institution system 1004 interacts with
a gaming administration system 1008. This gaming system
provides an arrangement whereby an entry fee is able to be
exchanged for one or more entries in a gaming activity.

[0366] In overview, system 1004 obtains entries in a gam-
ing activity from system 1008 for allocation to account hold-
ers, such as account holder 1001. In some embodiments,
entries are “allocated” to account holders in the sense that
database 1006 is updated to associate a given account holder
identifier with one or more entry identifiers for entries that
have been allocated (in whole or in part) to the account holder.
[0367] System 1004 provides to system 1008 data 1007
indicative of entry fees and entry purchase instructions (for
example in relation to no-risk recurring entries). Data 1007 is,
in some cases, provided in respect of each appropriate item of
data 1003. For example, each item of data 1003 is processed
to determine an entry fee amount, and this entry fee amount is
applied as an entry fee in the context of system 1008. In other
cases data 1007 is provided periodically. For example, system
1004 maintains a pool of entries for allocation to account
holder accounts, and periodically increases the size of that
pool to ensure that sufficient entries are available for alloca-
tion to account holders over time.

[0368] System 1008 includes a gaming server 1009, which
is responsible for the allocation of entries, identification of
winning entries, and distribution of prizes. This server oper-
ates in conjunction with a gaming database 1010.

[0369] System 1008 provides to system 1007 data 1012
indicative of entry outcome information, refunds, and prizes.
In the case that an entry allocated to a given account holder is
a winning entry, the resulting prize is marked for distribution
to that account holder. In some cases less than 100% of the
prize is distributed to the account holder.

[0370] It will be appreciated that the above described
arrangement is suitable for providing a gaming activity in
conjunction with flexible credit in accordance with various
methods described herein.

[0371]

[0372] As foreshadowed, another form of flexible credit
includes residual transaction amounts, in the context of a
residual transaction amount management system. Described
herein are various systems and methods for managing
residual transaction amounts. In some embodiments, such
systems and methods are implemented to allow a consumer to
direct “loose change” resulting from a cash transaction
towards an electronic account, as opposed to receiving the
loose change as physical legal tender. In some such embodi-
ments, the loose change of a given consumer is subsequently
applied to at least partially fund one or more entries in a
gaming activity, essentially providing the consumer with an
opportunity to win a prize. In most cases, the loose change

Residual Transaction Embodiments
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results from a transaction for goods and/or services unrelated
to the gaming activity itself, and unrelated to gaming gener-
ally.

[0373] It will be appreciated that features and functional-
ities described in the context of residual transaction embodi-
ments are equally applicable to other flexible credit arrange-
ments in a broader context.

[0374] One embodiment provides a method for managing
residual transaction amounts in which data is received, this
data being indicative of an account identifier and a residual
transaction amount. Subsequently, the method includes the
step of querying a consumer account database to identify a
consumer account corresponding to the account identifier,
and crediting the identified consumer account by an amount
including at least a portion of the residual transaction amount,
on the basis of predetermined credit allocation criteria. The
method, at least in some embodiments, also includes receiv-
ing data indicative of the outcome of a gaming activity and, in
response to the outcome of the gaming activity, querying the
consumer account database to identify one or more winning
consumer accounts to which prize amounts are to be distrib-
uted. In some embodiments, the method includes querying
the consumer account database to identify one or more con-
sumer accounts for which some or all of the respective credit
is to be exchanged for one or more entries in a gaming activity
(or in some cases one or more partial entries in a gaming
activity), and subsequently exchanging that credit for the one
or more entries (or partial entries).

[0375] FIG. 11 illustrates a system for managing residual
transaction amounts, in the form of an administration system
1100. In overview, system 1100 is configured to manage
residual transaction amounts stemming from transactions
between consumers and suppliers, such as consumer 1101
and supplier 1102 illustrated in FIG. 11.

[0376] At a broad level, in a transaction between a con-
sumer and a supplier, the consumer exchanges a “transaction
settlement amount™ for predefined goods or services. Essen-
tially, this “transaction settlement amount” corresponds to the
specified or agreed price of the relevant goods or services.
However, in practice, the consumer often provides to the
supplier a “payment amount” which is greater than the “trans-
action settlement amount”, the difference between the “pay-
ment amount” and the “transaction settlement amount” defin-
ing a “change amount”. The supplier reimburses the
consumer for the “change amount”. Conventionally, the sup-
plier provides this change amount in cash (i.e., in the form of
coins, notes or a combination of both).

[0377] In the present context, the “change amount™ is con-
sidered to comprise two components (either of which might
be zero in certain circumstances)—a “residual transaction
amount”, and another component. This other component, for
the present purposes, is referred to as a “cash return amount”.
The general notion, elaborated on below, is that the process of
reimbursing the consumer for the “change amount” includes
directly providing to the consumer a currency amount corre-
sponding to the “cash return amount” (assuming this to be
non-zero), and arranging for the “residual transaction
amount” to be managed on behalf of the consumer (again,
assuming this to be non-zero).

[0378] Although the precise definition of “residual transac-
tion amount” varies between embodiments, as further enun-
ciated below, for some implementations the general concept
is for it to be defined by the “loose change” of a transaction.
The term “loose change” essentially describes an amount of
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currency, in coin and/or note foam, for which the perceived
inconvenience of physical carriage is perhaps greater than the
immediate perceived value. It is appreciated that these are
subjective considerations, with perceptions of inconvenience
and value varying from person to person. Ultimately, deter-
mining an appropriate definition for the term “residual trans-
action amount” is a matter to be determined during imple-
mentation. Some general guidelines are provided below.
[0379] At a fundamental level, the following applies:

O0=RESIDUAL TRANSACTION
AMOUNTS=CHANGE AMOUNT

[0380] Insome cases the “residual transaction amount™ has
a value equal to the “change amount”, whereas in other
embodiments it has a value of less than 100% of the “change
amount”, or even zero. In some embodiments the “residual
transaction amount” is determined according to one of the
following formulae:

RESIDUAL TRANSACTION AMOUNT=CHANGE

AMOUNT-NEAREST LOWER WHOLE DOLLAR
AMOUNT

OR

RESIDUAL TRANSACTION AMOUNT=CHANGE
AMOUNT-NEAREST LOWER CURRENCY NOTE
AMOUNT

[0381] It will be appreciated that, in other embodiments,
other formulae may be used. In some embodiments only
currency notes of over a predetermined value are considered
for determinations using the latter formula (for example, in
the context of US currency, this might be the “nearest lower
currency note amount of $10 or greater). In some embodi-
ments the consumer is provided with an option to designate a
particular residual transaction amount between zero and the
change amount. That is, to consider the extremities, in some
cases the consumer can select a zero value for the residual
transaction amount in which case the total value of the change
amount would simply be returned to the consumer as cash in
the usual way, and in some cases the consumer can select the
entire change amount to define the residual transaction
amount, in which case the total value of the change amount
would be allocated for management as “loose change”
according to an embodiment of the present invention.

[0382] Although a useful feature of certain embodiments is
the ability to reduce the need for consumers to physically
carry currency coins or low-value currency notes (specifically
by defining a residual transaction amount as a “loose change”
component of the change amount), it is envisaged that in
various cases the residual transaction amount might be either
greater than or less than the next lowest currency note amount
available as change for a given transaction. That is, although
various embodiments are described herein by reference to the
concept of “loose change”, it should be appreciated that this
term describes a subset of what is defined by the term
“residual transaction amount”, and it follows that the scope of
the present disclosure should by no means be limited to the
concept of “loose change”.

[0383] There are particular advantages in defining the
residual transaction amount by reference to the nature oflegal
tender in a particular jurisdiction. For example, in circum-
stances where legal tender takes both note and coin form, such
as the United States and Australia, the residual transaction
amount is able to be defined by the portion of the residual
transaction amount that is typically provided by way of cur-
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rency coins and/or low-value currency notes. For instance, in
such situations, the residual transaction amount is the change
amount less the nearest lower whole dollar amount, and is
essentially “loose change” by one definition. However, in
some cases, low-value currency notes (such as US $1 notes)
are also considered to be “loose change”. Conversely, in some
cases, high-value currency coins (such as Australian $1 and
$2 coins) may not be considered to be “loose change”.

[0384] By way of example, in jurisdictions where one or
more units of coin currency have a significant value, such as
Australia where $1 and $2 currency coins are used and the
lowest currency note value is $5, whether or not such coins are
included in the residual transaction amount (i.e., considered
to be loose change) varies between embodiments. For
example, in one embodiment based on the Australian situa-
tion, the residual transaction amount is the change amount
less the nearest lower whole dollar amount ($1 and $2 coins
are considered to be loose change), and in another embodi-
ment, again based on the Australian situation, the residual
transaction amount is deemed to be the change amount less
the nearest $5 integral multiple amount ($1 and $2 coins are
not considered to be loose change). In practice, determina-
tions for a particular currency system are able to be made
pursuant to an arbitrary value-based determination.

[0385] In some jurisdictions, the lowest denomination of
physical currency has a value greater than the minimum theo-
retical single unit of currency. This leads to a situation
whereby, at a practical level, rounding is often applied to a
change amount. For example, in Australia, the lowest
denomination of physical currency is $0.05. If a consumer
purchases an item for $0.98 by way of a $1 cash payment
amount, the change amount is, in theory, $0.02. However,
because the lowest denomination of physical currency is a
five-cent coin, this change amount is, in practice, rounded
down to $0.00 (i.e., no change is provided). Alternatively, it
might be considered that the price of that item is rounded up
to $1.00 (again resulting in no change). On the other hand, by
some embodiments of the present invention, a residual trans-
action amount of $0.02 is nevertheless defined. As will be
appreciated from discussions below, the consumer therefore
does in fact receive $0.02 as change for the transaction (this is
credited to an electronic account), in spite of the fact that in
absence of system 1100 no physical change amount would
have been received.

[0386] In some embodiments various rounding procedures
are implemented, including approaches whereby all change
amounts are rounded down to the nearest set level (such as to
the nearest $0.05, with $0.96 to $0.99 being rounded to
$0.95), rounded up to the nearest set level (such as to the
nearest $0.05, with $0.96 to $0.99 being rounded to $1.00), or
to the closest set level (such as to the nearest $0.05, with $0.93
to $0.97 being rounded to $0.95).

[0387] As illustrated in FIG. 11, data indicative of the
residual transaction amount is transmitted, along with data
indicative of the consumer, to system 1100. This data is used
to update a consumer account database 1103 under the con-
trol of a central server 1105. In this way, database 1103
maintains data indicative of the amount of credit on behalf of
the consumer, and on behalfof a plurality of other consumers.
The actual residual transaction amount is provided, for
example by way of electronic credit transfer, to a residual
transaction amount account 1106. In some cases account
1106 is defined by a plurality of distributed accounts.
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[0388] System 1100 is configured to provide instructions
for allowing the transfer of credit from account 1106 to pre-
defined locations. In some embodiments, the predefined loca-
tions include:
[0389] A bank account nominated by consumer 1101
(i.e., credit is transferred directly to the consumer).
[0390] A bank account nominated by supplier 1102 (i.e.,

credit is indirectly transferred to the consumer via the

supplier).
[0391] Inthe case ofthe latter, in some circumstances credit
is provided to the supplier at a time following distribution of
the credit to the consumer by the supplier in cash form or as
in-store credit (i.e., reimburse the supplier for monies already
distributed to the consumer).
[0392] In some embodiments, the intermediate account
1106 may be omitted, and the respective credits may be
transferred directly to individual consumer accounts, for
example.
[0393] In the presently considered embodiments, server
1100 provides consumers with an opportunity to participate
in one or more gaming activities on the basis of their respec-
tive residual transaction amounts. In some embodiments such
participation occurs on the basis of a predefined default situ-
ation; whilst in other embodiments such participation is sub-
ject to a positive consumer selection.
[0394] Insomeembodiments, residual transaction amounts
are exchanged for entries in a gaming activity, such as a
lottery. Pursuant to the outcome of this gaming activity, win-
ning entries are identified, and prizes (which may or may not
be financial in nature) are distributed (or marked for distribu-
tion) among those consumers to whom winning entries were
allocated.
[0395] In some cases there is a minimum spend level in a
gaming activity (for example, a minimum entry cost of $1),
this minimum spend level being greater than some or all of the
residual transaction amounts. In some cases, a consumer is
allocated an entry only when the cumulative total of residual
transaction amounts maintained on behalf of that consumer
accrues to the minimum spend level (for example, this might
occur following a plurality of transactions). In other embodi-
ments, consumers are syndicated together such that a single
entry is essentially purchased by a plurality of consumers,
each “owning” a respective proportion of that entry corre-
sponding to their relative share in the cost. In such cases, in
the event of a winning entry, the prize would be shared among
the associated entrants in the same respective proportions, or
optionally on some other predetermined basis.
[0396] In some embodiments, the gaming activity is a tra-
ditional gaming activity by which the entry fees (i.e., the
portion of individual or cumulative residual transaction
amounts exchanged for entries) are placed fully at risk. How-
ever, in other embodiments, as described further below, entry
fees are refundable.
[0397] The terms “supplier” and “consumer” should be
afforded broad interpretations in the context of the present
invention. A supplier is any party that provides goods and/or
services to another party in exchange for a transaction settle-
ment amount (i.e., a supplier receives payment for goods
and/or services). Likewise, a consumer is any party that
receives goods and/or services from another party in
exchange for a transaction settlement amount (i.e., a con-
sumer pays for goods and/or services). Suppliers are pre-
dominately described herein by reference to the example of
retailers; however it should be appreciated that in all circum-
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stances where the term “retailer” is used, the broader term
“supplier” should be equally applicable unless the context
clearly dictates otherwise.

[0398] Residual Transaction Management—System Over-
view
[0399] Provided below is a description of an exemplary

hardware configuration for implementing some embodi-
ments of the present invention. It should be appreciated that
this is set out for the purposes of example only, and should not
be read as necessarily limiting the scope of the present dis-
closure.

[0400] FIG. 12 illustrates a system 1200 for managing
residual transaction amounts according to one embodiment.
As illustrated, the system includes a central server 1201,
which is configured to communicate with a plurality of client
terminals 1202 over a communications network 1204. In the
illustrated example, network 1204 is provided by an internet-
based interface 1205. However, it will be appreciated that the
manner by which the central server communicates with client
terminals varies between embodiments. For example, various
wired and wireless communications networks are used in
other embodiments. In some embodiments combinations are
present, such as a combination of cellular networks (for
example, where client terminals include cell phones) and the
Internet (for example, where client terminals include POS
terminals and/or personal computers).

[0401] It should be appreciated that server 1201 is illus-
trated as a single discrete component for the purposes of
illustration only, and in other embodiments server 1201
includes multiple discrete (and in some cases distributed)
components. In the illustrated example, server 1201 includes
a processor 1211 coupled to a memory module 1212 that
maintains software instructions 1213 for execution on pro-
cessor 1211. These software instructions allow server 1201 to
perform various methods and provide various functionalities
discussed herein. Also coupled to processor 1211 is a com-
munications interface 1214 for allowing communication
between server 1201 and client terminals 1202. Server 1201
operates in conjunction with an account holder database
1215, which might also include distributed components.
Database 1215 maintains data indicative of consumer
accounts. In overview, each consumer that makes use of sys-
tem 1200 has an account defined in database 1215. This
account maintains information concerning the account, such
as a level of credit in the account, user preferences associated
with the account, and/or contact information for the con-
sumer.

[0402] The consumer accounts do not, in the present
embodiments, actually maintain any physical monetary
credit. Rather, they are “virtual accounts”, optionally config-
ured to include data indicative of a value in credit respectively
attributable to the relevant consumers. Actual monies are
maintained in one or more physical accounts, such as interest
bearing accounts, and are optionally subjected to various
investment procedures to derive investment income.

[0403] As illustrated, client terminals 1202 include retailer
client terminals 1206 and account holder client terminals
1207, although the latter are only present in select embodi-
ments, as discussed further below. An exemplary client ter-
minal 1210 includes a processor 1221 coupled to a memory
module 1222 that maintains software instructions 1223 for
execution on processor 1221. These software instructions
allow terminal 1210 to perform various methods and provide
various functionalities discussed herein. In some embodi-
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ments these software instructions are implemented in con-
junction with software instructions 1213 for this purpose
(such as where a “thin client” or browser based approach is
implemented). Also coupled to processor 1221 is a commu-
nications interface 1224 (such as an Ethernet interface, GSM/
other cellular communications module, or other communica-
tions interface) for allowing communication between server
1201 and client terminals 1202.

[0404] Retailer terminals 1206 include anyone or more of
point of sale (POS) terminals, discrete hardware devices
coupled to POS terminals, or the combination of such discrete
hardware devices coupled with their respective POS termi-
nals. The underlying concept is that a retailer terminal 1206 is
configured to receive data indicative of a residual transaction
amount (such as a residual transaction amount itself or other
data from which a residual transaction amount is able to be
determined subject to further processing).

[0405] Residual Transaction Amounts—Retailer Terminal
Procedure
[0406] FIG. 13Aillustrates an exemplary method 1300 per-

formable by a retailer terminal 1206 (for example based on
software instructions 1223 optionally in combination with
software instructions 1213). Steps 1301 and 1302 respec-
tively include receiving input data indicative of an account
identifier and a residual transaction amount. It will be appre-
ciated that these steps might be performed in any order, or
substantially simultaneously.

[0407] In the present embodiment, a consumer is identifi-
able on the basis of an account identifier. This account iden-
tifier may be, for example, a numeric, alphanumeric, or alpha-
betic string that identifies a unique account in database 1215.
[0408] Three examples of how account identifiers are pro-
vided to consumers are considered below:

[0409] In some embodiments, one or more of the con-
sumers are provided with a respective machine readable
token or passcode which is indicative of an account
identifier for the relevant consumer, or from which an
account identifier for the relevant consumer is able to be
derived. In some such embodiments, consumers
undergo a registration procedure for the creation of their
accounts. The term “machine readable” describes the
likes of tokens including magnetic strips, printed/em-
bossed material, RFID tags, barcodes, smartcard infor-
mation, and so on. Machine readable tokens are read by
appropriate hardware (for example, by “swiping” a card
having a magnetic strip), and the machine readable
information processed to derive an account identifier.

[0410] In some embodiments one or more of the con-
sumers have respective pre-existing machine readable
tokens or passcodes. For example, this token might be a
pre-existing credit card, debit card, loyalty card, picture
1D, driver’s license, passport, healthcare card (such as
“Medicare” in Australia), social security card or the
like—substantially any machine readable token capable
of uniquely identifying a particular consumer may be
used. In some such embodiments, consumers undergo a
registration procedure for the creation of their accounts.
However, in other embodiments an account is inherently
defined for a consumer upon the reading of a token or
acceptance of a passcode that has previously not been
presented in the context of system 1200.

[0411] In some embodiments, fingerprint scanners, iris
or retina scanners, voice analysis software or similar
technologies may be used to generate or verity account
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identifiers based on data indicative of unique physical

characteristics of the consumer.
[0412] It will be appreciated that other approaches are
implemented in other embodiments.
[0413] Although each account identifier identifies only a
single account, in some embodiments multiple account iden-
tifiers identify a single account. For example, in some
embodiments a single consumer account is identified upon
the presentation of either a credit card, passcode, or other
loyalty card attributable to a given consumer. For instance, a
consumer presents a credit card for the purposes of providing
an account identifier for one transaction, and the same con-
sumer presents a loyalty card for the purposes of providing an
account identifier for another transaction. Assume, for the
sake of example, that each of these transactions results in a
residual transaction amount. These amounts would be “man-
aged” as described herein by reference to different account
identifiers stemming from the credit card and loyalty card
respectively. However, the consumer might wish for both of
these amounts to go to a single consumer account, essentially
requiring an account that has multiple account identifiers. In
some cases this is implemented by initially creating multiple
consumer accounts, and subsequently allowing a consumer to
whom these accounts are commonly attributable to collate the
accounts, for example by way of options provided in a web-
based interface accessible via an account holder terminal
1207.
[0414] Although some embodiments described herein are
perhaps concerned to some extent with situations where
residual transaction management occurs across a potentially
large number of venues, in some embodiments residual trans-
action is limited to a predetermined group of venues (for
example a single chain, a group of subscribing participants, or
venues in a common mall or geographical area) or even to a
single venue. It will be appreciated that such issues generally
hinge on commercial factors.
[0415] Step 1304 includes providing a signal indicative of
the account identifier and residual transaction amount to the
central server. In response, at least in some embodiments, the
central server performs a step of crediting the identified con-
sumer account by an amount including at least a portion of the
residual transaction amount. In some embodiments this is the
whole residual transaction amount. In some embodiments
this is greater than the residual transaction amount, for
example where a consumer is allocated a supplementary con-
tribution amount (resulting, for example, from participation
in distribution or collection marketing at the point of sale). In
some embodiments this is less than the whole residual trans-
action amount, for example where an operator of system 1200
deducts a service fee or commission amount (which may
assist in covering administration overheads).
[0416] The manner by which a consumer account is “cred-
ited” varies between embodiments. In some cases a credit
level attributable to a given account is maintained solely in a
relevant record in database 1215. However, in other embodi-
ments this credit level is additionally or alternatively main-
tained on a machine readable/writable token carried by the
consumer, such as a smartcard or rewritable RFID tag. For
example, in one embodiment consumers’ respective smart-
cards are the primary source of credit information, and back-
end information in database 1215 is used primarily as a cross-
check or back-up against fraud, data corruption, card loss and
the like. In another embodiment the credit is solely stored on
a smartcard or the like.
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[0417] Step 1305 includes transferring, for example by
electronic credit transfer, an amount in credit equal to the
residual transaction amount to a predefined location, such as
an interest bearing account with a financial institution. It
should be appreciated that this step of transferring need not
include performing a physical fund transfer process, and
might simply involve providing a signal for initiating such a
process.

[0418] Although the example of FIG. 13A deals with a
situation where credit transfer occurs after each transaction,
in other embodiments credit transfer occurs less frequently.
For example, credit transfer occurs only at the end of a pre-
defined period, as method 1310 of FIG. 13B, and step 1305
includes transferring an amount in credit equal to the sum of
the residual transaction amounts for the period.

[0419] Both FIG. 13A and FIG. 13B deal with a situation
where there is a predefined period, which is often defined as
a single business day or 24-hour period, or optionally a longer
or shorter period. A report is generated at the end of this
period at step 1306 to allow reconciliation of monies thathave
been retained by a retailer as cash with credit that has been
electronically transferred as residual transaction amounts. At
apractical level, at the end of a given period, a retailer should
have an amount in cash that exceeds the collective value of
transaction settlement amounts for that period by the value of
electronic credit transfers at step 1305 for that period (having
accounted for any cash withdrawals from electronic credit
transfers, forexample by EFTPOS). It will be appreciated that
such an approach facilitates a relatively straightforward rec-
onciliation process.

[0420] In some embodiments, retailer terminals are not
only configured to allow the application of credits to con-
sumer accounts, but also to allow consumers to make with-
drawals from those accounts. An example of such a procedure
is provided by method 1320 of FIG. 13C. Step 1321 includes
receiving a withdrawal request indicative of an account iden-
tifier. A signal indicative of this account identifier is provided
to the central server at 1322 such that a withdrawal amount
can be verified. In some embodiments the withdrawal amount
is equal to the total amount in credit available in the consumer
account for that consumer, as indicated by database 1215. In
other embodiments the consumer nominates a proposed with-
drawal amount, and the verification process ensures that the
nominated amount is less than or equal to the total amount in
credit available in the consumer account for that consumer, as
indicated by database 1215. Data indicative of the verified
withdrawal amount is received at step 1323, and this amount
is subsequently provided to the consumer as cash or as credit
against goods and or services (in some embodiments only one
of these options is available). In some embodiments the
amount is directly or indirectly applied to a gaming machine,
for example, to provide the relevant consumer with gaming
credits at a poker machine/slot machine. As in the examples of
FIG. 13A and FIG. 13B, method 1320 has a reporting period
to allow for reconciliation. An electronic credit transfer is
made by the central server to the relevant retailer either cor-
responding to each withdrawal request or corresponding to
each period such that the retailer is reimbursed for withdrawal
amounts paid to consumers.

[0421] In some embodiments, consumers are additionally
permitted to make supplementary deposits, this being imple-
mented in much the same manner as withdrawals, albeit with
the direction of electronic credit transfers reversed. In some
embodiments, a supplementary deposit may be applied at the
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time of a purchase transaction, to increase the amount cred-
ited to the consumer over and above the residual transaction
amount. In some embodiments, a supplementary deposit may
be made independently of any specific purchase transaction.
Invarious embodiments, deposits can be made at retailers, via
electronic kiosks and banking terminals, or over the Internet.
Inone embodiment, a consumer provides a collection of coins
to an electronic kiosk, which counts the coins and credits the
consumer’s account accordingly.

[0422] Residual Transaction Amounts—Carriage of Gam-
ing Activity
[0423] Insomeembodiments, system 1200 is configured to

provide consumers with access to gaming. For example, in
some cases this is internalized gaming whereby system 1200
wholly or partially provides a gaming activity, wherein the
players include a subset or all of those consumers for whom a
consumer account is defined in database 1215. In other cases,
this is externalized gaming, whereby credit in consumer
accounts is exchanged for gaming value in relation to a gam-
ing activity provided wholly by an external party. That is, in
the case of externalized gaming, system 1200 has no involve-
ment beyond the allocation of entries, or in some cases
beyond providing instructions for the allocation of entries.
[0424] At avery general level, a gaming activity occurs as
follows: (i) players are allocated entries in a gaming activity
in exchange for respective entry fees, (ii) one or more winning
entries are identified on the basis of an event outcome, and
(iii) prizes are distributed to each player to whom a winning
entry or entries were allocated. In the case of internalized
gaming, system 1200 is responsible for at least (i) and (iii),
although the actual event outcome might be determined exter-
nally. For example, in some cases system 1200 leverages an
existing lottery system, and yet provides “internalized gam-
ing” in the sense that it is responsible for the distribution of
prizes.

[0425] In one example of externalized gaming, system
1200 is responsible for providing instructions to a gaming
service provider (such as a lottery agency) to allocate entries
to certain consumers, and additionally responsible for pro-
viding entry fees corresponding to these instructions (i.e.,
credit is exchanged for gaming value). The lottery service
provider is then responsible for determining winners and
distributing prizes. In this sense, system 1200 queries the
consumer account database to determine whether or not to
exchange a portion of credit in a given consumer account for
gaming value and, in the case that the portion of credit is to be
exchanged for gaming value, provides a corresponding
instruction to the lottery service provider.

[0426] For the purposes of discussion below, there is a
general focus on internalized gaming. However, it should be
appreciated at all times that other embodiments deal with
externalized gaming.

[0427] In some embodiments these prizes are awarded by
directly crediting the relevant consumer accounts, however in
other embodiments the prizes are awarded without using
consumer accounts, for example by mailing cheques or
vouchers to the relevant consumers.

[0428] Inthecontext of the present disclosure, it is assumed
that a gaming activity is an activity where multiple players
provide respective entry fees, in some of the present embodi-
ments these entry fees being in whole or in part provided by
way of residual transaction amounts. In exchange for the
entry fees, the players are, subject to participation selections,
respectively allocated one or more entries. The term “player”
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as used herein refers to a provider of an entry fee, typically
being a consumer. The term should be construed broadly to
include both human players, non-human players, constructs
or syndicates defined by a group of two or more human and/or
non-human players (such as a collaboration between human
players), and other legal entities (such as corporations or
trusts). In some cases, the player is identified in a computing
system by a unique identifier, which might include a purpose-
defined identifier, identifier based on personal information,
email address, cellular telephone number, or the like.

[0429] FIG. 14A illustrates a method 1400 performable at
central server 1201 for allowing the allocation of entries to
consumers. In some embodiments this method or a variation
thereofis performed in whole or in part at the retailer terminal
as an alternative, for example, where that terminal has no
active connection to the central server and operates in an
offline mode.

[0430] Step 1401 includes receiving from a retailer termi-
nal data indicative of an account identifier and a credit
amount. The received account identifier is validated at step
1402 to determine whether it identifies a consumer account in
database 1215, and to identify that account. In the event that
such an account cannot be identified, a new account is option-
ally defined at step 1403, which may involve the acquisition
of supplementary mandatory data. The identified or newly
defined account is credited by the credit amount at step 1404.
[0431] Step 1405 includes querying gaming settings for the
credited account. These gaming settings essentially deter-
mine whether and how entries are to be allocated to a particu-
lar consumer. Initially, default settings are implemented for
each account, which might or might not provide for the allo-
cation of entries. In some embodiments a consumer is able to
modify the gaming settings for his/her account, for example,
by way of a web or other interface accessible by way of a
retailer terminal or account holder terminal. In the case of the
latter, in some embodiments consumers use substantially any
Internet enabled device to access a website wherein, having
provided their account identifier and optionally additional
identification verification information, they are able to man-
age various settings and options for their accounts, including
the gaming settings. Several examples of gaming settings are
considered below:

[0432] No participation. No entries are allocated.

[0433] Full participation in traditional gaming. For each
gaming activity, the credit available in each consumer
account is exchanged for the maximum available num-
ber of traditional gaming entries. In some cases this
involves syndication, as discussed further below.

[0434] Partial participation in traditional gaming. In this
case, it might be that for each gaming activity, a propor-
tion of the credit available in each consumer account is
exchanged for traditional gaming entries. Again, this
might involve syndication.

[0435] Full participation in risk free gaming. Risk free
gaming essentially involves refundable entry fees and is
discussed in more detail below.

[0436] Partial participation in risk free gaming.

[0437] Participation in partial-risk gaming. Partial-risk
gaming is essentially a hybrid of risk free and traditional
gaming, and is also discussed in more detail below.

[0438] Decision 1406 includes determining whether or not
to allocate entries on the basis of the credit amount and
gaming settings. Subject to this decision, entries are allocated
at step 1407.
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[0439] Whilst the example of FIG. 14A deals with a situa-
tion where entries are allocated at the time of crediting a
particular account, in other embodiments entries are allocated
periodically subject to a gaming period, as shown by method
1420 of FIG. 14B. In this method, a gaming entry allocation
period starts at step 1421. In overview, all entries for a par-
ticular instance of a gaming activity (defined, for example, by
a single prize determination event) are allocated during this
period. This includes, at step 1422, querying an account data-
base to determine, for each account, the level of credit in that
account and gaming settings in place for that account. Step
1423 includes for each account, allocating none or more
entries based on the applicable level of credit and gaming
settings. The gaming entry allocation period ends at 1424.

[0440] Theprocess of allocation generally includes allocat-
ing none or more entry identifiers to the consumers, for
example by updating the relevant consumer accounts to
include such entry identifiers. In some cases there is also a
physically manifested allocation whereby the consumer is
provided with a receipt describing the entries.

[0441] FIG. 15A illustrates an exemplary method 1500 for
awarding prizes. A prize determination process commences
at step 1501. Step 1502 includes receiving input indicative of
the outcome of a gaming activity, for example from a coupled
system or related software application that is responsible for
identifying winning entries or outcomes. This allows a win-
ning entry or winning entries to be identified at step 1503.
Step 1504 includes determining a prize amount for the/each
winning entry. Step 1505 includes identifying a consumer
account associated with the/each winning entry, for example
by querying database 1215. Step 1506 includes providing the
appropriate prize amounts to the relevant consumers. This, in
some cases, includes crediting those consumers’ accounts by
the appropriate prize amounts. However, in other cases the
prizes are provided by other means, such as by mailing
cheques/other vouchers, or by providing cash or a voucher
(which might be redeemable for specified goods/services
only) to the consumer at a retail venue the next time that
consumer’s account identifier is received. In some cases
prizes are monetary in nature, whilst in other cases they
include goods and/or services.

[0442] FIG. 15B illustrates another exemplary method
1510 for awarding prizes, this including additional steps 1511
and 1512 relating to syndicated entries. Syndication is dis-
cussed in more detail below.

[0443] The regularity of prize determination varies
between embodiments, with the possibility of daily, weekly,
monthly or other periodic draws. In some cases there are
multiple tiers of draw (such as major and minor) which oper-
ate on respective determination schedules.

[0444] In the context of the present disclosure, there is
discussion of players being “allocated” entries and disclosure
of players being “provided” entries. The terms “allocated”
and “provided” are regarded as synonymous in this regard.
Furthermore, neither of these terms should imply a require-
ment that a player actually physically receives any entries
(although, equally, they may do so), only that the entries are
notionally allocated to that player.

[0445] Although players are considered to provide respec-
tive entry fees, it will be appreciated that in some instances a
single player provides multiple entry fees on multiple occa-
sions.
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[0446] Residual Transaction Amounts—Syndication
[0447] In some cases there is a minimum spend level in a
gaming activity. For example, there is a minimum level of
financial consideration in exchange for which one or more
entries are able to be obtained. Often, this minimum spend
level is determined such that it is equal to the smallest unit of
currency for a jurisdiction (i.e., $0.01 in the case of the United
States and Australia, such that “X” entries are available for a
price of $0.01, wherein Xz1, but no entries are available for
a price of less than $0.01). However, in some embodiments
that is not the case. For example, in one embodiment a mini-
mum spend level is set by a third party gaming operator that
conducts gaming independently of a system such as system
1100 or system 1200, that minimum spend level being greater
than the smallest unit of currency for the relevant jurisdiction.
[0448] In some embodiments where the minimum spend
level is greater than the smallest unit of currency for a juris-
diction, a syndication process is used such that consumers
having amounts of less than the minimum spend level can
nevertheless compete in a gaming activity. In overview, cred-
its available in consumer accounts for a plurality of consum-
ers are syndicated together to provide an entry fee of value at
least equal to the minimum spend level (or, in some cases, an
integral multiple of the minimum spend level), and one or
more entries are allocated on the basis of that entry fee.
Conceptually, these entries are partially owned by each of the
plurality of syndicated consumers. In this way, the loose
change of a given consumer is effectively applied to partially
fund one or more entries in a gaming activity.

[0449] In implementing syndication, it is initially neces-
sary to faun syndicates. The manner by which syndicate for-
mation is administered varies between embodiments. Several
examples are discussed below:

[0450] Upon receipt of a residual transaction amount for
a given consumer, data indicative of the consumer and
amount is added to a syndicate formation list. Once the
sum of the amounts in this list reaches the minimum
spend level, an entry fee equal to the minimum spend
level, and the available number of entries (often a single
entry) is obtained in exchange for that entry fee.

[0451] In some cases along the lines of that above, entry
fees must be integral multiples of the minimum spend
level, and the final amount added to the syndicate for-
mation list brings the total to an amount greater than an
integral multiple of the minimum spend level (for
example where entries are $1 each). An amount corre-
sponding to the total less the next lowest integral mul-
tiple is “rolled-over” into a subsequent syndicate forma-
tion list such that the consumer responsible for the final
amount is added to two syndicates. For example, assume
that the minimum spend level is $1.00, and a total of
$0.90 has been added to a syndicate formation list. A
further amount of $0.15 is added pursuant to another
consumer’s residual transaction amount. That consumer
contributes $0.10 to the syndicate under formation, and
$0.05 to the next syndicate that is formed.

[0452] In an example along the lines of FIG. 14B, syn-
dicates are formed at the commencement of a gaming
entry allocation period. For example, all of the available
amounts in consumer accounts are processed in accor-
dance with a predefined algorithm to determine the man-
ner by which syndicates should be formed. In some
cases this includes the generation of syndicate formation
lists, as discussed above. In another example, each con-
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sumer’s credit is split into $0.01 portions, and these

portions syndicated randomly or otherwise across the

whole pool of consumers.
[0453] It will be appreciated that these examples are pro-
vided for the sake of explanation only, and should not be
regarded as limiting in any way. Those skilled in the art will
recognize numerous equivalent and alternative approaches.
[0454] Generally speaking, in the case that a syndicated
entry wins a prize, that prize is shared among those consum-
ers that contributed to the relevant entry fee, the sharing
preferably being in accordance with the consumers’ relative
contributions. For example, assume that the minimum spend
level is $1.00, and a single entry is allocated in exchange for
$1.00. Further assume that, for a given syndicated entry,
Consumer A contributes $0.10, Consumer B contributes
$0.75, and Consumer C contributes the remaining $0.15. The
relative contributions for these consumers are respectively
10%, 75% and 15%. Should that entry win a prize, the prize is
shared among the consumers in accordance with those per-
centages.
[0455] In some cases syndication is provided as an option
only. For example, in some embodiments:

[0456] Syndication might be offered as an alternative to
value-level participation. In the case of value-level par-
ticipation, entries are obtained for a consumer upon that
consumer’s account reaching a pre-specified level of
credit (which might be the minimum spend level). For
example, each time the account of a particular consumer
reaches $X, that $X is exchanged as an entry fee in a
pre-identified gaming activity, such as a risk-profile
affected gaming activity or a syndicated gaming activity.

[0457] Syndication might be offered to provide consum-
ers access to potentially more lucrative gaming activi-
ties.

[0458] It will be appreciated that syndication allows small
amounts of credit to be applied in a useful manner, which
might not have otherwise been possible. Given the present
context, being management of typically small amounts of
credit, this is a particularly advantageous result.

[0459] Risk free Gaming in Residual Transaction Manage-
ment
[0460] TItwill be appreciated from the foregoing description

that the term “risk free gaming” essentially describes a form
of gaming whereby entry fees are placed subject to a “no-
risk” risk profile—that is, 100% of the entry fee is refundable.
In some embodiments, consumer accounts are implemented
on the basis of a default position of full participation in risk
free gaming. In some such embodiments there are no other
options (i.e., all consumers have full participation in risk free
gaming).

[0461] It is presently considered that risk free gaming is
particularly advantageous in the context of a system for man-
aging residual transaction amounts. In particular, it is thought
that consumer willingness to make use of a residual transac-
tion amount management system will be enhanced on the
basis of the credit diverted being later redeemable substan-
tially in full. That is, there is no substantial cost to the con-
sumer in using the system (other than perhaps a commission,
service fee, or other administration charge). In some embodi-
ments, it could be considered that there is also an “opportu-
nity cost” to the consumer on the basis of the time-value of the
residual transaction amounts under management. In the con-
text of the present invention, however, most consumers would
regard this cost as negligible. Moreover, in some embodi-
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ments, actual or notional interest could be applied to the
consumer accounts. In cases where there is no substantial cost
incurred, the consumer’s decision to participate is relatively
uncomplicated. Such a decision becomes more difficult in the
case that the consumer may have to place credit at risk for the
purpose of gaming. However, in the case of risk free gaming,
this complication is averted. Indeed, the net result is essen-
tially a system for managing residual transaction amounts for
the primary purpose of accumulation without the hitherto
attendant inconveniences, while providing, as a further ben-
efit, a chance to win prizes. Given that a residual transaction
management system is, at a practical level, typically imple-
mented by a supplier for the purpose of consumer enticement
and to provide a competitive advantage over other suppliers
who do not implement such a system, the application of risk
free gaming is particularity advantageous.

[0462] Funding of Prizes for Risk free Gaming Activities
[0463] The manner by which prizes are funded for risk free
gaming activities varies between embodiments. In the case of
traditional gaming activities, funding is a relatively straight-
forward affair, with the prizes being predominately funded by
entry fees (i.e., residual transaction amounts). However,
funding is less straightforward in the cases of no risk and
partial risk gaming. In some such cases, prizes are funded in
whole or in part by “supplementary contributions”. The
supplementary contribution amount provided by or on behalf
of'a given player in some embodiments includes components
having values corresponding to anyone or more of:

[0464] A net investment return derived by subjecting
individual or cumulative residual transaction amounts to
an investment procedure for a period of time (such as
from the time a residual transaction amount is received
to the time primary prizes are allocated). The investment
procedure derives a gross investment return, and of this
a net investment return preferably defines a component
of a player’s supplementary contribution amount. Such
investment returns may be actual or notional.

[0465] A net distribution marketing amount. For
example, a third party provides a gaming operator with a
gross distribution marketing amount (such as currency
or goods/services) in consideration for marketing infor-
mation being provided to a player. Of this gross distri-
bution marketing amount, a net distribution marketing
amount preferably provides a component of the player’s
supplementary contribution amount. In some cases, a
player receives a ticket (physical or electronic) as a
receipt for placing a residual transaction amount, and
this ticket carries the relevant marketing information,
which could, for example, be as straightforward as the
visual display of a corporate logo for promotional pur-
poses. In some cases a player is able to increase his/her
net distribution marketing amount by receiving further
marketing material—for example, by viewing electronic
advertisements.

[0466] A net collection marketing amount. This is simi-
lar to the example considered above, however in this
case is derived by collecting information from players,
such as personal information or opinion information.
For example, in some cases a player is able to increase
his/her net collection marketing amount by participating
in a market research survey, or providing some personal
contact information.

[0467] Other net operator or third party contribution
amounts.
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[0468] This is by no means an exclusive list, and alternative
embodiments make use of a wider range of possible method-
ologies and amounts. In overview, supplementary contribu-
tion amounts are combined into a prize pool for funding
prizes in relation to the gaming activity. The relative magni-
tudes of these amounts as between players preferably affect
some characteristic of the gaming activity, the entries for the
gaming activity submitted on behalf of respective players, or
the manner in which the respective players otherwise partici-
pate in the gaming activity.

[0469] Thereis discussion inthe above examples of “gross”
amounts and “net” amounts. The terms “gross” and “net” are
used in a general descriptive sense only. In particular, the term
“gross” refers to an amount derived by the gaming operator,
and the term “net” refers to an amount that is added as the
supplementary contribution amount. In some cases the net
amount is the corresponding gross amount less any applicable
taxes, levies, duties, commissions or operator charges. In
some cases, the gross and net amounts are the same. In other
cases there is no direct nexus between the gross and net
amounts.

[0470] In some cases consumers are able to increase their
respective likelihoods of winning a prize by taking active
steps to increase their respective supplementary contribu-
tions. In some cases this supplementary contribution simply
results in additional entries being allocated (i.e., no credit to
consumer account), however in other embodiments consum-
ers receive a direct financial reward for making a supplemen-
tary contribution (i.e., a credit to the consumer account). For
example, in one embodiment, a player who agrees to respond
to a survey question at the point of sale receives an additional
credit amount in conjunction with the residual transaction
amount, this additional credit amount being considered for
the allocation of entries and, assuming it is not placed at risk
subject to entry settings, can be redeemed via a withdrawal
request.

[0471] In some embodiments, particularly embodiments
involving risk free gaming, prizes are funded out of an invest-
ment return derived from temporarily holding the collective
loose change of a plurality of consumers. That is, the loose
change of these consumers is maintained in one or more
interest bearing accounts (or otherwise invested) to generate
an investment return, and a portion of this return is distributed
as one or more prizes.

[0472] Relationship Between Contribution and Allocation/
Purchase of Entries

[0473] Insome of the embodiments, the number of entries
allocated to a given consumer takes into account the contri-
bution made by that consumer either towards a prize pool or
towards the funding of entry purchases. For example, in some
embodiments a consumer who makes a greater contribution
to a prize pool is allocated a correspondingly greater share in
entries. In some embodiments a consumer who makes a
greater contribution to the purchase of entries from a separate
gaming system is allocated a correspondingly greater share in
entries.

[0474] Insome embodiments, a consumer is able to obtain,
or at least provide funding in relation to, one or more entries
(or a portion of one or more entries) without placing and entry
fee at risk, and instead by allowing funds to be invested, or by
participating in marketing activities. Such approaches allow a
consumer so as to derive a supplementary contribution
amount, and therefore make a non-zero contribution even
though no funds are placed at risk (in fact, these funds in
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essence remain available to the consumer as transactable
flexible credit, or as reward point or the like which correspond
to transactable flexible credit). In a practical example, con-
sumers are, in this way, essentially able to be provided “free”
entries in exchange for viewing advertisements or participat-
ing in market research activities. The number of entries allo-
cated to a given consumer is, as in various other examples
presently considered, preferably related to the supplementary
contribution amount for that consumer.
[0475] Prize Pool Generation by Investment of Entry Fees
[0476] As foreshadowed, in some embodiments the supple-
mentary income is practically or notionally funded by sub-
jecting some or all of the entry fees collected from consumers
(or held directly or notionally on behalf of consumers in
relation to transactable flexible credit) to an investment pro-
cedure for a period oftime, the supplementary income includ-
ing some or all of the investment return derived from that
investment procedure or an amount corresponding to the
value of some or all of that investment return.
[0477] Any references herein to “investment return” or
“investment income” are to be interpreted as references to
“net investment return” and “net investment income” unless
specifically stated otherwise. In practice, the investment pro-
cedure results in the derivation of a gross investment return,
and various deductions (such as taxes, levies, duties, commis-
sions, investment charges, broker fees, operator charges, and
so on) are taken from this gross investment return. The term
“net investment return” defines a remainder of the gross
investment return, this net investment return being added to
the prize pool as some or all of the supplementary income.
[0478] The terms “taxes” and “duties” as used herein are
intended to encompass any relevant Federal, State and/or
local government taxes, duties or imposts as well as levies or
charges applied by intermediaries or other third parties con-
nected with the gaming activity, that are essentially non-
discretionary in so far as the gaming operators or consumers
are concerned.
[0479] The terms “invest”, “investing”, “investment” and
the like as used herein are intended to be afforded a broad
interpretation covering the utilization or disposition of funds
orvaluable assets in a general sense. Examples include but are
not limited to, investment in any financial or real asset or
property of any type, whether securitized or otherwise, with
value denominated in any currency or combination of curren-
cies, whether listed on a public trading exchange or unlisted
on any such exchange, including the following, as well as
warrants, options, derivatives, deferred purchase contracts,
installment receipts and the like over any of the following:
[0480] Deposits with third parties whether interest-bear-
ing or otherwise and whether held with a financial insti-
tution or some other party.

[0481] Mortgages, debt instruments or securities of any
type.
[0482] Any form of American Depository Receipts or

similar instruments or asset classes as may be available
from time to time in any jurisdiction.

[0483] Promissory notes, bills of exchange, convertible
notes, loan notes or any other form of debt or debt
instrument.

[0484] Convertible or other bonds.

[0485] Preference shares, redeemable preference shares,
stocks, equities or shares of any class whether fully or
partly paid up.
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[0486] Warrants, options, derivatives, deferred purchase
contracts, installment receipts and the like.

[0487] Options, warrants or similar instruments convert-
ible into stocks, shares or equities of any sort.

[0488] Warrants, options, derivatives, deferred purchase
contracts, installment receipts or the like over any index
relating to any matter including but not limited to stocks,
shares or equities of any sort or futures or any financial
instrument or financial asset.

[0489] Currency or interest rate swap agreements, for-
ward interest rate agreements and the like.

[0490] Real property or property of any other kind
including intellectual property.

[0491] Any contract, arrangement or instrument of any
type which confers a benefit of value in relation to an
item or items of value.

[0492] Futures contracts and the like in relation to any
thing, item or matter.

[0493] Currencies.
[0494] Precious metals.
[0495] Works of art and any other valuables such as

stamps, coins or jewels; and

[0496] Any other form of investment offering at least the
potential for return on capital over a period of time,
whether or not the capital is guaranteed, and whether or
not a return on capital is guaranteed.

[0497] Offshore investment.
[0498] Trade in bullion or the like.
[0499] Alternative forms of disposition of valuable

assets, for example buy-back contracts and other instru-
ments used in certain jurisdictions in light of Sharia law,
or in accord with any other religious or other customs or
beliefs.
[0500] Additionally, the terms “invest”, “investing”,
“investment” and the like, as used herein, should be construed
as including, but not limited to, the use of one or more money
management techniques to increase an available amount of
funds and investing the resultant increased available amount
of funds. It should also be appreciated that the “investment
return” need not be cash-based or even financial in nature,
provided merely that it has some intrinsic, virtual, deemed or
perceived value in the broad context of the gaming activity.
[0501] Further, it should be appreciated that for the pur-
poses of the present invention, any investment procedure (or
other methodology for generating supplementary contribu-
tions for or on behalf of consumers) may be entirely invisible
from the consumers’ perspectives, being managed as a “back
office” operation by or on behalf of the gaming operator.
Indeed, in many embodiments, this is the preferred approach,
s0 as to shield the consumers from the detail of potentially
complex investment and risk management strategies, which
might otherwise detract from the experience and enjoyment
of the primary gaming activity itself. This is an important
distinction with respect to some forms of investment product,
in which an understanding of the transparent underlying
investment mechanics is primary, and any associated gaming
activity is of secondary significance.
[0502] FIG. 16A schematically illustrates an exemplary
gaming administration system 1600 according to one
embodiment where the prize pool is supplemented by invest-
ment income. A contributor 1601 provides funds to system
1600. For example, these funds may be provided by consum-
ers, or held on behalf of consumers, in accordance with a
flexible credit arrangement as discussed further above.
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[0503] The funds are combined into a funding pool 1603.
This funding pool includes non-investment capital 1604 and
investment capital 1605, although in some embodiments the
former has a zero value. Investment capital 1605 is provided
to an investment vehicle 1606, optionally by way of elec-
tronic funds transfer. In some embodiments the entry fees, or
parts thereof, are transferred substantially directly to this
vehicle. Non-investment capital 1604 is added to a prize pool
1607.

[0504] At the end of a predetermined investment period,
investment capital 1605 is added to prize pool 1607. A gross
investment return 1608 is received, and from this an admin-
istrator commission 1614 is deducted, along with other
deductions 1615 (such as taxes, levies, duties, investment
costs, and so on), thereby to define a net investment return
1609. Net investment return 1609 is added to prize pool 1607,
that prize pool being at an appropriate time distributed among
players, including contributor 1601. The contributor distrib-
utes prizes among consumers who participate in a flexible
credit arrangement.

[0505] Inthe example of FIG. 16A, prizes are funded out of
the funding pool as well as investment income. However, in
some circumstances, all of the funding pool is intended to be
returned to the contributor in due course (as consumers’ flex-
ible credit is not placed at risk). FIG. 16B schematically
illustrates an exemplary gaming administration system 1650
according to one embodiment where the prize pool is defined
by investment income.

[0506] A contributor 1601 provides funds to system 1650.
For example, these funds may be provided by consumers, or
held on behalf of consumers, in accordance with a flexible
credit arrangement as discussed further above.

[0507] The funds are combined into a funding pool 1603.
This funding pool includes non-investment capital 1604 and
investment capital 1605, although in some embodiments the
former has a zero value. Investment capital 1605 is provided
to an investment vehicle 1606, optionally by way of elec-
tronic funds transfer. In some embodiments the entry fees, or
parts thereof are transferred substantially directly to this
vehicle. Non-investment capital 1604 remains in pool 1603.
[0508] At the end of a predetermined investment period,
investment capital 1605 is returned to pool 1603, and pool
1603 is able to be refunded in whole or in part to contributors
in accordance with their instructions. A gross investment
return 1608 is received, and from this an administrator com-
mission 1614 is deducted, along with other deductions 1615
(such as taxes, levies, duties, investment costs, and so on),
thereby to define a net investment return 1609. Net investment
return 1609 is added to prize pool 1607, that prize pool being
at an appropriate time distributed among players, including
contributor 1601. The contributor distributes prizes among
consumers who participate in a flexible credit arrangement.
[0509] Hardware/Software Implementation

[0510] It will be appreciated that various embodiments of
the present invention are technically implemented using vari-
ous combinations of hardware and software. Some of these
are considered below.

[0511] FIG. 17A illustrates a system for managing flexible
credit, in the form of system 1700. System 1700 includes a
flexible credit administration server 1701. This gaming
administration server includes a processor 1705 coupled to a
memory module 1706 and a communications interface 1707.
[0512] Memory module 1706 is configured for maintaining
software instructions 1708 which, when executed on proces-
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sor 1705, allow server 1701 to perform various methods,
including but not limited to one or more of the methods
described herein.

[0513] Theterm “communications interface” or “interface”
should be read broadly to include any component or group of
components including one or more of a network interface
(such as an Ethernet interface, or other wired/wireless net-
work interface), modem, other interfaces configured to allow
communication between server 1701 and another processing
platform, ports (such as serial or parallel ports) for receiving
data from or providing data to input/output devices such as
keyboards, scanners and printers.

[0514] As illustrated, server 1701 is coupled to a consumer
account database 1710. Although, in the context of the present
illustrations, this database is shown as being a single discrete
component, in alternate embodiments it is defined by a plu-
rality of distributed components, optionally including
memory modules of one or more servers such as server 1701.
[0515] In some embodiments, such as that of FIG. 17B, a
plurality of like or similar servers 1701 are coupled to a
common database 1710. For example, servers 1701 are pro-
vided at distributed locations, with a database 1710 provided
at a centralized location.

[0516] Database 1710 maintains data indicative of transac-
tions and account statuses, which includes, in various
embodiments, data indicative of the level of flexible credit
held by consumers, and the allocation of entries between
consumers.

[0517] FIG. 17C illustrates an exemplary system 1730
where a server 1701 is coupled to a sales terminal 1731 and
redemption terminal 1741. In some embodiments these are
integrated into a single terminal.

[0518] As illustrated, terminal 1731 includes a processor
1732, communications interface 1733 and memory module
1734 (which maintains software instructions 1735).

[0519] In overview, a consumer interacts with terminal
1732 to complete a transaction having a flexible credit com-
ponent. In some embodiments this is a direct interaction,
whereas in other embodiments it is an indirect interaction
whereby a terminal operator interacts with terminal 1732 on
behalf of the consumer. The consumer provides identifying
information, which is in the present embodiment read into
terminal 1732 from a ID card by way of a card reader (such as
a magnetic strip arrangement). This allows terminal 1732 to
provide to server 1701 data indicative of a flexible credit
adjustment.

[0520] As illustrated, terminal 1741 includes a processor
1742, communications interface 1743 and memory module
1744 (which maintains software instructions 1745). A card
reader 1746 is also coupled to processor 1742. In overview, to
redeem flexible credit/prizes, a consumer presents an ID card.
Terminal 1741 then performs a query process to determine
whether the ID card is indicative of a level of flexible credit.
This, in some cases, requires communications with server
1701. Prizes and/or refunds are provided to the consumer
where appropriate. In some cases these are provided by cash,
and in some cases by way of a further ticket or other indication
of entitlement that is redeemable for cash or cheque either
upon presentation, or at some predetermined future point in
time. In further cases, the consumer nominates a location to
which the prize/refund should be delivered, such as a physical
address or bank account. In some cases the consumer
arranges for the prize/refund to be credited to a specified
bank/credit card account.
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[0521] In some embodiments, redemption is automated.
For example, a consumer is invited to create a user account,
this account including details of a bank account to which
prizes/refunds are to be credited, and this crediting occurs
automatically.

[0522] In some embodiments some or all of the general
functionalities of either or both of terminals 1731 and 1741
are made available to a consumer via a personal computing
platform, such as a desktop computer, laptop computer, cel-
Iular telephone, PDA, gaming console, or other platform. In
some such embodiments, consumers access a website over
the Internet to purchase goods/services (or otherwise com-
plete transactions), for example by selecting risk profiles via
a selection interface provided by a web-page viewable
through a web-browser application, and providing funds by
way of an online payment procedure. In other embodiments,
consumers download proprietary software as an alternative to
a browser-based approach.

[0523] In some embodiments, transactions are completed
via online approaches (for example, via a website accessible
over the Internet) and in-store approaches (for example, at a
retail location having a sales terminal and/or redemption ter-
minal). In some cases, different rules apply for transactions
completed online as opposed to transactions completed in-
store.

[0524] FIG. 18A and FIG. 18B illustrate two approaches
for interfacing gaming administration server 1701 with a
plurality of client terminals 1804 (optionally including the
likes of consumers’ personal terminals, and terminals pro-
vided at retail venues). In some embodiments a combination
of the two approaches is used.

[0525] The approach of FIG. 18A is to provide a website
1801 on the Internet for interfacing the client terminals with
the administration server. The approach of FIG. 18B is to
provide a connection, such as a VPN connection, over the
Internet or another network (suchas a LAN or WAN) 1850 for
interfacing the client terminals with the administration server.
[0526] Unless specifically stated otherwise, it should be
appreciated that throughout the specification terms such as
“processing,” “computing,” “calculating,” “determining”,
analyzing” or the like, in some embodiments refer to the
action and/or processes of a computer or computing system,
or similar electronic computing device, that manipulate and/
or transform data represented as physical, such as electronic,
quantities into other data similarly represented as physical
quantities.

[0527] Ina similar manner, the term “processor” may refer
to any device or portion of a device that processes electronic
data, e.g., from registers and/or memory to transform that
electronic data into other electronic data that, e.g., may be
stored in registers and/or memory. A “computer” or a “com-
puting machine” or a “computing platform” may include one
Or More processors.

[0528] The methodologies described herein are, in some
embodiments, performable by one or more processors that
accept computer-readable (also called machine-readable)
code containing a set of instructions that, when executed by
one or more of the processors, carry out at least one of the
methods described herein, or a variation on at least one of the
methods described herein. Any processor capable of execut-
ing a set of instructions (sequential or otherwise) that specify
actions to be taken should be included. Thus, one example is
atypical processing system that includes one or more proces-
sors. Each processor may include one or more of a CPU, a
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graphics processing unit, and a programmable DSP unit. The
processing system further may include a memory subsystem
including main RAM and/or a static RAM, and/or ROM. A
bus subsystem may be included for communicating between
the components. The processing system further may be a
distributed processing system with processors coupled by a
network. If the processing system requires a display, such a
display may be included, e.g., a liquid crystal display (LCD)
or a cathode ray tube (CRT) display. If manual data entry is
required, the processing system also includes an input device
such as one or more of an alphanumeric input unit such as a
keyboard, a pointing control device such as a mouse, and so
forth. The term memory unit as used herein, if clear from the
context and unless explicitly stated otherwise, also encom-
passes a storage system such as a disk drive unit. The pro-
cessing system in some configurations may include a sound
output device, and a network interface device. The memory
subsystem thus includes a computer-readable carrier medium
that carries computer-readable code (e.g., software) including
a set of instructions to cause performing, when executed by
one or more processors, one of more of the methods described
herein. Note that when the method includes several elements,
e.g., several steps, no ordering of such elements is implied,
unless specifically stated. The software may reside in the hard
disk, or may also reside, completely or at least partially,
within the RAM and/or within the processor during execution
thereof by the computer system. Thus, the memory and the
processor also constitute computer-readable carrier medium
carrying computer-readable code.

[0529] Furthermore, a computer-readable carrier medium
may form, or be included in a computer program product.
[0530] Inalternative embodiments, the one or more proces-
sors operate as a standalone device or may be connected, e.g.,
networked to other processor(s), in a networked deployment,
the one or more processors may operate in the capacity of a
server or a user machine in server-user network environment,
or as a peer machine in a peer-to-peer or distributed network
environment. The one or more processors may form a per-
sonal computer (PC), a tablet PC, a set-top box (STB), a
Personal Digital Assistant (PDA), a cellular telephone, a web
appliance, a network router, switch or bridge, or any machine
capable of executing a set of instructions (sequential or oth-
erwise) that specify actions to be taken by that machine.
[0531] Note that while some diagrams only show a single
processor and a single memory that carries the computer-
readable code, those in the art will understand that many of
the components described above are included, but not explic-
itly shown or described in order not to obscure the inventive
aspect. For example, while only a single machine is illus-
trated, the term “machine” or “device” shall also be taken to
include any collection of machines that individually or jointly
execute a set (or multiple sets) of instructions to perform any
one or more of the methodologies discussed herein.

[0532] At least one embodiment of each of the methods
described herein is in the form of a computer-readable carrier
medium carrying a set of instructions (such as a computer
program) that are for execution on one or more processors,
(such as one or more processors that are part of an information
system). Thus, as will be appreciated by those skilled in the
art, embodiments of the present invention may be embodied
as a method, an apparatus such as a special purpose apparatus,
an apparatus such as a data processing system, or a computer-
readable carrier medium (such as a computer program prod-
uct). The computer-readable carrier medium carries com-
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puter readable code including a set of instructions that when
executed on one or more processors cause the processor or
processors to implement a method. Accordingly, aspects of
the present invention may take the form of a method, an
entirely hardware embodiment, an entirely software embodi-
ment or an embodiment combining software and hardware
aspects. Furthermore, the present invention may take the form
of carrier medium (such as a computer program product on a
computer-readable storage medium) carrying computer-
readable program code embodied in the medium.

[0533] The software may further be transmitted or received
over a network via a network interface device or other com-
munications interface. While the carrier medium is shown in
an exemplary embodiment to be a single medium, the term
“carrier medium” should be taken to include a single medium
or multiple media (such as a centralized or distributed data-
base, and/or associated caches and servers) that store the one
or more sets of instructions. The term “carrier medium” shall
also be taken to include any medium that is capable of storing,
encoding or carrying a set of instructions for execution by one
or more of the processors and that cause the one or more
processors to perform any one or more of the methodologies
of the present invention. A carrier medium may take many
forms, including but not limited to, non-volatile media, vola-
tile media, and transmission media. Non-volatile media
includes, for example, optical, magnetic disks, and magneto-
optical disks. Volatile media includes dynamic memory, such
as main memory. Transmission media includes coaxial
cables, copper wire and fiber optics, including the wires that
comprise a bus subsystem. Transmission media may also take
the form of acoustic or light waves, such as those generated
during radio wave and infrared data communications. For
example, the term “carrier medium” shall accordingly be
taken to include, but not be limited to, solid-state memories,
a computer product embodied in optical and magnetic media,
a medium bearing a propagated signal detectable by at least
one processor of one or more processors and representing a
set of instructions that when executed implement a method, a
carrier wave bearing a propagated signal detectable by at least
one processor of the one or more processors and representing
the set of instructions a propagated signal and representing
the set of instructions, and a transmission medium in a net-
work bearing a propagated signal detectable by at least one
processor of the one or more processors and representing the
set of instructions.

[0534] It will be understood that the steps of methods dis-
cussed are performed in one embodiment by an appropriate
processor (or processors) of a processing system (such as a
computer) executing instructions (computer-readable code)
stored in storage. It will also be understood that the invention
is not limited to any particular implementation or program-
ming technique and that the invention may be implemented
using any appropriate techniques for implementing the func-
tionality described herein. The invention is not limited to any
particular programming language or operating system.
[0535] Comments on Local Laws

[0536] It is appreciated that various embodiments
described herein include or refer to practices or subject matter
that may be considered as being contrary to local laws in
various jurisdictions. To the extent that the claims below
cover subject matter that is contrary to the local laws of a
particular jurisdiction, the claims should be interpreted in that
jurisdiction in a manner so as to exclude any practices or
subject matter that is indeed contrary to those local laws. A
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particular example presently considered is Sharia law, which
may adopt a contrary stance to various aspects of gaming and
investment as described herein. However, those skilled in the
art will recognize how certain embodiments of the invention
may nevertheless be implemented in accordance with Sharia
law.

CONCLUSIONS

[0537] It will be appreciated that the above disclosure pro-
vides for various novel and inventive systems and methods for
providing gaming activities, managing flexible credit, and the
like. Generally speaking, an appreciation that gaming activi-
ties may be funded without necessarily requiring consumers
forfeit (or place at risk) funds allows for the application of
gaming across a wider audience, and allows service providers
to obtain significant competitive advantages.

[0538] Although the invention has been described with ref-
erence to specific examples, it will be appreciated by those
skilled in the art that the invention may be embodied in many
other forms. While there has been described what are believed
to be the preferred embodiments of the invention, those
skilled in the art will recognize that other and further modi-
fications may be made thereto without departing from the
spirit of the invention, and it is intended to claim all such
changes and modifications as fall within the scope of the
invention. For example, any formulae given above are merely
representative of procedures that may be used. Functionality
may be added or deleted from the block diagrams and opera-
tions may be interchanged among functional blocks. Steps
may be added to or deleted from methods described herein
whilst remaining within the scope of the present invention.

1. A processor-implemented method for providing a gam-
ing activity, the method including the steps of:

receiving, subject to a transaction between a consumer and

a supplier, data indicative of an account identifier and
associated data indicative of a transaction amount, the
transaction amount being a value of funds in exchange
for which goods and/or services are purchased by the
consumer from the supplier;

querying a consumer account database to identify a con-

sumer account corresponding to the account identifier,

wherein the consumer account database includes a plu-

rality of accounts, and each account includes:

data indicative of a level of available funds; and

data indicative of an allocated none or more entries in
relation to a risk free gaming activity;

updating the data indicative of the level of available funds

in the identified consumer account, thereby to reflect a
decrease in that level of available funds based on the
transaction amount;

based on the transaction amount or the decreased level of

available funds in the identified consumer account, oper-
ating one or more processors thereby to update the data
indicative of the allocated none or more entries such that
the allocation of entries decreases corresponding to the
updated level available funds.

2. A method according to claim 1 wherein the data indica-
tive of a level of available funds corresponds to funds linked
to a stored value card.

3. A method according to claim 1 wherein the data indica-
tive of a level of available funds corresponds to funds linked
to a stored value card corresponds to funds in an account with
a financial institution.
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4. A method according to claim 1 including:

receiving further data indicative of a further account iden-
tifier and associated data indicative of a credit amount,
the credit amount being a value of funds for credit to a
further consumer account corresponding to the further
account identifier;

updating the data indicative of the level of available funds

in the further consumer account, thereby to reflect an
increase in that level of available funds based on the
credit amount;

based on the transaction amount or the decreased level of

available funds in the identified consumer account, oper-
ating one or more processors thereby to update the data
indicative of the allocated none or more entries such that
the allocation of entries increases corresponding to the
updated level available funds.

5. A method according to claim 4 wherein increasing the
allocation of entries includes wholly or partially allocating
one or more entries to the consumer account.

6. A method according to claim 1 wherein decreasing the
allocation of entries includes wholly or partially de-allocating
one or more entries from the consumer account.

7. A method according to claim 1 including the steps of:

identifying one or more winning entries;

identifying a prize amount associated with each winning

entry;

identifying one or more consumer accounts for which the

data indicative of none or more entries is indicative of
one or more of the winning entries;

distributing prizes associated with the winning entries

between the identified consumer accounts.

8. A method according to claim 7 wherein the data indica-
tive of none or more entries is indicative of a non-zero allo-
cation proportion for at least one winning entry, and wherein
aportion of a prize amount associated with that winning entry
is distributed to that consumer account based on the non-zero
allocation proportion.

9. A processor-implemented method for providing a gam-
ing activity, the method including the steps of:

receiving, subject to a transaction between a consumer and

a supplier, data indicative of a transaction amount, the
transaction amount being a value of funds in exchange
for which goods and/or services are purchased by the
consumer from the supplier;

providing a first signal thereby to cause an update in data

indicative of the level of available funds in a transaction
account associated with the consumer, thereby to reflect
a decrease in a level of available funds in that account
based on the transaction amount; and

providing a second signal thereby to cause an update in

data indicative of an allocated none or more entries in
relation to a risk free gaming activity, thereby to update
in data indicative of the allocated none or more entries
associated with the consumer, such that the allocation of
entries decreases corresponding to the updated level
available funds.

10. A method according to claim 9 wherein the data indica-
tive of a level of available funds corresponds to funds linked
to a stored value card.

11. A method according to claim 9 wherein the data indica-
tive of a level of available funds corresponds to funds linked
to a stored value card corresponds to funds in an account with
a financial institution.

12. A method according to claim 9 wherein updating the
data indicative of the allocated none or more entries associ-
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ated with the consumer includes wholly or partially de-allo-
cating one or more entries to the consumer account.
13. A device including one or more processors, the device
being configured to perform a method including:
receiving, subject to a transaction between a consumer and
a supplier, data indicative of a transaction amount, the
transaction amount being a value of funds in exchange
for which goods and/or services are purchased by the
consumer from the supplier;
providing a first signal thereby to cause an update in data
indicative of the level of available funds in a transaction
account associated with the consumer, thereby to reflect
a decrease in a level of available funds in that account
based on the transaction amount; and
providing a second signal thereby to cause an update in
data indicative of an allocated none or more entries in
relation to a risk free gaming activity, thereby to update
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in data indicative of the allocated none or more entries
associated with the consumer, such that the allocation of
entries decreases corresponding to the updated level
available funds.

14. A method according to claim 13 wherein the data
indicative of a level of available funds corresponds to funds
linked to a stored value card.

15. A device according to claim 13 wherein the data indica-
tive of a level of available funds corresponds to funds linked
to a stored value card corresponds to funds in an account with
a financial institution.

16. A device according to claim 13 wherein updating the
data indicative of the allocated none or more entries associ-
ated with the consumer includes wholly or partially de-allo-
cating one or more entries to the consumer account.
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