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PCT/NL94/00033
A GAME OF CHANCE
TECHNICAL FIELD

The invention relates to the field of games of chances and in
particular, it relates to games of chances where a player selects
symbols and/or letters and/or a combination of symbols and letters
that are appointed later in a random drawing. Among the classes of
games of chances are e.g. lotto and casino games, horse- and car

races.

BACKGROUND OF THE INVENTION

Traditionally, games of chances such as lotto and pick games have
been played by randomly drawing play symbols. The collection of play
symbols could be numerals and/or letters and/or combinations of the
two.

Systems that determine winning play symbols are various; such as
there are techniques to repeatedly drawing objects, like balls that
display different numerals or letters, or dices that are thrown
during a play at a casino, or random chosen numerals or letters or
combinations of the two that are displayed on an indicator screen,
or announcing winning numbers of horses or cars that won a race.
From U.S. Patent 5,106,089 a method of playing a pick (m) or pick
(p)((m)#(p)) game is known, in which a player first selects (m) or
(p) numerals or letters or combinations of the two. Drawings of the
(m) numerals or letters or combinations of the two can be either
held off-line at a central location or displayed real-time on a
large indicator screen during, for example, a Television show, Or
announced during a play at a casino.

During a game (n) balls are mixed in a mostly transparent rotating
globe. The globe is connected to a mechanism of (m) receptacles
((m)<(n)) that accept one ball at the time. After the first randomly
selected ball has fallen in the most right of (m) receptacles the
mechanism will move up one place to the right. The system 1s now
ready to accept the next randomly chosen ball. This action continues
until (m) shifts to the right have been made. The sum of the set of

(m) balls constitutes the winning number. If the number of the sum
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selected by the player is identical to the number of the sum (S) of
the (m) numerals drawn from the globe, the player wins the game.

The amount of money won by a player, usually set for each game
separately, is based on the probability of selecting the winning sum
number (S) that is composed of the sum of (m) randomly chosen
numerals and the total amount of money composed of the stakes of the

wagers.
SUMMARY OF THE INVENTION

One of the objects of this invention is to provide a method of.
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playing a game of chance wherein a set of say (m) “winning play

‘symb'aig are first randomly selected from a collection of say (n)

play symbols, after which the sum (S) is appointed. A play symbol is
hereinafter defined as any type of symbol which can be used in a
game of chance such as functional symbols (like indicia of articles
of use), playing cards, numerals, letters and/or combinations of
them all.

The word "player" in the description of this invention includes the
notion "multiple players" as well. It therefore suffices to use the
notion "a or the player".

A priory a player selects a number or other play indicia from a
first set of play indicia, each play indicia representing a
combination of say (m) play symbols taken from the set of say (n)
play symbols. After the player has selected the number or other play
indicia a set of winning play symbols is randomly selected from a
collection of play symbols by a drawing. Upon drawing of the winning
play symbols, the player compares his bet which he selected to the
winning play symbols to determine if he has won the game.

The possible bets are increased in that in case a winning
combination of say (m) play symbols taken from the set of say (n)
play symbols results in the drawing of the play symbol that proceeds
from the combination of the maximum numb?r of possibilities to
compose (m) combinations of play symbols out of the set of say (n)
play symbols, the game of chance requires an additional drawing of
say (v) further play symbols taken from the set of say (w) further
play symbols (1s(v)<(w)) to decrease the chance of winning.

Consequently, a player may select a further play indicia from a
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second set of play indicia. Each further play indicia represents a
further combination of play symbols being not used in the first set
of play indicia, and one or more winning further play Symbols.
Preferably the further combination of play symbols being not used in
the first set of play indicia have the highest probability of being
drawn.

An example of the method such as a "Summing Up 8-out of-16 numbers
lottery”" is dedicated to the work-out of two alternatives during
which the winning sum (S) of (m) randomly chosen play symbols will
be made public by using the television as a medium. In the two
alternatives different kinds of play symbols will be merged.

The first alternative is completely related to a horse- or car-race,
of which the course of the race 1is rurally broadcasted. The
procedure at the race-course itself, here focused on a horse-race,
is as follow. The names of (n) participating horses are announced
previously. The in this example (n) numbers are yet randonily
distributed among the horsemen just before the start of the race.
The numbers of the first (m){((m)<(n)) incoming horses, out of a
total of (n) participating horses, are illuminated on an indicator
panel. The sum (S) of the first (m) horses constitutes the winning
number.

A player wins the game if the number of the sum indicated on his bet
slip coincides with the number of the sum (S) appointed by the (m)
numerals of the (m) first incoming horses.

The procedure of the second alternative is identical to the one
described above, except for the fact that only the first
(q)((q)<(m))numbers of the incoming horses out of a total of (n)
participating horses are announced. The numbers of the first
(q) ((q)<(m)) incoming horses are illuminated on an indicator panel
containing (n) separate to be illuminated indicators.

In order to be able to appoint a sum (S) out of (m) numerals, the
remaining (m-gq) numbers have to be obtained using different play
symbols. The remaining (m=-q) numbers can be either appointed by
repeatedly drawing balls or by successively selecting (m-q)
illuminating indicators in a random sequence out of an indicator
panel containing (n) indicators. In both cases the to be selected
numbers are different from the already announced (q) numerals of the

first incoming horses, implying that the (q) known numerals are
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excluded from the drawings. Successively selecting the remaining (m-
q) illuminating indicators in a random sequence out of an indicator
panel contaihing (n) indicators could be part of a Television show
that is locally attended by players as well as rurally broadcasted.
5 The "Summing Up 8-out of-16 numbers 1otteryf extends the invention
with a chess-board like indicator panel, in which the set of squares
represents all possible sums (S) derived from the (7) possible
combinations. The complete collection of squares, representing all
possible sums (S) derived from the () combinations are illuminated
10 ' at the very beginning of the game.
A method suitable for playing the "Summing Up 8-out of-16 numbers
lottery" invention, indicating a sum of numbers by putting out the
indicator or indicators that correspond(s) with a sum (S) or
multiple sums (S) that cannot be composed any more given the first
15 (r)(l<(r)<{(m)) randomly chosen numbers out of a total of (m)
({m)<{n)) rendomly selected numerals, is proposed. The phenomenon
thus demonstrates a putting out instead of a lighting up of
indicators, which sequence is determined by the exclusions of
possible sums (S). The final result demonstrates an indicator panel
20 in which all indicators are put out except for one.

A player wins the game if the number of the sum indicated on his bet

slip coincides with the only illuminated number at the indicator

panel.

»s  BRIEF DESCRIPTION OF THE DRAWINGS

FIG. 1 is a block diagram illustrating the method of playing the “Summing Up 8-out of-16 numbers lot-
tery”; and X

FIG. 2 is a plan view of the play slip of the present “Summing Up 8-out of-16 numbers” invention,

30 marked with references 1, 2, ... 17 among which date 11, time 14, place 15, selected number(s) 12,
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costs indicia labelled “"Paid” 13 and an Uniform Article Code 17 to classify and register this particuiar
play slip; and
FIG. 3 is a plan view of the present “Summing Up 8 -out of - 16 numbers” score board invention sui-
table for a. 0. Casino and Television games marked with references 26, 27, ... 34; and
s FI1G. 4 is a plan view of the present “Summing Up 8 -out of - 16 numbers” score board invention mar-
ked with reference 35, illustrating the phenomenon to put out indicators to some extent according to
an exclusion of numbers representing sum(s) of chosen numbers one through sixteen; and
FIG. 5 is a plan view of the present “Summing Up 8 -out of - 16 numbers” score board invention mar-
Ked with reterence 36, illustrating the phenomenon to completely put out all indicators except for one
v according to the exclusion of numbers representing sum(s) of chosen numbers one through sixteen:;
and
FIG. 6 is a plan view of the present “Summing Up 8 -out of - 16 numbers” score board invention mar-
ked with reference 37, illustrating the phenomenon that all indicators are put out according to the
exclusion of numbers representing sum(s) of chosen numbers one through sixteen except for the
1s  number 68 expanded with the lighting up of three characters according to a selection of characters
out of a total of twenty-six characters representing the complete alphabet; and
FIG. 7 is a block diagram illustrating a soft- and hardware method to light up the randomly selected

numbers eight - out of -sixteen and to put out the sum(s) that are excluded from further participation.
20 DETAILED DESCRIPTION OF THE INVENTION

FIG. 1 represents a conventional set-up of hardware systems to play the “Summing Up 8-out of-16
numbers lottery” according to an embodiment of the present invention. The block diagram in FIG. 1
shows a number of front end processors 1, 2, ... X, indicated by the numbers 19, 20 and 22, that are
s connected to a Central Site Host Computer 18 through a Local- [LAN] or Wide-Area-Network [WAN]
25. Any arbitrary number of front end processors X, placed at player's disposal to mark, date and
register a selection of his appointed play symboils, can be provided by the State Government Institute
or rural lottery commission depending upon such factors as location and frequency of use.
For the purpose of a detailed description of the “Summing Up 8-out of-16 numbers lottery”, each front

30 end processor 19, 20 and 22 illustrated in FIG. 1 directly corresponds to the architecture of member
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20. At tront end processors 1, 2, ... X a player lays a wager on the basis of his selection of one or
multiple play symbols. Each front end processor 1, 2, ... and X, driven by a software algorithm that
reads, classifies, characterises and prints the combination of indicia’s indicated as 5 and/or 6 and/or
10 selected by the player, consists of a Terminal 21, an Optical Reader 23 and a Printer 24.

The player uses a play slip 1 which he inserts into the Optical Reader 23 to play the “Summing Up 8-
out of-16 numbers lottery” lottery. After a connection has been made with the Central Site Host
Computer 18 through the LAN or WAN connection 25, date, time, place, selection of play symbols,
dues paid and an Uniform Article Code {UAC] are registered at the Central Site Host Computer 18. An
exact replica of the date 11, time 14, place 15, selection of play symbols 12, dues paid 13 and Uni-
form Article Code 17, that is thus a priory registered and stored at the Central Site Host Computer 18,

is locally made available to the player by providing him with a player receipt 16 that has been printed

by the Printer 24.

In the embodiment of the invention illustrated in FIG. 2 a survey is first given of all the play symbols,
here represented by numbers and letters, that can be selected at the play slip when playing the “Sum-
ming Up 8-out of-16 numbers lottery”. The coliection of the singuiar numbers (36, 37, ... 67, 69, ... 99,
100) labelled “SOLO” proceeds from a mathematical operation of the sum of the 8-out of-16 winning
numbers. The humber combinations indicated at the “DUO” and “QUATRO” section are derivatives of
the singular numbers indicated at the “SOLQO” section in that they respectively combine two (36/37 ...
66/67, 69/70 ... 99/100) and four (36-39, ... 64-67, 69-72 ... 97-100) of the adjoining numbers. In addi-
tion to the “SOLO”, “DUO” and “QUATRO” collection is a “JACKPOT 68" section that combines a
single number 68 with all the characters (A, B, C, ... Y, Z) of the alphabet.

The embodiment of the invention iflustrated in FIG. 2 is used to explain the details of the rules of the
“Summing Up 8-out of-16 numbers lottery”. To play the “Summing Up 8-out of-16 numbers lottery”
eight numbers are randomly drawn out of a total of sixteen. In the “SOL.O” section the sum of respec-
tively the lowest numbers one-through-eight and the highest numbers nine-through-sixteen is
calculated tor 36 and 100. The numerals 36 and 100 are located diagonals-wise at the corners of the
8-by-8 matrix 4. In between the two extremes of 36 and 100 are sixty-three other numbers of incre-
asing value (37, 38, ... 67, 69 ... 98, 99), the frequency of occurrence of each of the numbers is
arranged aCcording to a Gaussian distribution. The probability of occurrence of the number 68 is the

greatest. The twenty-six letters of the alphabet, surrounding the number 68, are joined to compensate

SUESTITUTE SHEET
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for the higher probability of occurrence of the numeral 68 with respect to all the other numbers.

After marking the box labelied “STAKE” 3, indicated at the upper left part of FIG. 2, the player checks
one or multiple boxes § and/or 6 and/or 10 on his play slip 1. The numbers indicated at boxes 5 and/or
boxes 6 and/or boxes 10 correspond respectively to the categories “SOLO” and/or “DUQO” and/or
“QUATRO". In case the player should decide to include “JACKPOT 68", the box labelled “STAKE” 8 at
the right side of FIG. 2 should be marked also. In his selection to play “JACKPOT 68", the player addi-
tionally marks three letters 9 in a random sequence out of a total of twenty-six letters composing the
alphabet. Explanatory text 2 and 7 explains the player the rules of the “Summing Up 8-out of-16 num-
bers lottery”. It also assists in the appointment of the height of the stakes of his bets.

Next a notification of the selection out of boxes 5 and/or 6 and/or 10 and/or 9, marked by the player
and indicated on the play slip 1 as player’s bets, has to be registered at the State Government Institu-
te and/or at the local sales offices. He therefore inserts his play slip 1 into the Optical Reader 23 of a
front end processor 20 situated at either a local sales office or at the State Government Institute.

The information, concerning date 11, time 14, place 15, selection of play symbols 12, dues paid 13
and Uniform Article Code 17, is first stored in the main memory of the Central Site Host Computer 18.
An exact replica of what has been sent to the Central Site Host Computer 18 is now provided to the
player by printing the indicia in on the “PLAYER RECEIPT” 16 at the bottom of the play slip 1, using
Printer 24.

Depending upon “SOLO” and/or “DUO” and/or “QUATRO” being played, a win always represents the
sum of eight randomly chosen winning numerals. The winning indicia are appointed by the collection
of the singular numbers (36, 37, ... 67, 69, ... 99, 100) in the case of “SOLO” 5 and/or a combination of
two numbers (36/37 ... 66/67, 69/70 ... 99/100) in the case of “DUQO” 6 and/or a combination of four
adjoining numbers (36-39, ... 64-67, 69-72 ... 97-100) in the case of “QUATRO” 10.

In the case of “JACKPOT 68" being played, a win is dependent upon the selection of the number 68
as the sum of the eight randomly chosen winning numerals, expanded with a selection of three rand-
omly chosen winning letters 9 out of the twenty-six letters that composes the alphabet.

For the “Summing Up 8-out of-16 numbers lottery” results, the drawing of the eight randomly chosen
numbers composing a sum of winning numerals eventually expanded with the drawing of three rand-
omly chosen winning letters shall be announced during a life broadcast through Television.

Upon randomly drawing of the eight numerals, composing the winning sum, eventually expanded with

SUBSTITUTE SHEET
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a set of three winning letters in case the winning sum is 68, the player compares the bet indicia on his
play slip 1 to the combination of the winning numerals and/or letters as shall be announced during a
life broadcast of the “Summing Up 8-out of-16 numbers lottery™ game. If the player’s bet matches the
combination of winning numerals and/or letters, the ptayer wins an amount of money indicated in pay-
indicia by the State Government Institute and he then can redeem the play combination slip for
payment of the specified amount.
In the embodiment of an extension of the invention illustrated in FIG. 3, a2 “Summing Up 8-out of-16
numbers” score board 26 is presented that can be exploited in e.g. casino games and Television
shows. The score-board 26 is composed of:
a set 28 of mathematical numerals (36, 37, ... 66,67, 69, ... 99, 100) obtained by summing up
eight randomly chosen numbers that are individually indicated in boxes 29,
a collection of sixty-four numbers 28 representing all possible sums that can be composed
out of ('¥) combinations,
a set 31 of sixteen squares representing the sixteen numerals out of which eight numbers 29
are randomly chosen,
a set 31 containing one square 30 in the middie labelled “TOTAL” in which the in between
results of an addition of a set of numbers 29 is represented discharging into a final sum
being one of the numbers 28,
a collection 32 labelled “JACKPOT” that integrates one single number 33, coinciding with
the sum of eight numbers equalling the numeral 68, with
a set 34 of twenty-six squares, grouped around the numeral 68, representing the letters of
the alphabet out of which three letters are randomiy drawn.
Summing up the lowest eight numbers one through eight executes a sum of 36, while adding up the
eight higher numbers nine through sixteen results in a sum of 100. Both diagonals-wise oriented num-
bers 36 and 100 are members of the set 28 of mathematical obtained numerals (36, 37, ... 66,67, 69,
... 99, 100).
An example will be worked out where the results of a horse-race are assimilated in the “Summing Up
8-out of-16 numbers lottery” during a life broadcasted Television show. The procedure in this hypo-
thetical arranged situation is then as folliows. Suppose the first four incoming horses 9, 7, 4 and 8 out

of a field of sixteen are nominated as the winners. Upon receiving the broadcasted numbers 9, 7, 4

SUEBSTITUTE SHEET
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and 8 from the horse-track the bulbs 51 behind the squares 29, of which the numbers correspond with
the numbers of the four winning horses 9, 7, 4 and 8, are kindled.

A tew seconds later the bulb behind box 30 labelied “TOTAL” lights up, indicating the in between
times acquired sum of the numbers 9, 7, 4 and 8 equals 28. Simultaneously the contents of an unique
computed look-up table previously stored in a Programmabie Read Only Memory [PROM] of a PC is
searched for the collection of sums that cannot exist any more given the four numbers 9, 7, 4 and 8.
Sums that are definitely excluded, given the cluster of four winning numbers 9, 7, 4 and 8, are the fol-
lowing: 36, 37, 38, 41, 87 through 100. The result of the work-out of this example 35, embodying this
invention is shown in FIG. 4.

The phenomenon of lighting up the in this specific example remaining four randomly chosen squares
29 at the same time putting out the bulbs behind the boxes 28 continues until only one bulb 50 behind
the boxes 28, corresponding to the only possible sum left given a total of eight winning numbers,
remains lighted. Suppose the next four randomly chosen numerals 2, 5, 3 and 6 (descended from a
Random Number Generator 44) out of the twelve remaining numerals 7 through 3, 5 and 6, 70 through
16 are nominated the winning numbers. Upon processing the numbers 2, 5, 3 and 6 the bulbs 51
behind the squares 29, of which the numbers correspond with the numbers of the four winning nu-
merals 2, 5, 3 and 6, are kindled. A few seconds later the numeral indicated in the box 30 labelled
“TOTAL" alters, indicating the sum of the numbers 9, 7, 4, 8, 2, 5, 3 and 6 equals 44. Simultaneously
the contents of the look-up table previously stored in the Programmable Read Only Memory is sear-
ched and interrogated for the only possible sum that can exist given the eight numbers 9, 7, 4, 8, 2, 5,
3 and 6. Sums that are now excluded, given the cluster of eight winning numbers 9, 7, 4, 8, 2, 5, 3 and
6, are: 36 through 43 and 45 through 100. The result of the work-out of this example 36, embodying
this invention, is shown in FIG. 5.

The eséence of this part of the invention is thus the putting out of bulbs 50 behind boxes 28 that cor-
réspond to sums that are excluded given an arbitrary drawn of seven out of sixteen numerals, except
for the one bulb 28 that corresponds to an unique sum given a total of eight winning numbers out of a
total of sixteen numerals.

As a counterpart of the previously elucidated procedure during which bulbs behind boxes 28 are put
out according to a random processed sequence of a total of eight numerals that are summed after-

wards, the scheme of the part “JACKPOT"” 32, however, passes off in a total different way. According
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to the philosophy of the embodiment of this invention the bulb 53 behind the number 68 is also put out
the moment the sum 68 is excluded from winning due to a certain combination of numbers drawn. As
a consequence the compilete box 32 has become invisible.

In case the sum of the eight randomly chosen numbers equals 68 the bulb §3 behind the number 68
is periodically flashed on and off. The procedure now continues with a random draw of three letters
34, the result of which is expressed by lighting up bulbs 53 behind the corresponding boxes 34 of the
characters B, | and R. The result of the work-out of this example 37, embodying this invention, is
shown in FIG. 6.

The essence of this part of the invention is thus the flashing on and off of the bulb 53 behind bdx 33
followed by lighting up the bulbs 83 behind the three boxes 34 representing the choice of three rand-
omly chosen letters B, / and R. out of a total of twenty-six letters of the alphabet A through Z in case
the sum is 68.

A brief description will be given of a further extension of the embodiment of the invention dn the basis
of an illustration of the block diagram shown in FIG. 7. In order to be able to maintain integrity of the
“Summing Up 8-out of-16 numbers lottery” game on the one hand, at the same time warranting the
reliability of a system suitable to allow life broadcasting of a Television show, a software module 38,
performing “Functions 40 through 49" is proposed. The description of the process is again based on
the example worked out previously in which first the tour winning horses 9, 7, 4 and 8 are nominated
followed by the results 2, 5, 3 and 6 of the four randomly drawn numerals.

At the start it is assumed that all the bulbs 50 behind squares 28 and the bulb 53 behind square 33 are
lighted up. The remaining bulbs 81, 52 and 53 behind respectively the squares 29, 30 and 34 are all
extinguished.

After the race has been finished, the last five minutes of the scene of the horse-race are broadcasted
and received by an antenna 39 located at the site of a Television studio. After having pre-processed
the signal, the received information is directed towards the “DATA DECODER 43”. The decoded result
-In this case the winning numbers 9, 7, 4 and 8 -, produced by the “DATA DECODER 43", is offered to
the “DATA BUFFER 42” as weli as to the “ADDER 46"

It is further assumed, in conformity with the work-out of the example, that the four randomly chosen
numerals 2, 5, 3 and 6 (produced by the “RANDOM NUMBER GENERATOR 44”) are next nominated

as the last four winning numbers in this specific example. The numbers 2, 5, 3 and 6 are also offered
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to the “DATA BUFFER 42" as weli as to the “ADDER 46”. The combined “DATA BUFFER 42" result.
containing the numerals 9, 7, 4, 8, 2, 5, 3 and 6, is now available for searching, interrogating, compa-
ring and masking purposes in the “COMPARAND AND MASK REGISTER 47”.

The outputs of the “COMPARAND AND MASK REGISTER 47" are linked to the “DATA BUFFER &
BULB DRIVER 49". The results, after being stored in the “DATA BUFFER” section of the “DATA
BUFFER & BULB DRIVER 49" are now available for the “BULB DRIVER" section to individually mani-
pulate the putting out of ciusters of the sixty-four bulbs 50 behind the squares 28 and in case of
relevance aiso the bulb 83 behind square 33. This occurs in conformity with a software protocol that
Is executed to exclude sums according to numbers that are offered. The software program itself is
written in a mixture of C (C: a compiler, in the case considered: Turbo C) and Assembler. The purpo-
se hereof is to maintain processing speed during the work-out of the probabilities of occurrence of the
various combinations of winning numbers with respect to their corresponding exclusion of sum(s).
The same procedure is performed on the output of the “ADDER 46", representing the sum of the four
winning numbers 9, 7, 4 and 8 of the horse-race and the four remaining randomiy chosen numbers 2,
5, 3 and 6 from the “RANDOM NUMBER GENERATOR 44", the result of which is stored and further
used to indicate the value of the in between achieved sum and to light up bulb 52 behind square 30
labelled “TOTAL”. The result of the outputs of the “DATA BUFFER 42", composed of the overall win-
ning numbers 9, 7, 4, and 8 and 2, 5, 3 and 6, is first feed to the “DATA BUFFER & BULB DRIVER 49"
and subsequently uéed to kindle the in this case corresponding eight bulbs 51 behind squares 29. In
the special case in which the final sum is appointed to be 68, a result 48 from the “COMPARAND AND
MASK REGISTER 47” is used to enable the “ 3 OUT OF 26 DECODER 45”. Driven by the “RANDOM
NUMBER GENERATOR 44" it starts a random sequence during which three out of twenty-six charac-
ters are selected. The results, here corresponding with the randomly selected three characters B, /
and A. expanded with an acknowledgement that the best out of eight selection has appointed the sum
68, are fed to the four corresponding bulbs 53 behind squares 33 and 34.

Timing to initiate and contrc! the process of appointing the winning numbers and/or letters on the one
hand and excluding sum(s) on the other, is synchronised by the commands of the “PROGRAM
SEQUENCER 41”. The “PROGRAM SEQUENCER 41” is used to initiate multiple activities, like syn-
chronising the incoming information from the “ANTENNA 39” with the processes in the “SOFTWARE

MODULE 38", writing data out of the “DATA DECODER 43", fetching data from the “LOOK-UP TABLE
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40", enabling and disabling the processes of the * 3 OUT OF 26 DECODER 48", clocking data from
the “LOOK-UP TABLE 40” and the “DATA BUFFER 42" into the “COMPARAND AND MASK REGIS-
TER 477, continuing search, compare and mask procedures in the “COMPARAND AND MASK
REGISTER 47" to exclude combinations of sum(s) according to the winning numbers and/or letters
and finally directing the overall results towards the “DATA BUFFER & BULB DRIVER 49”.
In a global description of the basic principles it is assumed that all possible combinations, originating
from the eight-out of-sixteen selections completed with their individual appointed exclusions of
sum(s) and the in between times achieved values of the numbers of sum(s) left, are calculated pre-
viously. Once calculated, controlled and statistically checked, the file containing all the results Will be
stored in the form of a “LOOK-UP TABLE 40" in a Programmable Read Only Memory in the Software
Module 38. An elaboration of the process of selection and exclusion is elucidated in the following de-
scribed Processing Scheme.
The previously worked out example of the four winning numbers 9, 7, 4 and 8 of the horse-race com-
pleted with the four randomly drawn numbers 2, 5, 3 and 6 from the “RANDOM NUMBER
GENERATOR 44” will officiate as a basis for a more detailed description. The sense of the column,
labelled “NUMBERS 1 THROUGH 16" is replaced by a representation of bits “1 through 16" for ease
of explanation.
In the Processing Scheme shown, the symbois “0”, “@” and “¢” have the following significance. “0”
guarantees transparency. Transparency here implies a situation in which the “0” labelled bits are still
available for selection in the next draw during which another randomly chosen winning number has to
be selected.
“@”, representing its counterpart - untransparency -, indicates bit positions that have been appointed
during the sequence of a previous draw. After memorising and storing the bit pattern, performed and
composed in the “COMPARAND AND MASK REGISTER 47", the function of the bits corresponding
with the positions of “®” - untransparency - will pass into another status “¢” - a don’t care situation.
The significance of a composition of such a bit mask pattern, wherein writing of a bit in the positions
that are indicated by the symbol “¢” has become superfluous, Is to enable a fast search procedure on
the basis of ignoring the bits that are already indicated by the symbol “e”,
The moment any arbitrary combination of numbers, varying from at least one to at the most eight, is

offered to be classified in terms of exclusions of sum(s) a built-in software protocol initiates a sear-
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ching, comparing and selecting procedure by interrogating the contents of the “LOOK-UP TABLE 40”
that was stored in the Programmable Read Only Memory in the “SOFTWARE MODULE 38”.

A software mask is generated, each time one or multiple winning number(s) are drawn.

NUMBERS REMAIN- NUMBERS OF SUMS COMPARE & MASK

1 THROUGH 16 ING SUMSTHAT ARE EXCLUDED PROTOCOL

DRAWGS, 7,4, 8

XL XX X 47 363738¢04100es0ccsee 000800 0000000

LN 2 BN BN BN BN BN BN BN BN BN BN BN BN R BN AR BN BN

#oecccscncsccvreos e 87 88

89 80 91 92 93 94 95 96 97 98 99 memorise, mask 1 and store ,
100 0000 Qoo ¢ 0000000

DRAW 2
X L. L. 35 3637389941 043ce0ceccee CBOO0000 00000000
L BN BN BN BN OBE BN BN BN BN ONE BN BN BN BN B BN B R 3N
seoe0 /5777873 8081828384
85 86 87 88 899091 92 8394 95 memorise, mask 2 and store
96 97 98 99 100 PoeQeQQee ¢ 0000000
DRAW 5
X e e 24 3637380404143 0450000 0000000 00000000
e e0csovvoseesssenr e/ B8
697071727374757677 7879
80 81 828384 858687888390 memorise, mask 3 and store
91 92 93 94 95 96 97 98 99 100 Qedeeee ¢ 00000090
DRAW 3
D S 9 36 37 38 « 40 41 44 43 « 45 46 47 CO0BO0000 00000000
eseeee 0555657585960 61
626364 6566676869707172
7374757677 787980818283
84 85 86 87 88 89 90 91 92 93 94 memorise, mask 4 and store
95 96 97 98 99 100 Qeoeneoe ¢ 00000090
DRAW 6
..... X oo e 1 36 37 38 39 40 41 44 43 X 45 46 00000400 00000000

47 48 49 50 51 52 £3 54 55 56 §7
58 59 60 61 62 63 64 65 66 67 68
697071727374757677 7879

80 81 B2 B3 84 85 86 87 88 89 90
91 92 93 94 95 96 97 98 99 100

The contents of the “LOOK-UP TABLE 40" consists of three columns containing data of all possible
combinations of an eight -out of- sixteen bit selection (the “NUMBERS 1 THROUGH 16” column), the
matching results shown in the "REMAINING SUM(S)”, column and an array of numbers representing
all the “NUMBERS OF SUM(S) THAT ARE EXCLUDED”. The various compare and mask patterns are

shown in the most right column, labelled “COMPARE AND MASK PROTOCOL"”. Each unique bit
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pattern, representing a combination out of the “NUMBERS OF SUM(S) THAT ARE EXCLUDED”, is
then used for further searching and masking purposes.

The very first initiative, shown under the header “DRAW 9, 7, 4, 8” of the Processing Scheme, is to
start up the procedure to characterise and classity the participating bits *. . . x..xx X....... " here
represented by the winning numbers of the four first incoming horses. Next a bit pattern “0 00 € 0 0 &
g &0000000” representing the positions of the first four winning numbers 9, 7, 4 and 8, is gene-
rated by the “DATA BUFFER 42”. This pattern together with the read-out of the contents of the
“LOOK-UP TABLE 40" is offered to the “COMPARAND AND MASK REGISTER 47”. During execution
of the software program all the combinations stored in the column “NUMBERS 1 THROUGH 16 are
compared with the bit pattern “0 00 € 00 & @& 00 00 00 0”. Matching of the two data streams
results in an array of sum(s), the values of which are further excluded from participation. These values
are shown in the column “NUMBERS OF SUMS THAT ARE EXCLUDED”. A new bit mask pattern “0 0
0e00ee 0000 000" indicating both remaining transparencies “0” and don’t cares “¢”, originates.
This bit pattern shown in the column labelled “COMPARE AND MASK PROTOCOL”, is memorised
and stored in the “COMPARAND AND MASK REGISTER 47" to function as a software mask for the
next processing step.

The purpose of the generation of such a bit mask pattem is multiple: it makes the search for the bits
8, 7, 4 and 8 superfluous in the next processing step and it associates the specific combination 9, 7,
4 and 8 with the corresponding values of the previously calculated sum(s). These sum(s) are now
excluded from further contribution. The numerals of the sum(s) that are excluded are listed in the third
column, labelled “NUMBERS OF SUMS THAT ARE EXCLUDED”. Aliso indicated in the second
column is a number for the remaining sum(s): in this case: 47.

The next step is to integrate and compare the results “0 € 0 00000 0000000 0 “ of the second
drawing, labelled “DRAW 2”, with the previously composed bit mask pattern “0 00 e 0 Qoo e (0 0 O
0 ¢ ¢”. The actual search time is now shorter because of the fact that the numbers 9, 7, 4 and 8 do not
contribute any more and thus do not influence a search for their respective positions. This is a direct
consequence of the influence of the don’t care (“#”) bits. There are 35 sum(s) left (see column 2) and it
IS obvious that the amount of sum(s) that are now excluded do increase. A new bit mask “0 e 0 e ( ( o

e 000000 00” originates.

The execution of the software protoco! proceeds until (in the case of this specific example) the bit
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mask pattern “0eeee e e (0000 0", resulting from the fourth drawing, labelied “DRAW 3”. is
reached. There are yet 9 sums left and the number of the to be compared bits has now decreased to
one. It i1s shown in the overview of the “NUMBERS OF SUMS THAT ARE EXCLUDED” column, that the
only sum left (X) is 44.

s In case it occurs that the processing time of the overall software protocol is not neglectful any more
with respect to the time intervals of the different play moments in a Television show, a “Special Pur-
pose Hardware System” has to be designed. The task of this “Special Purpose Hardware System”,
supporting a functionality that is identical to that of the ‘SOFTWARE MODULE 38" is twofold. It
speeds up the tracking, analysing and processing activities to search, interrogate, compare and rﬁask

o the contents of the “LOOK-UP TABLE 40”. It directly relates the result of any eight -out of- sixteen
combination with the corresponding sums that are further excluded from contribution.

The features of this “Special Purpose Hardware System” shall not be discussed.

i0
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1. A method of playing a game of chance, wherein a plurality of m winning
symbols 1s randomly drawn from a set of n play symbols (1-16), the method comprising
the steps of:

each player selecting at least one stake indicia (28) from a first set of stake
indicia (27), each stake indicia representing a predetermined collection of one or more
combinations of play symbols (1-16) from said set of n play symbols;

randomly drawing a group of m winning play symbols from said set of n play
symbols (1-16);

comparing said combination of said m winning play symbols to the selected stake
indicia;

selecting a further stake indicia from a second set of stake indicia (32), each

further stake indicia representing a further combination of play symbols from said set
of n play symbols not used in said first set of stake indicia (27) and one or more winning
play symbols out of a predetermined collection of further play symbols (A-Z);

randomly drawing one or more said further play symbols from said
predetermined collection of tfurther play symbols (A-Z); and

comparing said further combination of said winning play symbols to the selected

stake 1ndicia.

2. The method of claim 1, wherein said further combination of play symbols not

used 1n the first set of stake indicia (27) have the highest probability of being drawn.

3. The method of claim 1 or 2, wherein said play symbols are numbers and said

further play symbols are letters.

4. The method of claim 1, wherein the play symbols are the numbers of the

participants of a race and the winning play symbols are the winning numbers.
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J. The method of claim 1, further comprising a play slip suitable for the method of
playing a game of chance according to claim 1, wherein said one or more combinations
of said play symbols are associated to respective boxes printed on the play slip and
selectable by a player, a second set of indicia (7, 8, 9), each indicium representing a
further combination of play symbols being not used in the first set of stake indicia (5,
6, 10) and wherein said one or more winning play symbols out of a predetermined
collection of further play symbols (A-Z) are associated to boxes printed on the play slip

and selectable by a player.

6. The method of claim 5, wherein said further combination of play symbols not

used 1in the first set of stake indicia (27) have the highest probability of being taken.

7. The method of claim 5, wherein said play symbols are numbers and said further

play symbols are letters.

8. The method of claim 5, wherein the play symbols are the numbers of the

participants of a race and the winning play symbols are the winning numbers.

9. The method of claim 5, wherein the slip comprises time indicia (14) representing
a time prior to the drawing of said winning symbols; date indicia (11) representing a date
prior to the drawing of said winning play symbols; place indicia (15) indicating the place
where the play slip has been offered prior to the drawing of said winning symbols;
selection indicia (12) indicating play symbols and the combination of play symbols prior
to the drawing of said winning play symbols; and dues paid indicia (13) indicating the

COSts.

10.  The method of claim 1, further comprising a scoreboard suitable for the method
of playing a game of chance according to claim 1, and further comprising the steps of
providing the board with a first field (27) having positions associated to a combination
of possible groups of winning play symbols except at least one possible group (33) and

a second field (32) having a position associated to the excluded groups and positions

—
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assoclated to further play symbols (A-Z); and indicating the winning group of play

symbols.

1. The method of claim 10, wherein the excluded at least one group (33) of winning

play symbols has the highest probability of being drawn.

12, The method of claim 10, wherein the said n play symbols are numbers and the

further play symbols are letters.

13.  The method of claim 10, wherein the said n play symbols are the numbers of the

participants of a race and the winning symbols are the winning numbers.

14. The method of claim 10, wherein the step of indicating comprises the steps of
lighting up a winning group indication in the respective position in the first (27) or
second (32) field and a winning further play symbol indication in the respective position

of the second field.

15. The method of claim 10, wherein the step of indicating comprises the steps of
lighting up all of the group indications in the respective positions of the first field (27)
and turning off all of the group indications in the respective positions of the second field
(32) and the further play symbol indications (A-Z) in the second field (32) before
drawing the winning symbols and turning off the non-possible group indications in the
first field (27) after each drawing of a winning symbol; lighting up the group indications
In the respective positions of the second field (32) when the respective winning symbols

have been drawn; and lighting up the winning further play symbols.

16.  The method of claim 14, wherein the steps of lighting up and turning off the
group and further symbol indications comprises the steps of:
- recognising the status of the play symbols according to a draw of a group

of winning play symbols from the set of play symbols (1-16);

vemat 1 aca er g O AWML A O AN MR CAcan ER AR < i A e e I A 3 N N U e Y Yards 2 MM - Ty iR ek VO A S SR AR b KR IO AR W AL MO rib i P - 1 - a2 THRE 1 e VR L 440 4 Ml © R 1O WA BRI AT IO K - - § T D3 o T M e b Cd iy 1 AN AE MR HIHLALIE AV TR0 0 1 WIS 0l g Pl it M LT T A, o oF e omed oo oy o4 e e 1Ay T8 0 % SRR ¥ BRI P A A A e



v,
]

g

10

15

20

25

30

" 2181435

- appointing correlations between combinations of play symbols according
to a draw of a group of winning symbols from the set of play symbols (1-16);

- executing a software program on play symbols according to a draw of
a group of winning play symbols from the set of play symbols, resulting in the exclusion

ot groups and further symbols.

17.  The method of claim 10, wherein a third field (31) is provided for lighting up the

winning symbols or a combination thereof.

18.  The method of claim 10, wherein the lighting up of at least the winning group

indication or winning further symbol indication is in a flashing way.

19. A play slip suitable for the method of playing a game of chance according to one
of the claims 1 through 18, wherein a plurality of m winning play symbols is drawn
from a set of n play symbols (1-16), comprising a first set of stake indicia (5, 6, 10),
each stake indicia representing a predetermined collection of one or more combinations
of said play symbols (1-16), said one or more combinations are associated to respective
boxes printed on the play slip and selectable by a player, characterised by a second set
of indicia (7, 8, 9), each indicia representing a further combination of play symbols
being not used in the first set of stake indicia (5, 6, 10) and one or more winning play
symbols out of a predetermined collection of further play symbols (A-Z) associated to

boxes printed on the play slip and selectable by a player.

20.  The play slip of claim 19, wherein said further combination of play symbols not

used 1n the first set of stake indicia (27) have the highest probability of being taken.

21.  The play slip of claim 19 or 20, wherein said play symbols are numbers and said

further play symbols are letters.

22.  The play slip of claim 19, 20 or 21, wherein the play symbols are the numbers

of the participants of a race and the winning play symbols are the winning numbers.
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23.  The play slip of claim 19, 20, 21 or 22, wherein the slip comprises time indicia
(14) representing a tire prior to the drawing of said winning symbols; date indicia (11)
representing a date prior to the drawing of said winning play symbols; place indicia (15)
Indicating the place where the play slip has been offered prior to the drawing of said
winning symbols; selection indicia (12) indicating play symbols and or the combination
of play symbols prior to the drawing of said winning play symbols; dues paid indicia
(13) indicating the costs, the amount of which is appointed by the selection of at least
one stake indicia and the boxes marked; and Uniform Article Code (UAC) indicia (17)

classifying the above mentioned indicia prior to the drawing of said winning symbols.

24. A score board suitable for the method of playing a game of chance according to
one of the claims 1 through 18 wherein a plurality of m winning play symbols is
randomly drawn from a set of n play symbols (1-16), characterised by a first field (27)
having positions associated to a combination of possible groups of winning play symbols
except at least one possible group (33); a second field (32) having a position associated
to the excluded groups and positions associated to further play symbols (A-Z); and

means for indicating the winning group of play symbols.

25.  The score board of claim 24, wherein the excluded at least one group (33) of

winning play symbols has the highest probability of being drawn.

26.  The score board of claim 24 or 25, wherein the said n play symbols are numbers

and the further play symbols are letters.

27. The score board of claim 24, 25 or 26, wherein the said n play symbols are the

numbers of the participants of a race and the winning symbols are the winning numbers.

28.  The score board of one of the claims 24 through 27, wherein the indicating
means comprises means for lighting up a winning group indication in the respective
position in the first (27) or second (32) field and a winning further play symbol

indication in the respective position of the second field.
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29.  The score board of one of the claims 24 through 27, wherein the indicating
means comprises means for lighting up all of the group indications in the respective
positions of the first field (27) and turning off all of the group indications in the
respective positions of the second field (32) and the further play symbol indications (A-
Z) 1n the second field (32) before drawing the winning symbols and for turning off the
non-possible group indications in the first field (27) after each drawing of a winning
symbol; means for lighting up the group indications in the respective positions of the
second field (32) when the respective winning symbols have been drawn: and means for

lighting up the winning further play symbols.

30.  The score board of claim 28 or 29, wherein the means for lighting up and turning
off the group and further symbol indications comprises:

- means for recognising the status of the play symbols according to a draw
of a group of winning play symbols from the set of play symbols (1-16);

- means for appointing correlations between combinations of play symbols
according to a draw of a group of winning symbols from the set of play symbols (1-16);

- means for executing a software program on play symbols according to a
draw of a group of winning play symbols from the set of play symbols, resulting in the

exclusion of groups and further symbols.

31.  The score board of one of the claims 24 through 30, wherein a third field (31)

1s provided for lighting up the winning symbols and/or a combination thereof.

32.  The score board of one of the claims 24 through 31, wherein the lighting up of
at least the winning group indication and/or winning further symbol indication is in a

flashing way.

33.  The process of selection and exclusion of play symbols of the score board for
playing a "Summing Up 8-out of -16 numbers" Television game wherein a plurality of
m winning play symbols is randomly drawn from a set of play symbols (1-16), selecting

and excluding play symbols comprising the steps of:
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- recognising the status of the play symbols (1-16) according to a random
draw of a group of m winning play symbols from the set of play symbols (1-16); and
- appointing correlations between combinations of play symbols (1-16)
according to a random draw of a group of m winning play symbols from the set of play
5 symbols (1-16) and play symbols representing sums (36-100) of winning play symbols;
and
- executing a software program on play symbols according to a random
draw of a group of m winning play symbols from the set of play symbols (1-16),

resulting in the exclusion of one or more sums of winning play symbols.

-{ "
v \J'
%

. . .. i >, . .pe . B : gty e T T R - . L R T e . AL - i i ks ' ' AAPNEIA CHINA o ket et S AR, A A Sl ol A eI S .\ PP Y B AUy iy 4 5 i { i -t b A
o0 e A PR L T M SO KO T 1 D B TR A | 4 T WA T e premhes s Ayt rnes Vs SRR QP K REEA 10 MR R M P M - v ik e el s PGt oy MUNBE or 0L T 5. W EXRL £t L WAMAR e 7O Igipr.. 9 ¢ VA e L 1 U R S - A A L I RS T e R - IR 4 PRI W gy ek D e il . 4 anapddas ¥



PCT/NL94/00033

2181435

WO 95/21425

Fig.1

1/5

] A

vé

2 1ossaooud
pud U0

.o "a
...\lr . Y-

o - .

. - . .
KO . )
L l...
L . — . e
. i N - v L.
A S N m
- - -
A 3 | Fw .
-
e’ * . r

[ A E N I EEEE NN E NN NN I B B B Y B B N N N W B B B B R TN I N B B BN B BN

GG

-~

e .\...Iu.‘ N
ABEE

-

<

d30v3d
TYOILdO

£¢

IS
0¢

s

P E98 ot ST

e
e kdare)

-

'

“p

e
\l.]_

-
y
»

ST RRTAR T Al
a .

0 - .\ oL
ol l..... - 1. € . .
i L - .
L \.m |
w A F.”W( . ....L
’ . .u <
. . a "

gl

1 4
>



. WO 95/21425 | PCT/NLS4/00033

2181435 |
2/5 Fig.2

y P

— SUMMING UP
8 - OUT OF - 16 NUMBERS LOTTERY.

.| PLAY SLIP

T Costs indicated by marked stakes.

JACKPOT 68

- DUO

| 40/41 |
-mm 8749
o =22 | 56/57 ]

64/65
m 73/74 6 §1 6972 [ 7376
mm 81/82 | 77-80 1 8184
89/90 | Eﬂ]
| 97/98 ]99/100] | 93-96 [97-100

I I Players I'ECelpt.
-
»
N ate Ime: Place:
[ ] ]
FRCCE ] X3 EXL G b _. Yameloont B ¥ Lvgiatol T ige oo BT g oa - 2B v ST N N [ Wt i
._f'-"g. }; - s F o P \,-L’.&g..','-." et R R M Ll S0 - E_ 3‘.*'.' .‘"-“;'-‘ i, Tt nat: v
:‘!s ‘: ] _.-‘I\.,sl' ?,‘bf;ﬂ < ’;’ \’:-.' . :}’ [ i’ d "--N":l =3 B T'f gl o u: N b ‘&" "-‘-. v *’_‘ o 100N ~:' = . -3 r
F R Ty Sy e : e 0 " LY - . —_— ) . e - N iy Vaplp B . -
MCA .U"‘:*-”' s e Lo !‘{."’ GRS A e T L F Y T IR DL SO sl "{m 7
-lie N A . > “ s 4 v e - ~ P bt . -t .t < . B " y -
"“ ) - i r .vq.‘.'?,l ‘:k“.yu i ) z’: L & O YA > [ ,‘.>‘ i - : .)& “‘,{ P "‘_: "'. > -
. e - -t ¥ . - el W RN T 2 AN ;
SEE R TGN e i s T N A L A S A L G = AR e N LSRR A ety 3Y8
ML < TS v . B . P Sash- A T > c . T PSR .
PR g B TC .,;.’ - il " L ) ’ - ™ .

¥
-

mm
44-47 | 48-51-
lﬂﬂm
6063 | 64-67 |

15

SUBSTITUTE SHEET



. WO 95/21425

¢181435

3/5

PCT/NL94/00033

26
28
77]178(79[801(811/82/[83)[84]
/851186/87(/85[[891190][91][02]
93 94](95]106(97](98)[99] 100
s O L T T T
) JACKPGT

quﬁMﬂﬂ




9181435

PCT/NLS4/00033

W0 95/21425

Fig.d

Fig.5

4/5

glll.l.l._
m.llﬂl 8] [68)]
#vmm.hm..w 6Z][8Zl[2z2]
 (92) (2} [vZ] [€X] (zZ] [1Z] [0Z] [6D
_Ewmm ¥9!(€9!{Z9]({19] {09
w
_“

65] (8! S % mm, vm _mm 4
1S] [0G][6 V] [P H
%vlFbIl.

advog 3409S

SHIHWNN - 91 10 110 - 8 dN HNIWWNS

ayvod 1409S

"SHIGANN - 91 40 1N0 - 8 Jdt INIWWNS

Fig.6

Qm_Qcm_ 1H09S

"SHIBWN - 91 40 1N0 - 8 dN INIWWNS |




PCT/NL94/00033

$181435

{.WO 95/21425

5/5

Fig.7

L

|

T_ TNy Y

i Ml
RIS

| D -..-»t.!..w

L.
" HIAG
27104
¥ 434408

AR AL PPV L8 A ke ———

_ H34av .

HOIVHINTD
H39WNN
WOGNVH

H3G0010
Vivad

314Ny

| viva
'

Y3.151034
XSV R

azéﬁzoo _Bmﬁ dNn-%001|

d3ON3NDIS8
WVYHDOHd

p—

WOUd NI

8E

LY

m._:wh mm<>>._.u_0w

145

Ot

LY



T SUMMING UP
8 - OUT OF - 16 NUMBERS LOTTERY.

.| PLAY SLIP

Costs indicated by marked stakes.

9, - DU
40/"'i
W“ 8749
| 56/57 | |
64/65
@m ?3/74
Emm 81/82 |
. 89/9{9
" 97/98 99/100]

1 1\ Players receipt.

~Date: Time:




	Page 1 - abstract
	Page 2 - abstract
	Page 3 - description
	Page 4 - description
	Page 5 - description
	Page 6 - description
	Page 7 - description
	Page 8 - description
	Page 9 - description
	Page 10 - description
	Page 11 - description
	Page 12 - description
	Page 13 - description
	Page 14 - description
	Page 15 - description
	Page 16 - description
	Page 17 - description
	Page 18 - claims
	Page 19 - claims
	Page 20 - claims
	Page 21 - claims
	Page 22 - claims
	Page 23 - claims
	Page 24 - claims
	Page 25 - drawings
	Page 26 - drawings
	Page 27 - drawings
	Page 28 - drawings
	Page 29 - drawings
	Page 30 - abstract drawing

