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(57) ABSTRACT 

The invention refers to digital interactive games operable 
from specific terminals, video game consoles, personal com 
puters, cell phones, digital interactive television, even when 
they include an initial bit of chance for their usual develop 
ment, in order to incorporate the possibility to get a prize 
(including cash payments), besides of simply diversion. It 
comprises the incorporation of at least one random resource 
capable of Sustaining a mathematical balance between win 
ners and losers equivalent to that governing games of pure 
chance, keeping the condition that, for the resolution of each 
game, it requires the participation of the person, his/her with 
and his/her visual, motor, spatial, andlinguistic skills, besides 
to his/her knowledge. The incorporated random resource is 
managed by a probabilistic balance system that ensures the 
proper ratio between winners and losers in terms of the pre 
determined “payout'. The incorporated random resource 
could be either a lottery of maximum results including the 
previous draw of the maximum result the player can reach 
(although he/she plays it perfectly), or a lottery of levels of 
difficulty that draws the level of difficulty set for each game 
between a maximum level (virtually impossible to overcome) 
and a minimum level (very easy to overcome), or a combina 
tion of both of them. 
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SYSTEM FOR INCORPORATING CHANCE 
INTO INTERACTIVE GAMES REQUIRING 
THE APPLICATION OF INTELLECTUAL OR 

MOTOR SKILLS 

FIELD OF THE INVENTION 

0001. The invention is within the field of digital interactive 
games. This is operative on different devices such as termi 
nals with “touch screen” screens, video game consoles, cabi 
nets or slot machines, personal computers, cellphones, digital 
interactive television, and offers the possibility of participat 
ing in skill games either for diversion, for prizes or for money. 
0002 The invention applies essentially to resolution of 
games with motor or intellectual skill. Such as in the case in 
which they also include a bit of chance within their develop 
ment, although the resolution necessarily depends on the 
intellectual or motor skill of the player. 

BRIEF DESCRIPTION OF THE INVENTION 

0003. The present invention is directed to a novel system 
from which chance and the player's skill influence the result 
of the game, in Such a degree that allows for the incorporation 
of prizes (including money payments), besides of simply 
diversion. 
0004 Thus, different schemes are used, including some 
which dynamically fit the difficulty or level of the game by 
giving incentives in accordance to said skill. 
0005. As known, many skill games contain, in a higher or 
lower measure, a degree of chance which result may be saved, 
improved or worsened by the participation of the skill of each 
player. 
0006 For example, games with dice (Generala, Backgam 
mon, TEG), cards (Solitaire. One), although they are essen 
tially chance games, have a component of intellectual skill 
and strategy. 
0007. The same happens in games where letters are drawn 

to form words (Scrabble, Boggle, Letter Soup), or also where 
there are options to choose questions (multiple choice, 
Trivia), chance and intellectual skill take part. 
0008. On the contrary there are some games which do not 
include chance at all and which only depend on the skill or 
knowledge of the player: Chess, Checkers, Crosswords. 
0009. The present invention provides a system for skill 
games (either intellectual or motor skill) in which chance 
does not take part, as well as those in which chance is part, in 
a higher or a lower degree, to be played Such that, besides the 
intrinsic attraction Supplied by each game, they include an 
additional incentive including access to a prize (including 
money). 

BACKGROUND OF THE INVENTION 

0010 Slot Machines 
0011. Only chance games with no challenge, no participa 
tion of skill and no possibilities to change fate. Gambling 
systems are designed to call the attention of players to an 
entertainment experience. Games generally call the attention 
through the use of lights, colors, sounds, music themes, new 
Subjects, various bonus and prizes. Likewise, they incorpo 
rate more and new paying combinations. 
0012 However, when the player intervenes in these 
games, the experience offered by this type of systems is 
highly repetitive. The functioning of the systems after said 
games is always the same. They are made of a set of wheels 
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containing very varying symbols which spin randomly 
through a result which may consist, or not, of one or more 
paying combinations. 
0013. It is known for these systems, that if they continu 
ously offer the same type of game, they cause boredom of the 
player and his/her loss of interest. 
0014. This loss of interest manifests the need for the 
appearance of new gaming systems offering a varied and 
stimulating experience for the player, increasing the interest 
and stimulating him to go on playing while performing a bet. 
00.15 Precisely, the system of the present patent of inven 
tion is a clear Solution to the present problem, since it allows 
definition of wagering games where different levels of diffi 
culty are included to challenge the intellectual or motor skill 
of the player, meaning new experiences of entertainment, 
higher, always new, and attractive. 
0016. In traditional “slots’ the game is stable all along the 
session, being that the activity required by the player is 
always the same and the results obtained are totally random 
and absolutely independent of any kind of skill by the player. 
0017. These games do not show any intellectual or motor 
challenge to the player. 
0018. On the other hand, there are “slot games, such as 
the one detailed in U.S. Pat. No. 6,193,696, offering the 
possibility of responding to a trivia question while playing to 
the slot. 
0019. The player who responds correctly to the question is 
able to access the slot game with a higher prize pay table. In 
any case, the probability of winning or losing is still random 
and the fact of obtaining a determinate combination of sym 
bols in the slot game, which combination, once achieved, 
grants the prize, is beyond any skill of the player. 
0020. It is again noted that, beyond the possibility to 
increase or reduce the value of the prize to be accessed by 
means of the “Trivia' question, the player has no chance to 
influence the resolution of the “slot' game. 
0021. The system of the present patent of invention incor 
porates, as novelty, besides the random component, which 
exists in any betting game, the need to put into the game the 
intellectual or motor skills of the player in the resolution of 
same. Thus, his intellectual or motor skill may change the fate 
of the game session. 
0022. Current “Arcade’ Video Games 
0023. In current video games or games of “arcade' the 
player is overcoming obstacles and solving tasks, progressing 
towards increasing levels of difficulty. This is always the 
same, so that the player knows and incorporates the dynam 
ics, knows that a more difficult level is coming, may exercise 
the required skills and can generally learn to solve all the 
levels of difficulty shown by the game. This is because ulti 
mately all levels of difficulty, even the most difficult ones, 
depend almost entirely on the player's skill. 
0024. While this kind of game shows many challenges, it 

is not possible to establish a mechanism for payment of prizes 
or a "payout', as the chance of winning or losing depends 
directly on the player's skill and never on chance. That is, a 
very skillful player in a particular game would win consis 
tently. 
0025. With the additional incentive system of the present 
patent of invention, a draw of random and varied levels of 
difficulty, which may even include unattainable levels of reso 
lution, is performed, making it impossible that practice or 
learning allow a player to win consistently. Thus, it is ensured 
that there will be players who win and players who lose, 
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making it possible to establish a specific mathematics that 
allows development of a game where granting of prizes is 
feasible, including cash payment. 
0026. Another remarkable problem that can be seen in 
current video games is that the number of levels of difficulty 
is limited and that they occur according to a fixed sequence, 
from lowest to highest. In such games an extremely skilled 
player can play for hours, which is not economically profit 
able. 

0027. With the system of the present invention, it is pos 
sible to incorporate the draw of a lot of levels of difficulty, 
creating a game session with a predetermined amount of these 
levels. In this way, you can set the duration of a session, and 
thereby ensure that a significant number of players will go 
through a particular machine, where a percentage of them will 
win and another percentage will lose, in compliance with a 
predetermined “payout. 
0028 
0029. With regard to console games such as “Sony Play 
station”, “Nintendo”, “Xbox', etc., while they incorporate a 
much more sophisticated multimedia over those “arcade' 
Video games, they have a similar structure regarding to the 
fixed succession of levels of difficulty, from easiest to hardest. 
0030 Although there are a lot of very varied levels, the 
following of a fixed sequence involves, in the same way that 
“arcade games, very long sessions where the success of the 
task is directly related to the skill of the player, so that it would 
be impossible to establish a mathematics enabling the offer of 
a determined “payout” because the expense in prizes would 
be extremely high. There is no guarantee that the balance 
between the players winning and losing is kept at a certain 
level to calculate a “payout'. 
0031. With the incentive application system of the present 
invention, it is possible to incorporate levels of insurmount 
able difficulty, similar in probability of resolution to obtain 
ing the “Jackpot' in a slot machine, ensuring a balance that 
allows funds to be raised to deliver prizes on the basis of an 
appropriate predetermined “payout'. 
0032 
0033 Games of chance for money when there is a bank are 
based on the study of the probability of the various winning 
combinations from the total possible combinations. 
0034. Usually, a pay table based on that probability is 
established. Over time, (i.e., given a Sufficiently large number 
of plays to total possible combinations), a determined pay 
table generates a certain payout (or percentage of money that 
the game—the bank-returns to bettors). If the payout is less 
than 100%, then the bank does not lose money. 
0035. Take, for example, a wheel with 37 individual boxes 
(numbered from 0 to 36) and a layout in which the player can 
only bet on what number will come out (straight-up bet), 
where the pay table establishes that the bank will pay the 
gambler getting the right number to go out at the wheel at 35 
to 1 (i.e., for every dollar the playerbets, the bank will pay $35 
if he/she gets right, and if the player loses, the bank keeps 
his/her bet). If the wheel is well-balanced, the probability of 
getting any of the numbers is 1/37, as the pay table is S1-S35 

Console Games 

Games of Chance for Money 
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(for any of the 37 numbers), eventually (after thousands of 
plays), the payout for this game will be 

35 - 1 
37 

(because when the player wins, he/she gets the dollar he/she 
bet, plus the 35 paid by the bank), i.e., nearly 97.3%. 
0036. This establishes that after a sufficiently large num 
ber of games, the bank will have a net gain of about S0.70 for 
every S100 bet. 
0037 All games of chance for money that are fair, are 
based on a probabilistic study and work in the same way, i.e. 
use a pay table that defines a certain payout'. 
0038 Games of Skill for Money 
0039 Traditionally, games of skill (both intellectual and/ 
or motor skill) only can be played for money when it is done 
between pairs, where two or more players challenge each 
other by betting money and setting out how money will be 
divided according the result of the game (for example, the 
winner takes all or the money is distributed proportionally to 
the final score of each player.) 
0040. The gamblers do not necessarily have to be the same 
players; there can also be mere gamblers who bet on one or 
another player. In fact, the player himself might not be a 
gambler. 
0041. The only place where there is a bank for this type of 
games is when the bank is a mere mediator (or broker) of 
mutual trust. If there is such a broker, its profit can be defined 
either as a small percentage of each bet, regardless of which 
player wins, or through the management of probabilistic pay 
ment schemes leaving a consistent margin for the bank. 
0042 General Considerations about Chance Resources 
0043 Chance in Games 
0044) There were two widely used mechanisms to gener 
ate randomness in games of chance: 
0045 a) Extraction lottery (or drum lottery) 
0046 b) Combinatorial probability chance. 
0047 Depending on how both are implemented, they 
could be equivalent in some cases. 
0048 Extraction Lottery 
0049. The extraction lottery or drum lottery is that wherein 
one among in items within a bag or a lottery drum is randomly 
chosen. 
0050 Typically, the n elements are different from each 
other (e.g., numbered from 1 to n) and the probability of 
choosing any of them is equal (the shape, size and weight of 
the n elements are equal). In fact, in this case the probability 
of choosing any one of them is exactly 1/n. 
0051. When more than one item is going to be succes 
sively extracted, there are two traditional ways of doing this: 
0052 a) with replacement 
0053 b) without replacement. 
0054 Extraction with Replacement 
0055. In the first way, the item, once collected and 
checked, is replaced into the bag or lottery drum, so that it will 
take part in the following extraction, thus, the probability of 
getting out any of the n objects in the second extraction 
remains 1/n. 
0056 Extraction without Replacement 
0057. In the second way, the item, once collected and 
checked, is left out of the bag or lottery drum, so that it is not 
possible to choose it again. In this case, there will remain n-1 
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items in the bag and the probability to choose any of them in 
the second extraction would be 

1 
in - 1 

For the third extraction, there will remain n-2 items in the bag 
and the probability to choose any one of them would be 

and so on. If more items are extracted without replacement, 
the n'extraction would be made with a single item in the bag 
(the only one not chosen in the previous n-1 extractions), 
whose selection is certain (i.e., the probability of choosing 
that single item is exactly 1). 
0058 Extraction with Partial Replacement Replace 
ment Window 
0059. There is the possibility of using a mixed system 
where extracted tickets are not replaced immediately, but to 
prevent “the bag being empty', so that the probability of 
extracting a specific ticket is never exactly 1. 
0060 Given K elements, a number i such as 0<i><n is 
defined, and it is established that the amount of tickets in the 
bag can never be less than i. 
0061. One possible way of implementation would be that 
each n-i extractions (i.e., when the number of items left into 
the bag or the lottery drum is exactly i) the n-i items already 
used are replaced. Another possibility is to replace only a part 
of the n-i items. 

0062. In fact, if we allow the chosen number i to fulfill 
Osism, then the extraction with replacement and without 
replacement become the specific cases of the limits of i in the 
overall mechanism of partial replacement (i-O is without 
replacement and in is with replacement). 
0063) Non-Equiprobable Variants 
0064. In the cases described herein, equiprobable items 
were always used (i.e., the probability of choosing anyone 
into the bag is equal to choosing anyone of the others). If a 
different probability is desired, it could be done in various 
ways: the physical properties of the items (such as, heavier or 
smaller balls will most likely leave a lottery drum that lighter 
or larger ones) could be changed, or the number of items of 
each value (i.e., using in items with different k-values with 
k<n, so that some items are repeated one or more times, thus 
increasing the probability of being chosen) could be changed. 
0065 Combinatorial Probability Chance 
0066. The combinatorial probability chance is one in 
which you use one or more items that generate chance (flip 
ping a coin, a die, a spinner, etc). 
0067 For example, if you throw a die of k faces n times, 
the number of possible combinations (in which the order they 
left out is respected) is n', i.e., the probability of each of the 
combinations is 
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0068. These probabilities can be modified without distin 
guishing the order or repeating values in different faces of the 
die. 
0069. Equivalence of Mechanisms 
0070. In some cases, it is possible to simulate the combi 
natorial probability chance using an extraction lottery. 
0071. For example: All possible combinations of two 
6-sided dice result in 36 (6') assuming we distinguish the 
combination 1-2 from 2-1 (otherwise it can be as well imple 
mented.) 
0072. If you want to simulate this event of combinatorial 
probability chance using extraction lottery, you simply need 
to put 36 tickets into the bag, each accounting for a possible 
combination of the two dice. The extraction must be with 
replacement, as throwing two dice once and again never 
depends on the previous result. 
0073. The following drawing shows both ways to depict 
the same game: 
0074. In the United States, laws among states are different, 
requiring in Some of them the draw in a slot machine to be 
random strip by Strip, where the final combination is a random 
probability of each strip (Combinatorial probability chance 
model). 
0075 Other states, however, require that draw is done 
firstly defining ALL possible combinations, putting them all 
in a bag and drawing one (Extraction lottery model). The 
condition for Such draw is fair to every player even requires 
that once the combination is drawn, it should be put again into 
the bag for the next drawing and not discarded (Extraction 
lottery with replacement). 

DESCRIPTION OF THE INVENTION 

(0076 Philosophy 
0077. The philosophy which this system is based on, con 
siders games an essential activity of human beings, and a 
development factor of their potential; a cultural enrichment to 
fostering new interests, and an incentive for Socialization. 
0078 Games of pure chance, by not engaging the player 
with his/her intelligence and skills, are likely to develop hab 
its of mechanization and compulsion, which often results into 
more or less serious gambling. 
007.9 The system of the present invention involves the use 
of skills and knowledge. It requires the engagement of the 
whole person, with his/her wit, visual, motor, spatial, linguis 
tic skills, coupled with his/her knowledge. 
0080 With its implementation, games which favor the 
reinforcement of the human being identity and prevent the 
mechanization in his/her behavior are obtained, thus decreas 
ing the propensity for compulsive behaviors. 
I0081 Based on as indicated in the preceding paragraphs, it 
can be said that the system to implement additional incentives 
into interactive games which the present invention is in gen 
eral referred to, represents a true innovation in the field of 
entertainment because cultural incentives are incorporated, 
replacing craving for an actual challenge in the testing of 
acquired knowledge. 
I0082) Operating Principle 
I0083. The system of the present invention devises away to 
make games of skill keep a mathematical balance, equivalent 
to that shown in games of chance, with a probability that 
allows the game to maintain a balance between winners and 
losers, and according to this, provide prizes as an additional 
incentive to the game itself. 
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0084. Based on the concept set forth, it can be said that the 
operating principle of the invented incentive system is the 
incorporation of different engines or resources that can be 
applied to the implementation of each game, thus incorporat 
ing a random component to the existing game. 
0085. These resources may be used alone or in combina 
tion according to the type of game the invented system is 
applied. 
0.086 These resources can be named as follows: 
0087 1) Lottery of maximum results: 
0088 1a) Lottery of maximum results with statistical 
compensation; 
0089) 1b) Lottery of maximum results with skill imbal 
ance compensation by pure chance; 
0090. 2) Lottery of levels of difficulty: 
0091 3) Probabilistic balance system: 
0092] 4) Multi-level jackpot system 
0093. 1) Lottery of Maximum Results 
0094. A first applicable resource to incorporate chance 
within a particular game is the so-called lottery of maximum 
results, which is based on the concept of establishing in 
advance the prizes to be delivered and thus to know its math 
ematical results. That is, 10,000 tickets are sold at S1 each, a 
first prize of $5,000; a second prize of $2,000; a third prize of 
S1,000; and fourth prize of S500 are given. It is known in 
advance that the calculation will result in a certain value 
which will allow distribution of the prizes. 
0095. The Lottery of maximum results is one in which a 
number of conditions that will limit the maximum result the 
player can reach in a given play is drawn by chance. 
0096. The draw can be performed with any variant of 
Extraction lottery. 
0097. The performed draw (the part of chance involved in 
the game) is done on a maximum result that may reach a 
previously defined set of combinations of cards, dice, letters, 
spatial arrangements, or anything determined for a specific 
game. 
0098. Once the draw is made, the player's skill will deter 
mine if the player can make use of 100% of that set of 
randomly selected combinations or if he/she uses a lesser 
part. 
0099. The prize will be obtained on what the player was 
actually able to use (and not on the possible maximum for 
such combination), thus his/her skill will also influence the 
received prize. 
0100 Thus, both an intelligent selection of combinations 
associated with maximum results and a pay table associated 
with the results generate a bounded payout for the game, 
allowing the game to be played for money with a bank, just as 
traditional slot machines. 
0101 Problems Inherent in Lottery of Maximum Results 
0102 Lottery of maximum results allows control of the 
maximum level of payout taking, as the only reference, a 
perfect player in a particular game. While this can be used so 
the bank does not lose money (by defining a maximum payout 
strictly lower than 100% for that perfect player), this may not 
be desirable. If most of the players have a much lower skill 
than the hypothetical perfect player, the effective payout will 
be far below the maximum payout leaving the player feeling 
that he/she never wins or the game underpays. 
0103) 1a) Lottery of Maximum Results with Statistical 
Compensation 
0104 One possible solution to this is to have statistical 
data of the game for a given population and adjust the pay 
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table so that the statistic payout has the desired value, 
although the maximum payout is above 100%. If the statisti 
cal data are based on a Sufficiently large number of plays and 
all the players that generated this statistics are significantly 
representative of all the players using the game, this solution 
will be feasible. 
0105. In fact, if you make a pay table as if all players were 
perfect, the bank consistently would lose money; however, if 
you make a statistical study of the behavior of the players, it 
may provide an appropriate "payout so that the imbalance 
that may arise favoring the bank when the players have a little 
skill is reserved for use in payments to skilled players. 
0106 Although this mechanism can provide satisfactory 
results, it is true that this is something certainly empirical and 
involves a double risk for the bank: If for a long period the 
skill distribution of the players is consistently higher than 
expected, the bank will lose money. If, conversely, it is lower 
than expected, the bank could make money in excess, which 
never is convenient because it ends up creating unhappy cus 
tomers. A “payout' is established lower than the desired one. 
0107 For the above reason, another resource is incorpo 
rated to definitely ensure that if the “payout' is not the best 
one, the bank invariably will pay compensation prizes. 
0108) 1b) Lottery of Maximum Results with Skill Imbal 
ance Compensation by Pure Chance 
0109) A possible solution is to compensate a skill imbal 
ance favorable to the bank using only a resource governed 
entirely by chance. 
0110. Such compensation resource includes to leave the 
pay table based on the maximum payout (i.e., considering the 
maximum use of the skill of the player), in which case the 
amount of imbalance that is produced in favor of the bank will 
be drawn in prizes applied to the same game (mystery prizes, 
multi-level jackpots, etc). 
0111. The proposal is to make a pay table that gives the 
desired “payout' based on the hypothesis (almost certainly 
false) that all players are perfect. That is, a proportion of 
maximum results are drawn as the combinations into a slot 
machine and this ratio generates a desired payout' in the 
long term. 
0112. As it is supposed that the probability that the players 
are not perfect is very high, we know that an imbalance 
favoring the bank is necessarily created, i.e., the “payout 
ends up being lower than the configured one. 
0113 Taking the above into account, the invention consid 
ers that all such amounts that are unfairly in favor of the bank 
will be used for draws during the games generating Surprise 
prizes for players in a totally random fashion, regardless the 
player's skill, in other words, by pure chance. 
0114 Thus, this new draw, by pure chance, which is incor 
porated using the mentioned imbalance favoring the bank as 
a jackpot to pay the prizes regardless of the player's skill, 
ensures that the “payout' established by the pay table is 
always the best. 
0115 2) Lottery of Levels of Difficulty 
0116. This second resource to incorporate chance that may 
be used by the system of the present invention is based on the 
draw of Levels of difficulty within a given game. 
0117. Where information, questions or combinations 
involved in a game can be assigned the concept of level of 
difficulty, a level of difficulty is firstly drawn and then an item, 
question, or combination associated with that level of diffi 
culty is used. 
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0118 When it can be determined in advance that there are 
items, questions, or combinations that result from Such a high 
level of difficulty that it is virtually impossible to solve, it is 
possible to achieve a distribution of these items to control the 
payout of the game. 
0119 Problems Inherent in the Lottery of Levels of Diffi 
culty 
0120. The only way the Lottery of levels of difficulty can 
control the maximum level of payout is by abusing the highest 
(or virtually impossible) levels. While this can be used so the 
bank does not lose money, this may not be desirable. If most 
of the players do not have a skill so high, the effective payout 
will be far below that level, leaving the player the feeling of 
he/she always loses the game or the game underpayS. 
0121 One possible solution to this is to have statistical 
data of the game for a given population and adjust the levels 
of difficulty so that the statistical payout approaches the 
desired value. 
0122) If the statistical data are based on a sufficiently large 
number of plays and all the players that generated these 
statistics are significantly representative of all the players 
using the game, this solution will be feasible. 
0123 Variations of Lottery of Maximum Results and Lot 
tery of Levels of Difficulty 
0.124 Now the Lottery of maximum results and the Lot 
tery of levels of difficulty have, in turn, two possible sce 
narios: a) with ticket replacement orb) without ticket replace 
ment (by discarding). 
0.125. As explained above in the section of general consid 
erations about chance resources, in the first case, the ticket 
extracted (drawn) is returned into the bag for the next play 
providing equal conditions among the players, i.e., all the 
players play the same draw, with the same number of tickets 
and with the same chance of winning. 
0126 The second case proposes that the ticket extracted 
(drawn) of the whole bag of tickets of results is discarded, and 
the next play a ticket is extracted but with one less ticket and 
so on until all the tickets are extracted, at which time the bag 
is renewed. 

0127. The difference between these two scenarios is that 
the second one (without replacement) is managed through 
accurate prizes, i.e., if a bag containing 10,000 tickets has 
only one major prize, you know exactly that a prize among 
10,000 tickets will be given, no more and no less, while the 
first form (with replacement) proposes only a probability and 
not an accurate knowledge of the prizes to be distributed, that 
is, by replacing the ticket the draw keeps being on 10,000 
tickets. 

0128. Now, in this second case, it is only the probability 
that says that the prize should go out at an average of 1 in 
10,000, but in this case there is no guarantee that this prize 
goes out exactly once every 10,000, it can be variable and go 
out at 12,000; 15,000; or even 20,000; and even go out more 
than once in 10,000 consecutive extractions. The reality is 
that it is not accurate, which makes it more natural. 
0129. However, various games require the use of either of 
these two ways according to their functionality. 
0130 3) Probabilistic Balance System 
0131) A third resource that the incentive system of the 
present invention can use to incorporate chance in a particular 
game, is the so-called Probabilistic balance system, (PBS) 
that functions as a corrector of the payout, allowing both 
lotteries (maximum results and levels of difficulty) to be 
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balanced based on the more or less local or temporary devia 
tion of the effective payout with respect to the desired payout. 
I0132) For Lottery of maximum results, the Probabilistic 
balance system changes dynamically the ratio of items, ques 
tions, or combinations with high and low maximum results. 
I0133. That is, if it detects that the effective payout is far 
below the desired payout, the Probabilistic balance system 
will increase the probability of choosing objects with high 
maximum results. 
I0134) If, on the contrary, the effective payout is far above 
the desired payout, the Probabilistic balance system will 
decrease the probability of choosing items with high maxi 
mum results (but without eliminating it). 
I0135 For Lottery of levels of difficulty, the Probabilistic 
balance system changes dynamically the ratio of low, 
medium, high and virtually impossible levels of difficulty. 
0.136 That is, if it detects that the effective payout is far 
below the desired payout, the Probabilistic balance system 
will increase the ratio of objects with low or medium level of 
difficulty. 
0.137 If, on the contrary, the effective payout is far above 
the desired payout, the Probabilistic balance system will 
increase the ratio of objects with high or virtually impossible 
level of difficulty. 
0.138 Frequency, Discretionality and Location of PBS 
0.139. The Probabilistic balance system can be applied 
continuously or with different frequencies, either every cer 
tain time interval, every certain number of plays, or a combi 
nation of both. 
0140 Moreover, large adjustments or narrowing of the 
difference between the prior and the subsequent status of the 
system may be allowed, so that the player will not notice that 
the game is Suddenly much easier or more difficult. 
0141 Finally, the adjustment can be made on an individual 
player or a set of players (either those who are in a specific 
region or location or other profile that could be identified). 
0142. Effect of PBS 
0.143 From a bag full of items or combinations with a 
certain amount of levels of difficulty and selecting randomly 
one of them, the game proposes a challenge to the player more 
or less complex depending on the level of difficulty drawn. 
0144. Such way that involves challenging the player with 
different levels of difficulty, can result in different scenarios 
depending on the skill of each player. That is, a medium level 
of difficulty can be solved successfully by a skilled person and 
not solved by a person without the same skill and/or knowl 
edge. 
0145. In this case, the Probabilistic balance system is 
responsible, in sessions executed each a certain time, as the 
game requires it, to level the lottery bag in order to reach again 
a mathematical balance. 
0146 Then, such Balance system balances the payout 
when a draw of levels of difficulty yields unexpected results. 
For example, if the system drew a high level of difficulty 
almost impossible to solve for a session and, thanks to the 
skill of the player, it could be resolved, then the system can 
balance this session with more draws of high levels of diffi 
culty. 
0147 Exemplification of PBS 
0.148. The system of the invention allows to select levels of 
difficulty in two different ways: 1) in a random way (by 
various methods) and 2) in an artificially intelligent way 
according to the performance of the player (or set of players) 
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by PBS. The same payout can be reach through both ways. 
The two above explained examples are shown as follows: 

APPLICATION EXAMPLES 

Example 1 
Without PBS 

0149. If we have three levels of difficulty A, B and C, 
wherein A is the easy level, B is one of the intermediate levels, 
and C is the impossible level, a player J who is sitting in a 
terminal will receive by draw one of three levels of difficulty. 
0150. Then, the player places his bet and the game draws 
the levels of difficulty. The drawn level is shown to the player 
who gives his/her answer, which is evaluated by the system. 
0151. If the answer is correct, the game performs again the 
draw for the levels of difficulty, get one and shows it again to 
the player, and so on. 
0152. If the answer is wrong, the game proceeds exactly in 
the same way. It makes again the draw of levels of difficulty. 
Obtaining an easy, intermediate or difficult level by the player 
is completely by chance and the prize depends on the perfor 
aCC. 

Example 2 
With PBS 

0153. The player sits down to play and the system defines 
a starting Proportional distribution of levels of difficulty 
(PDLD), related to the ratio accounting for each of the levels 
of difficulty (easy), B (intermediate), and C (practically 
impossible.) 
0154 The draw is made and the resulting level of difficulty 

is shown to the player through different game structures. The 
player gives an answer that is sent to the system for testing and 
for evaluating the balance among the three defined levels. 
0155. At each certain time (or a certain number of plays), 
the Probabilistic balance system controls the system status. If 
the responses are the expected ones, i.e., the user Successfully 
resolved most of the easy levels, some of the intermediates, 
and incorrectly the impossible levels, PBS maintains the sta 
tuS. 

0156. If, otherwise, the status was changed because the 
user answered correctly an impossible level or the user 
answered incorrectly several easy levels, the system executes 
PBS to amend intelligently the Proportional distribution of 
levels of difficulty to be drawn. 
(O157 Simple use of PBS Cases 
0158 Four very simple cases to understand the operation 
may be used. As an example, we will start with an initial 
PDLD with 10 Levels of minimum difficulty (MIN) and 9 
Levels of maximum difficulty (MAX): 
0159. The system draws an Impossible level (MAX) and 
the player returns a winning answer. The system runs PBS 
which results in a new balance consisting now in 13 Impos 
sible levels (MAX) and 9 Easy levels (MIN), increasing the 
probability of an Impossible level (MAX) being drawn again. 
0160 The system draws an Impossible level (MAX) and 
the player returns an unsuccessful answer (P). The balance 
does not change so that the system maintains the status. The 
system draws an Easy level (MIN) and the player returns an 
unsuccessful answer. The system runs PBS which results in a 
new balance consisting now in 9 Impossible levels (MAX) 
and 13 Easy levels (MIN), increasing the probability of an 
Easy level (MIN) is now drawn. The system draws an Easy 

Jan. 13, 2011 

level (MIN) and the player returns a winning answer. The 
balance does not change so that the system maintains the 
Status. 
0.161 Process Description 
0162 The player starts a game session in the system; 
0163 The system defines an initial PDLD according to the 
selected game; 
0164. The system performs the draw for the levels of dif 
ficulty; 
0.165. The system shows the level of difficulty drawn in the 
form of a game; 
0166 An "input from the player is received and the sys 
temperforms the corresponding test; 
0167. The system compares the new status (easy levels 
Versus impossible levels) against the initial status and either 
maintains the same status or run PBS: 
0168 PBS balances the status of the system according to 
the received “input. 
0169 Based on the explanation above, it can be said that 
the system of the present patent of invention stands out 
because it defines a first stage in which through the lottery of 
maximum results or the lottery of levels of difficulty, it draws 
(chooses) maximum results or levels of difficulty, which are 
shown to the user in the form that is most appropriate for each 
game. 
0170 The Probabilistic balance system, the second stage, 
will be carried out, if necessary, within a certain time or every 
certain number of plays, which may be stipulated in each of 
the games or more generally, and will be responsible for 
balancing prizes in order to maintain a balanced payout. 
(0171 Payout 
0172. In order to reach a probability on the model of Lot 
tery of maximum results or Lottery of levels of difficulty, with 
or without replacement, it is necessary to define anhypothesis 
about the player's skill level; we assume that this hypothesis 
is demanding and a perfect player (i.e., the one that meets the 
roofs raised by the maximum result or level of difficulty) is 
used as a reference (this requires that Such player could be 
modeled). 
0173 This establishes the maximum possible skill. It is 
clear that the actual player will have a lower (or, at most, 
equal) performance than the perfect player. This makes it 
possible to establish a probability and to predict a payout 
which is approximate and close to the desired one through a 
simulation. 
0.174 Another possible variant is to use accrued amounts 
due to the imbalance between the skill of the actual player and 
the perfect player, for the payment of prizes given by pure 
chance, so that to fulfill with the predetermined payout. 
(0175 4) Multi-Level Jackpot System 
0176 A completely different approach, included within 
the same operating principle, possible to use, includes the 
payment of the skill through a jackpot system, so that the pay 
table is dynamic and is based on the current level of accrual in 
a series of jackpots associated with the payable levels. 
0177 4a) Single Multi-Level Jackpot System 
0.178 This scheme rewards only skill. 
0179 The possible scores could be achieved are divided 
into a series of discrete levels, wherein from a certain level it 
is defined that the game will pay those reaching that level or 
a higher one. 
0180. The levels are defined based on the game in ques 
tion, but this may be a certain trajectory, a number of items 
collected, reached places, full screens, score ranges, etc. 
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0181 Ajackpot for each prized level will be made, that is, 
for all the levels between the defined minimum prized level 
and the highest possible level of the game. Thus, there will be 
as many jackpots as paying prize levels. 
0182 From the amount that each player pays to play, a part 

is intended to the profit of the company and the rest is divided 
into as many parts as jackpots should be maintained. The ratio 
that each jackpot is provided should be set for each instance of 
game (they could be the same or different from each other). 
0183 In turn, each jackpot is divided into two parts (not 
necessarily equal, but in fixed ratios to each game): an imme 
diate part and a reserve part. 
0184. When a player reaches a level which pays a prize, 
then the jackpot corresponding to that level, plus the Sum of a 
predetermined percentage of the immediate parts of all the 
jackpots of levels below that, is given to him/her. For 
example, if levels 6-10 pay a prize and the player reaches the 
level 8, then he/she will receive the immediate part of the level 
8 jackpot and the Sum of the predefined percentages of the 
immediate parts of the jackpots 6 and 7. 
0185. When the immediate part of a jackpot is given as a 
prize, the reserve part is divided into the same fixed ratio, 
being a new immediate part and a smaller reserve part. 
0186 Then, if the jackpots were not arranged so that the 
higher the level, the bigger the jackpot, they are rearranged to 
make it occur. In the trivial case where the predetermined 
percentage that comes from the jackpots of the lower level is 
100%, this rearrangement never occurs. 
0187. The game does not have a pay table as all the prizes 
are dynamically given by jackpots. 
0188 These jackpots may have upper limits so that to 
avoid the unlimited growth of them. Once a jackpot reaches 
the amount of its limit, the new contributions that would 
correspond to this will be distributed to the remaining jack 
pots in the same ratio that the original distribution is made, but 
excluding jackpots that have already reached their respective 
limits. 
0189 Also, a minimum level for each jackpot can be 
defined, wherein the bank would be responsible for covering 
the difference between the minimum level and the current 
level whenever the amount of the jackpot is below that thresh 
old. 
0.190 Dynamic adjustment of contributions to the jack 
pots Given the upper limit of the jackpots, it may be the case 
(especially in the higher levels with low frequency of occur 
rence) that these limits are reached and the jackpots do not 
grow for a long time (until the jackpot is used to pay a prize). 
0191) One way to avoid this is to make the contribution 
rates for each jackpot proportional to the differences between 
the upper limit of the jackpot and the current value of the 
jackpot, instead of being fixed predefined values, so that, as 
the value of the jackpot close to the limit, the contribution 
decreases (and increases at levels that are further from their 
limit). 
0.192 A mixed technique may be used wherein the 
dynamic way starts to be used after the amount of the jackpot 
reaches a predetermined level. 
(0193 4b) Mixed Multi-Level Jackpot System with 
Chance 
0194 This scheme allows addition of a chance percentage 
for giving prizes. 
0.195 From the amount that each player pays to play, a part 

is intended to the profit of the company, other part is intended 
for the payment of random prizes, and the rest is divided into 
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as many parts as jackpots should be maintained. The ratio that 
each jackpot is provided should be set for each instance of 
game (they could be the same or different from each other), 
the same is for the ratio intended for random prizes. 
0196. The mechanism is the same as in the case of the 
single multi-leveljackpot system, but in addition, at any time 
in the match a random prize is drawn using any type of 
extraction lottery or using a combinatorial probability 
chance. 

0197) These prizes are governed by the same mechanisms 
as a bonus or a motivator in a traditional slot machine and the 
payout is defined similarly. If it is desired that the whole of the 
ratio intended for random prizes is distributed (so that the 
profit of the bank comes only from the ratio already separated 
for this purpose), then the payout of these prizes will be 
adjusted at 100%. 
0198 The proportion allocated to the random part of the 
game depends on the weight given to the player's skill with 
regard to the chance. 
(0199 4c) Multi-Level Jackpot System with Random Mul 
tiplier 
0200. This scheme allows addition of the draw of a mul 
tiplier to any of the previous schemes of multi-leveljackpots. 
The multiplier is applied exclusively to the part of multi-level 
jackpots by skill. 
0201 A set of possible multipliers with their frequency of 
occurrence (wherein normally the most frequent is 1X, 
equivalent to not using a multiplier) is selected. The higher 
multiplier in the table is taken and its value is doubled, and a 
Z-factor is obtained (i.e., whether the higher multiplier is 10x. 
then the Z-factor is 20). This factor is used to define the ratio 
between the immediate part and the reserve part from each 
jackpot so that the immediate part is 1/Z and the reserve part 
1S 

Thus although large multipliers are obtained by drawn, the 
reserves will be enough to cover them. 
0202. It clearly arises from the above that it is an invention 
that defines a new combination of means designed to achieve 
Superior results, being the same unpredictable and Surprising 
even for an expert in the field. Consequently, besides being 
new, its constituent and functional design shows great inven 
tiveness, so that it meets the conditions required by the law to 
be considered a patent of invention. 
0203 
0204. No interactive game that is known today proposes, 
even suggested, the Solution that arises from the preceding 
paragraphs, which is why it is a proposal that in addition to be 
novel has a clear inventive activity. 
0205 Description of Application Examples 
0206 To realize the advantages thus briefly discussed, to 
which users and experts in the field can add many more, and 
to facilitate the understanding of the incentive system 
invented, preferred examples of embodiments are described 
below, with the express clarification that, precisely because 
they are examples, it is not proper to assign them an exclusive 
or limitative character to the scope of protection of the present 

Inventive Activity 
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patent of invention, but simply have an intention merely 
explicative of the basic concept underlying the same. 

Example 1 

Trivia 

0207 As it is well-known, Trivia is a game of questions 
and answers that relate to a specific Subject or topic, or general 
culture matters. 
0208. There are many versions of this kind of games, from 
traditional board games (Trivial Pursuit, Carrera de Mente, 
etc.) to versions in mass media (Who Wants to Be a Million 
aire?, Odol Pregunta, Jeopardy, etc.). 
0209 Possible Implementation 
0210 A possible implementation is to design a database of 
questions and answers of multiple-choice type, associated 
with a level of difficulty between 1 and 10, where 1 is very 
easy and 10 is virtually impossible to solve. 
0211 One mode can be implemented to perform ten con 
secutive questions where the player can choose, after answer 
ing each one, if he keeps playing or withdraws. 
0212. If the player answers a question incorrectly (or do 
not respond within predetermined 30 seconds), the player 
loses. 
0213 When the game starts, the player makes his/her bet 
(which can be fixed or variable) and the first question is 
shown. As he/she answers correctly new questions occurs. 
0214. Iften questions are correctly answered successively, 
the player will win the Jackpot. 
0215 Using of the Invention 
0216. The mechanisms of the invention are applicable at 
various levels in this game. You can use the Lottery of Levels 
of difficulty for each question. At the same time, a simple 
Extraction lottery (with or without replacement) could be 
used to draw the ratio of levels of difficulty corresponding to 
the series of questions shown. 
0217 Finally, the Probabilistic balance system could be 
used to increase the probability that the proportional distri 
bution of levels of difficulty includes more or less questions of 
a higher level of difficulty based on the historical performance 
of the game (for example, if during the last time most of the 
people lost in the first three questions, PBS may cause the 
probability of the PDLD of each play includes a greater ratio 
of questions of level 1-3. 
0218. Pay Tables 
0219. The pay tables will be based on probabilistic study 
on the levels of difficulty and incorporate payments from a 
particular question (probably between the first and the fourth 
question), so that in any correct answer (possibly between the 
fourth and the sixth question), the player recovers his bet and, 
from there, gets a growing profit for each obtained answer. 

Example 2 

Memory Test 

0220. As it is known, the memory test is a set of chips, all 
of them with the same back and with different images on the 
front. Normally the front images are repeated in pairs. 
0221) The game starts with all the chips face down and the 
player must turn up pairs of chips. If the chips have the same 
front, they are removed, if not, the player should leave them 
upside down as he/she found them. 
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0222. Usually two or more players play the game taking 
turns to choose the chips. The game ends when there are no 
more chips face down and the player who removed more pairs 
wins. 
0223 Possible Implementation 
0224. The game can be implemented for a player to play 
alone against the computer and can be finished when there are 
no more chips (traditional version) or after a certain amount 
of moves. 
0225. In the first case, it would be paid for the amount of 
moves (the smaller the number, the more it is paid), in the 
second case, it could be paid for number of pairs found. 
0226. The level of difficulty of the game is normally asso 
ciated with the initial amount of chips and the images on the 
chips (it could have chips similar to each other, yet different; 
it could be a theme version, for example with Renaissance 
paintings, where the knowledge of this particular subject 
would be an added advantage for the player). 
0227. The level of difficulty could also be lowered show 
ing more than a pair with the same image. 
0228. Using of the Invention 
0229. The Lottery of levels of difficulty can be used to 
define the number of repeated pairs to be shown. It could also 
be used to enlarge or shrink the distance on the board between 
both chips of a pair. 
0230 Finally, the game also could be implemented so that 
the initial position of the chips is not fully established at the 
beginning of the match, but it is established as the player 
discovers chips (obviously, once a chip is discovered, it will 
be fixed). Thus, the Lottery of maximum results can be used 
to prevent the player to find a pair in P first plays (where P can 
be any number less than or equal to the amount of different 
pairs). 
0231. The Probabilistic balance system can be applied to 
change the probability distribution of the different maximum 
results and/or levels of difficulty. 
0232 Pay Tables 
0233. The pay tables will depend on various parameters 
relating to the actual implementation of the game. One pos 
sibility is to set the maximum amount of moves in a number 
greater than or equal to the amount of pairs and pay by pair 
found. 
0234. Another possibility is to play up to the board is 
completed and pay by amount of moves (the least amount of 
moves, the greater the payment). 

Example 3 
Generala 

0235 Another known game is the so-called “Generala”, it 
is played using five dice and a cup. Each move consists in 
throwing the dice once to three times (choosing the dice to be 
placed again into the cup from the second throw) and com 
pleting a series of special combinations: Straight (five con 
secutive numbers), full (two dice with a number and three 
with other number), poker (four dice with the same number), 
generala (five dice with the same number), and double-gen 
erala (a second general in the same match), and a series of 
moves with specific numbers (amount of 1, amount of 12, 
etc). 
0236. Usually, the special combinations have a specific 
value (straight: 20, full: 30, poker: 40 generala: 50, and 
double-generala: 100) and in the plays of specific numbers 
the points of the equal dice are added (if three 12 go out it 
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scored 6 points (3x2) in the box corresponding to the number 
2, if two 5 go out it scored 10 points (2x5) in the box corre 
sponding to the number 5). 
0237) 
0238. The special combinations, if they go out in the first 
of the three throws, are called “served” and their score is 5 
points higher than normal, except for generala which simply 
“wins the game.” 
0239. The strategy of the player is how he scores the 
results of each move (if the player gets four 6, it would be 
better to score 24 to 6 or poker of 40?, if the player does not 
get any combination to score, would he score 0 to generala, to 
a number, or to straight? 
0240 
0241 The game can be played in the traditional way in 
which after each move the player chooses what to score. It can 
also be played so that the machine shows the player what kind 
of play he/she must score in the next move. A global bet for a 
whole play or a bet for each move can be implemented. 
0242 
0243 The Lottery of maximum results can be used in 
order to control the go out of the dice in a match or move on 
the basis of such Lottery. 
0244. The Probabilistic balance system can be applied to 
change the probability distribution of the different maximum 
results. 

0245 Pay Tables 
0246 Payment can be made based on the traditional score 
of the game, either in a linear fashion or increasing the higher 
prizes so that they become more attractive. Payments can be 
implemented for reaching certain thresholds of points. Spe 
cific prizes can be implemented for special games or if they 
are reached at Some determined point. 
0247. As noted above, it is possible to use the Multi-level 
jackpot system so that the players contributes to a series of 
staggered jackpots according to the level reached (when abet 
for a whole match is made) and the players who reach these 
levels obtain the corresponding parts. 
0248 Examples of Forms of Payment by Jackpots 
0249 Scores are given according to the traditional form of 
the game and jackpots are generated (as an example) as fol 
lows: 

In total, a match has eleven moves. 

Possible Implementation 

Using of the Invention 

0250) Jackpot Prize (for those who get served generala) 
0251 Jackpot 4 (300 points level or more) 
0252) Jackpot 3 (220-299 points level) 
0253 Jackpot 2 (150-219 points level) 
0254) Jackpot 1 (100-149 points level) 
0255. It is defined that at each level the immediate part of 
the jackpot will be 40% and the reserve part of the jackpot will 
be 60%. 

0256 The amount of the bet of a player is distributed as 
follows: 

0257 Bank Profit: 10% 
0258 Contribution to jackpot 1: 25% 
0259 Contribution to jackpot 2: 20% 
0260 Contribution to jackpot 3: 20% 
0261 Contribution to jackpot 4: 15% 
0262 Contribution to Jackpot Prize: 10% 
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0263. At a given time, the jackpots may be configured as 
follows: 

Immediate Reserve 
Jackpot Total Jackpot Part Part 

Level 1 $ 2,931 S 1,173 S 1,758 
Level 2 $ 4,311 S 1,725 S 2,586 
Level 3 S 25,315 $ 10,126 S 15,189 
Level 4 S310,091 S124,037 S186,054 
Jackpot Prize S593,007 S237,203 S355,804 

0264. Alternative: To give only the immediate part of the 
jackpot corresponding to the level 
0265 Suppose that a player with this configuration of 
jackpots gets 178 points. Then, he/she reached level 2. 
0266 The player is only paid the immediate part of this 
jackpot (S1,725) and the reserve part (S2,586) is divided 
again into 40% for the immediate part and 60% for the reserve 
part, it is S1,035 and S1,551, respectively. 
0267 But this jackpot is now smaller than the level 1 
jackpot and this must not occur, then the jackpots are rear 
ranged by their amounts and the following table results: 

Total Immediate Reserve 
Jackpot Payment Jackpot Part Part 

Level 1 S 1,035 S 2,586 S 1,035 S 1551 
Level 2 S 1,173 S 2,931 S 1,173 S 1758 
Level 3 S 10,126 S 25,315 S 10,126 S 15,189 
Level 4 S124,037 S310,091 S124,037 S186,054 
Jackpot S237,203 S593,007 S237,203 S355,804 
Prize 

0268. Now if a player gets 246 points, the immediate part 
of the level 3 jackpot (S25.315) corresponds to him/her; the 
corresponding reserve part (S15, 189) is divided again into 
40%/60% being the new immediate part S6,076 and the new 
reserve part S9,113; as this jackpot is still larger than the level 
2 jackpot, the jackpots are not rearranged and the following 
table results: 

Total Immediate Reserve 
Jackpot Payment Jackpot Part Part 

Level 1 S 1,035 S 2,586 S 1,035 S 1551 
Level 2 S 1,173 S 2,931 S 1,173 S 1758 
Level 3 S 6,076 S 15,189 S 6,076 S 9,113 
Level 4 S124,037 S310,091 S124,037 S186,054 
Jackpot S237,203 S593,007 S237,203 S355,804 
Prize 

0269. Note: To simplify the explanation, the constant con 
tributions to the jackpots by all the players starting a game are 
not considered. 
0270. Alternative: To give the immediate part of the jack 
pot corresponding to the level plus the sum of 100% of all the 
jackpots in the lower levels 
0271 Given the same original table, it is supposed again 
that a player gets 178 points. The player reached Level 2. 
0272. Now, the player will be paid the immediately part of 
level 2 jackpot (S1,725) plus the immediate part of the level 1 
jackpot (S1,173): S2,898 in total. The reserve parts from both 
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jackpots are then divided into 40% (60% and the configura 
tion of the jackpots is as follows: 

Total Immediate Reserve 
Jackpot Payment Jackpot Part Part 

Level 1 S 704 S 704 S 1,758 S 1,054 
Level 2 S 1,739 S 2,586 S 1,035 S 1551 
Level 3 S 11,865 S 25,315 S 10,126 S 15,189 
Level 4 S135,902 $310,091 S124,037 S186,054 
Jackpot S373,105 S593,007 S237,203 S355,804 
Prize 

0273. Now, ifa player gets 246 points (level 3), he/she will 
be paid the sum of the immediate parts of the level 1, level 2, 
and level 3 jackpots: S11,865 in total. The reserve parts of the 
three jackpots are divided and the results are as follows: 

Total Immediate Reserve 
Jackpot Payment Jackpot Part Part 

Level 1 S 422 S 1,054 S 422 S 632 
Level 2 S 1,043 S 1551 S 621 S 930 
Level 3 S 7,119 S 15,189 S 6,076 S 9,113 
Level 4 S135,902 $310,091 S124,037 S186,054 
Jackpot S373,105 S593,007 S237,203 S355,804 
Prize 

0274. Note that in this alternative, it is never necessary to 
rearrange the jackpots because all the lower jackpots are 
emptied at the same time the jackpot in the right level. 
0275. Note: To simplify the explanation, the constant con 
tributions to the jackpots by all the players starting a game are 
not considered. 

0276 
0277. The two previous examples were extreme cases in 
which only the immediate part of the corresponding level 
(and 0% of the lower levels) was taken, and the immediate 
part of the corresponding level plus the total sum of 100% of 
the immediate parts of the lower levels was taken. 
0278 Percentages different from the percentages of the 
lower levels could be established and different payment sce 
narios could be generated. 
0279 
0280. If it is considered that given the initial original table 
ten users began to play putting each S10 (S100 in total), S10 
would pass to the bank profit and the rest is added to the 
respective jackpots in the ratio indicated at the top (Level 1: 
25%: Level 2: 20%; Level 3:20%; Level 4: 15%: Jackpot 
Prize: 10%), resulting a new table as follows: 

Intermediate Alternatives 

Effect of the Payment Contribution of the Players 

Immediate Reserve 
Jackpot Total Jackpot Part Part 

Level 1 S 2,956 S 1,183 S 1,773 
Level 2 $ 4,331 S 1,733 S 2,598 
Level 3 S 25,335 $ 10,134 S 15,201 
Level 4 $310,106 S124,043 S186,063 
Jackpot Prize S593,017 S237,207 S355,810 
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GLOSSARY OF TERMS 

0281 Terms Associated with Games 
0282 Game 
0283 Game is defined as a specific implementation of a 
particular game with its conditions of initiation, completion 
and prizes. 
0284 Example: “Generala by a total score of 11 moves” is 
a game: “Memory test of 10 different chips on a 5x4 board by 
number of moves to find all the pairs” is another game. 
0285 Match 
0286 A match (or a play) is defined as a specific instance 
of a game. The match begins with a bet and ends when the 
player wins, loses, or retires. Once a match is over, the player 
must bet again if he/she wants to start another match. 
0287. A complete specific run of generala is a match. A 
specific session of trivia (from the first question until the 
player loses or answers correctly the 10" question) is a match. 
0288 Move 
0289. A move is defined as a specific action of the player 
within a match. 
0290. A throw of one to three turns of generala is a move. 
A selection of a pair in the memory test is a move. An answer 
to a specific question in a trivia game is a move. Depending on 
how the game is defined, a move could also have a bet and a 
possible payment. 
0291. Note that there may be games where the match is by 
definition a single move (not only for the player quickly loses) 
Such as the crux of one question per time or a traditional slot 
match. 
0292 Payout 
0293. The amount of prizes, both in various objects and 
money, delivered by a machine or a set of machines. The level 
of “payout' is measured proportionally to the amount of 
resources or money collected by the corresponding machines. 
That is, the percentage of money the game—the bank-returns 
to bettors. If the payout is less than 100%, then the bank does 
not lose money. 
0294 Generic Mechanisms of Chance 
0295 Extraction Lottery (Drum Lottery) 
0296 Random choice of one among n tickets (or balls) 
from a bag or a lottery drum. The probability of choosing any 
one (if all the tickets are different) is 1/n. 
0297. If it is desired to increase the probability of some 
tickets over others, it can be repeated (i.e., n tickets with 
different k-values where knare put in the bag). Probabilities 
are managed using various amounts. 
0298 Extraction Lottery with Replacement 
0299. Once a ticket is extracted, it is replaced into the bag. 
The probability of each extraction from the bag is indepen 
dent of the previous event. 
0300 Extraction Lottery without Replacement 
0301 Once a ticket is extracted, it is left out of the bag and 
does not play more (at least until the bag is empty). The 
probability of extraction of each item depends on the previous 
extractions. 
(0302) Extraction Lottery with Partial Replacement (Win 
dow Replacement) 
0303. It is a mixed system in which tickets are not replaced 
immediately, but after a certain time (usually when there are 
k tickets into the bag (with kn). It can be implemented in 
different ways: once the replacement is started, it is carried 
out continuously (either the ticket earlier extracted or a ran 
dom one), or all the tickets are replaced at once and n-k plays 
are expected to replace again. 
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0304 Combinatorial Probability Chance 
0305 One or more items (dice, coins, spinners, wheels, 
etc.) which can take different values are thrown. 
0306 Specific Mechanisms of the Invention 
0307 Lottery of Maximum Results 
0308. It can be used for games wherein starting conditions 
(chips on a board, order of cards in a deck, etc) or preset 
control conditions (order in which chips should be shown 
once they are discovered, combinations of chips or dice that 
will appear, etc) can be defined for the development of the 
game, so that they ensure that a player could not exceed the 
maximum result (roof) when Such conditions for a deter 
mined match are given. 
0309. In these games, a certain proportion of the maxi 
mum results are put into the bag and before each match which 
one will be used is selected using an extraction lottery with 
replacement, without replacement, or with partial replace 
ment. 

0310. Once this is done, the starting conditions (or control 
conditions as appropriate to the specific game) fulfilling the 
maximum selected result are chosen (possibly using an 
extraction lottery with replacement, without replacement, or 
with partial replacement). 
0311. Observation: Please note that, in principle, maxi 
mum results are drawn on one side and specific matches are 
drawn on the other side. 
0312 Proportional Distribution of Maximum Results 
(PDMR) 
0313. The proportional distribution of maximum results 
(PDMR) is the distribution of the various maximum results 
there are into the bag at a given time when the lottery of 
maximum results is used. 
0314) Lottery of Levels of Difficulty 
0315. In games in which different levels of difficulty for 
either the full match or for each move can be defined, a certain 
proportion of each level of difficulty are put into the bag, and 
before the match or the move (as applicable) the level of 
difficulty to be used is chosen using an extraction lottery with 
replacement, without replacement, or with partial replace 
ment. 

0316 Note that the lottery of levels of difficulty can be 
applied both to the match as a whole and to a single move 
(depending on the game in question). 
0317 Please note that this lottery of levels of difficulty can 
be combined (if the game allows it) with the lottery of maxi 
mum results. For example, a match (board) of word-search 
may be drawn by lottery of maximum results, so that it con 
tains only five words, and also the level of difficulty may be 
drawn selecting a medium difficulty (there are boards with 
five words easier than others). Finally, one among the boards 
with 5 words of medium difficulty is selected and shown to 
the player. 
0318. Proportional Distribution of Levels of Difficulty 
(PDLD) 
0319. The proportional distribution of levels of difficulty 
(PDLD) is the distribution of the various levels of difficulty 
occurring at a given time into the bag when lottery of levels of 
difficulty is used. 
0320 Probabilistic Balance System (PBS) 
0321) The Probabilistic balance system (PBS) is the 
mechanism that dynamically modifies ratios into the bag; it 
could be either the maximum results bag, or the levels of 
difficulty bag, or both of them, based on the previous behav 
1O. 
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0322 PBS allows to increase (or decrease) the probabili 
ties of winning or get good results based on what has been 
happening. The mechanism is general and could apply to a set 
of players, a set of games, or a combination of both. 
0323. In short, PBS allows dynamic change of the propor 
tional distribution of maximum results, or the proportional 
distribution of levels of difficulty into the corresponding bags 
in case the effective behavior of the players differs from that 
expected for the distribution that was being used. 

1. SYSTEM FOR INCORPORATING CHANCE TO 
RESOLUTION INTERACTIVE GAMES BY MOTOR OR 
INTELLECTUAL SKILLS, such as digital interactive games 
operable from specific terminals, video game consoles, per 
Sonal computers, cell phones, digital interactive television, 
even when they include an initial bit of chance for their usual 
development, in order to incorporate the possibility to get a 
prize (including cash payments), besides of simply diversion 
wherein the incorporation comprises at least one random 
resource capable of Sustaining a mathematical balance 
between winners and losers equivalent to that governing 
games of pure chance, keeping the condition that, for the 
resolution of each game, it requires the participation of the 
person, his/her with and his/her visual, motor, spatial, and 
linguistic skills, together with his/her knowledge. 

2. SYSTEM FOR INCORPORATING CHANCE TO 
INTERACTIVE GAMES, according to claim 1, wherein the 
incorporated random resource is managed by a probabilistic 
balance system that ensures the proper ratio between winners 
and losers in terms of the predetermined “payout'. 

3. SYSTEM FOR INCORPORATING CHANCE TO 
INTERACTIVE GAMES, according to claim 1, wherein the 
incorporated random resource is a lottery of maximum results 
including the previous drawing of the maximum result the 
player can reach (although he/she plays it perfectly). 

4. SYSTEM FOR INCORPORATING CHANCE TO 
INTERACTIVE GAMES, according to claim3, wherein the 
lottery of maximum results is an extraction lottery with 
replacement. 

S. SYSTEM FOR INCORPORATING CHANCE TO 
INTERACTIVE GAMES, according to claim3, wherein the 
lottery of maximum results is an extraction lottery without 
replacement. 

6. SYSTEM FOR INCORPORATING CHANCE TO 
INTERACTIVE GAMES, according to claim3, wherein the 
lottery of maximum results is an extraction lottery with partial 
replacement. 

7. SYSTEM FOR INCORPORATING CHANCE TO 
INTERACTIVE GAMES, according to claim 1, wherein the 
incorporated random resource is a lottery of levels of diffi 
culty that draws the level of difficulty set for each game 
between a maximum level (virtually impossible to overcome) 
and a minimum level (very easy to overcome). 

8. SYSTEM FOR INCORPORATING CHANCE TO 
INTERACTIVE GAMES, according to claim 7, wherein the 
lottery of levels of difficulty is an extraction lottery with 
replacement. 

9. SYSTEM FOR INCORPORATING CHANCE TO 
INTERACTIVE GAMES, according to claim 7, wherein the 
lottery of levels of difficulty is an extraction lottery without 
replacement. 

10. SYSTEM FOR INCORPORATING CHANCE TO 
INTERACTIVE GAMES, according to claim 7, wherein the 
lottery of levels of difficulty is an extraction lottery with 
partial replacement. 
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11. SYSTEM FOR INCORPORATING CHANCE TO 
INTERACTIVE GAMES, according to claim 7, wherein the 
lottery of levels of difficulty is run to establish the level of 
difficulty of a full game. 

12. SYSTEM FOR INCORPORATING CHANCE TO 
INTERACTIVE GAMES, according to claim 7, wherein the 
lottery of levels of difficulty is run to establish the level of 
difficulty of each game events. 

13. SYSTEM FOR INCORPORATING CHANCE TO 
INTERACTIVE GAMES, according to claim 1, wherein the 
incorporated random resource is the combination of a lottery 
of maximum results and a lottery of levels of difficulty. 

14. SYSTEM FOR INCORPORATING CHANCE TO 
INTERACTIVE GAMES, according to claim 2, wherein the 
probabilistic balance system is the resource that change the 
ratios of maximum, minimum and intermediate levels to be 
drawn in a lottery of levels of difficulty, based on previous 
behaviors. 

15. SYSTEM FOR INCORPORATING CHANCE TO 
INTERACTIVE GAMES, according to claim 2, wherein the 
probabilistic balance system is the resource that change the 
ratios of maximum results which are drawn in a lottery of 
maximum results, based on previous behaviors. 

16. SYSTEM FOR INCORPORATING CHANCE TO 
INTERACTIVE GAMES, according to claim 2, wherein the 
probabilistic balance system is continuously applied. 

17. SYSTEM FOR INCORPORATING CHANCE TO 
INTERACTIVE GAMES, according to claim 2, wherein the 
probabilistic balance system is applied every certain time 
interval. 

18. SYSTEM FOR INCORPORATING CHANCE TO 
INTERACTIVE GAMES, according to claim 2, wherein the 
probabilistic balance system is applied every certain amount 
of moves. 

19. SYSTEM FOR INCORPORATING CHANCE TO 
INTERACTIVE GAMES, according to claim3, wherein the 
probabilistic balance system is applied combining time inter 
vals with amount of moves. 

2O. SYSTEM FOR INCORPORATING CHANCE TO 
INTERACTIVE GAMES, according to claim 2, wherein the 
probabilistic balance system is applied to each participating 
player. 

21. SYSTEM FOR INCORPORATING CHANCE TO 
INTERACTIVE GAMES, according to claim 2, wherein the 
probabilistic balance system is applied to groups of partici 
pating players. 

22. SYSTEM FOR INCORPORATING CHANCE TO 
INTERACTIVE GAMES, according to claim 1, wherein the 
resource enabling to establish a predetermined payout and 
share out prizes proportionally to skill is a multi-leveljackpot 
system. 

23. SYSTEM FOR INCORPORATING CHANCE TO 
INTERACTIVE GAMES, according to claim 2, wherein the 
skill is rewarded based on the single multi-level jackpot sys 
tem. 

24. SYSTEM FOR INCORPORATING CHANCE TO 
INTERACTIVE GAMES, according to claim 22, wherein the 
skill is rewarded based on the mixed multi-leveljackpot sys 
tem with chance. 

25. SYSTEM FOR INCORPORATING CHANCE TO 
INTERACTIVE GAMES, according to claim 22, wherein the 
skill is rewarded based on the multi-leveljackpot system with 
random multiplier. 
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26. SYSTEM FOR INCORPORATING CHANCE TO 
INTERACTIVE GAMES, according to claim 22, wherein the 
jackpots that make up the system are built based on predeter 
mined ratios. 

27. SYSTEM FOR INCORPORATING CHANCE TO 
INTERACTIVE GAMES, according to claim 22, wherein the 
jackpots that make up the system are established based on 
functions related to the number of prizes in each jackpot and 
the minimum and maximum amounts of each of them. 

28. SYSTEM FOR INCORPORATING CHANCE TO 
INTERACTIVE GAMES, according to claim 22, wherein 
each jackpot is formed with a immediate delivery ratio and a 
reserve ratio. 

29. SYSTEM FOR INCORPORATING CHANCE TO 
INTERACTIVE GAMES, according to claim 22, wherein the 
prizes for each level are composed by all the immediate 
delivery portion for that level plus the sum of a predetermined 
ratio of each one of the jackpots corresponding to lower 
levels. 

3O. SYSTEM FOR INCORPORATING CHANCE TO 
INTERACTIVE GAMES, according to claim 1, wherein the 
amounts accumulated due to the imbalance between the skill 
of the actual player and the perfect player, which involve 
obtaining a payout less than the predetermined one, is used to 
pay prizes randomly share out so that to fulfill with the pre 
determined payout. 

31. SYSTEM FOR INCORPORATING CHANCE TO 
INTERACTIVE GAMES, according to claim30, wherein the 
incorporated random resource is a combination of a lottery of 
maximum results and a lottery of levels of difficulty and 
wherein the imbalance favoring the bank is delivered to play 
ers as random prizes. 

32. SYSTEM FOR INCORPORATING CHANCE TO 
INTERACTIVE GAMES, according to claim 1, wherein 
prizes are given randomly from a fixed ratio of the contribu 
tion of the players, in addition to prizes given for the skill of 
the players. 

33. SYSTEM FOR INCORPORATING CHANCE TO 
INTERACTIVE GAMES, according to claim 1, wherein a 
multiplier is randomly drawn to be applied to the prize for 
skill. 

34. SYSTEM FOR INCORPORATING CHANCE TO 
INTERACTIVE GAMES, according to claim 1, wherein the 
prize for skill is combined to the multiplier randomly and the 
random prize. 

35. SYSTEM FOR INCORPORATING CHANCE TO 
INTERACTIVE GAMES, according to claim34, wherein the 
random multiplier and the random prize are obtained by an 
extraction lottery without replacement. 

36. SYSTEM FOR INCORPORATING CHANCE TO 
INTERACTIVE GAMES, according to claim34, wherein the 
random multiplier and the random prize are obtained by an 
extraction lottery with replacement. 

37. SYSTEM FOR INCORPORATING CHANCE TO 
INTERACTIVE GAMES, according to claim34, wherein the 
random multiplier and the random prize are obtained by an 
extraction lottery with partial replacement. 

38. SYSTEM FOR INCORPORATING CHANCE TO 
INTERACTIVE GAMES, according to claim34, wherein the 
random multiplier is obtained by an extraction lottery without 
replacement and the random prize is obtained by an extraction 
lottery with replacement. 

39. SYSTEM FOR INCORPORATING CHANCE TO 
INTERACTIVE GAMES, according to claim34, wherein the 
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random multiplier is obtained by an extraction lottery without 
replacement and the random prize is obtained by an extraction 
lottery with partial replacement. 

4.O. SYSTEM FOR INCORPORATING CHANCE TO 
INTERACTIVE GAMES, according to claim34, wherein the 
random multiplier is obtained by an extraction lottery with 
replacement and the random prize is obtained by an extraction 
lottery without replacement. 

41. SYSTEM FOR INCORPORATING CHANCE TO 
INTERACTIVE GAMES, according to claim34, wherein the 
random multiplier is obtained by an extraction lottery with 
replacement and the random prize is obtained by an extraction 
lottery with partial replacement. 
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42. SYSTEM FOR INCORPORATING CHANCE TO 

INTERACTIVE GAMES, according to claim34, wherein the 
random multiplier is obtained by an extraction lottery with 
partial replacement and the random prize is obtained by an 
extraction lottery without replacement. 

43. SYSTEM FOR INCORPORATING CHANCE TO 
INTERACTIVE GAMES, according to claim34, wherein the 
random multiplier is obtained by an extraction lottery with 
partial replacement and the random prize is obtained by an 
extraction lottery with replacement. 

c c c c c 


