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(57) ABSTRACT 

A system and method are provided for playing a game of 
chance. The game of chance may include, for example, a 
lottery-type game. A result of the game of chance is revealed 
to a player in another medium. In one example, the result is 
revealed during multiple game instances of one or more 
online games. In one example, the online game includes a 
scrambled word game similar to the well-known game of 
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METHOD AND APPARATUS FOR 
CONDUCTING A GAME OF CHANCE 

RELATED APPLICATIONS 

0001. This application claims priority under 35 U.S.C. 
S119(e) to U.S. Provisional Application Ser. No. 60/569,030, 
entitled METHOD AND APPARATUS FOR CONDUCT 
INGAGAME OF CHANCE, filed on May 7, 2004, which is 
herein incorporated by reference in its entirety. 

FIELD OF THE INVENTION 

0002 The field of the invention relates generally to lotter 
ies and gaming, and more particularly, to systems for con 
ducting lottery-based games or casino-based gaming. 

BACKGROUND 

0003. There are many different types of games that are 
provided that involve the issuance of a lottery ticket to play a 
game of chance. Lottery tickets are sold through retailers 
using machines referred to as point of sale (POS) terminals. 
These tickets are generally printed at the POS terminal, and 
are usually issued for Some lottery drawing to be performed at 
a later time. Examples of these types of lottery games of 
chance include traditional state lottery drawings and multi 
state lottery drawings (e.g., PowerBall). Another type of lot 
tery ticket, referred to in the art as instant lottery, includes a 
pre-printed Scratch-type lottery ticket which includes a latex 
or similar coating that is scratched off by a purchaser (a 
player), revealing one or more game indicia and whether the 
player won the game or series of games as indicated on the 
ticket. The indication is generally “instant in that the player 
knows, when they scratch off the ticket coating, whether or 
not they won the game. 
0004. There are many online games that can be played 
using a computer system coupled to a communication net 
work (e.g., the Internet). These games may include traditional 
games of chance, games of skill, and casino-type games, 
among others. 
0005. Some systems combine lottery-type games and 
online games. In one Such system, a lottery ticket is sold to a 
player, who then plays a further game using a computer 
system. In Such a game system, the ticket sold to a player 
includes a code which is correlated to a game seed stored in a 
computer system upon which a computer game is played. The 
computer game determines the correlated game seed, and this 
game seed is mapped to a series of predetermined game states 
that lead to a predetermined outcome. That is, the code stored 
on the ticket includes the outcome. In another type of system, 
the code stored on the ticket is an encoded form of the lottery 
result, which is then revealed to the player at the end of play 
of an online game. 

SUMMARY 

0006 New and more interesting game formats are needed 
for lottery and casino type games that keep players interest 
and therefore result in continued and/or return players. 
According to one embodiment of the present invention, it is 
appreciated there is a great deal of effort and expense to 
introduce additional games, especially in the casino area. In 
particular, as each game is introduced, its features are scruti 
nized by regulators prior to introduction. It therefore would 
be beneficial to be able to reduce the regulatory effort in 
introducing new games that are exciting to players to play. To 
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this end, according to one aspect of the present invention, a 
system is provided having two games, one of which is already 
approved by regulators whose outcomes are used to drive 
outcomes of another game. Because the outcome determina 
tion and odds of winning the other game are driven by a 
previously-approved game, the regulatory hurdles associated 
with releasing the other game are reduced. 
0007. In one aspect of the present invention, the player is 
permitted to play a computer-based game (referred to here 
inafter as a “primary game) during which the game playing 
system reveals results of another game (referred to hereinafter 
as a 'secondary game). This secondary game may be a 
casino or lottery-based game and, according to one embodi 
ment, this secondary game is already approved by regulators. 
One Such game is the well-known game of Keno. However, it 
should be appreciated that the secondary game may be any 
other type of game (e.g., a lottery game). The primary game 
may be any type of computer-based game, including games of 
skill and/or chance, such as card games, casino games, video 
games or any other type of game through which a result from 
another game may be revealed. In one aspect of the present 
invention, the play of the primary game that the player plays 
does not affect the outcome of the secondary game. In another 
aspect of the present invention, the secondary game result 
does not affect the outcome of the primary game played by the 
player. 
0008. In one example, the primary game involves some 
level of influence by the player on the outcome of the primary 
game. For instance, the primary game may be a game of skill. 
However, it should be appreciated that the primary game be a 
game based on chance, or combination of skill and chance. In 
one example, the primary game may be similar to the well 
known game of JUMBLE (JUMBLE is a trademark of Tri 
bune Media Services, Inc., Chicago, Ill.) and its variations. As 
is known, JUMBLE is a game of skill that allows the player to 
solve a word puzzle by descrambling scrambled words and 
phrases. JUMBLE and similar games involve one or more 
scrambled words or phrases (e.g., a "jumble'), each of those 
words having designated spaces that, when the words are 
descrambled, contain letters used for a final scrambled word 
or phrase. A player then uses those letters to solve the final 
scrambled word or phrase. In the well-known game of 
JUMBLE, the final scrambled word or phrase usually has 
Some hint (e.g., a cartoon and associated text) that helps the 
player solve the final scrambled word or phrase. The player 
may be permitted to play the game of JUMBLE (or similar 
game), during which the result of the primary game is 
revealed over one or more instances of the JUMBLE-type 
game. 
0009. According to one aspect of the present invention, the 
JUMBLE-type game is combined with a second level game. 
Play of the second level game may proceed after some 
achievement level in the JUMBLE-type game. For instance, 
the player may play the JUMBLE-type game as discussed 
above, and in one embodiment, the second level may proceed 
after the player successfully solves the JUMBLE-type game. 
Alternatively, the player may play the JUMBLE-type game 
until completion, and at an ending of the JUMBLE-type game 
(e.g., the player quits, uses a 'solve all control to automati 
cally solve the JUMBLE-type game, etc.), the player begins 
playing the second level game. 
0010. According to one aspect of the present invention, the 
result of the primary game is stored on a server coupled to a 
computer system upon which the game is played. In one 
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example, the result is downloaded to the computer system 
prior to game play. The result may be in the form of interme 
diate results of each game instance that are displayed to the 
player at various points during game play. For instance, inter 
mediate results may be displayed to a user during an instance 
of a JUMBLE-type game. For example, intermediate results 
may be shown to a player when a particular scrambled word 
is solved, a particular letter is correctly placed, or other 
achievement during the play of a JUMBLE-type game. 
0011. In one embodiment of the present invention, the 
traditional game of JUMBLE or similar game is coupled with 
a second level game. Further, during the play of the 
JUMBLE-type game, one or more items are awarded to the 
player for use in the second level game. For instance, items 
are awarded when particular portions of the JUMBLE-type 
game are solved. In the example of the JUMBLE-type game, 
there may be an indication that one or more of the letter 
positions of one of the scrambled words contains an item 
(e.g., one that may be used with a second level game). This 
indication may be, for example, a graphical, textual, or other 
symbolic indication that the element contains an item. In one 
example, this indication may be the same or similar element 
used to indicate that there is a hidden item associated with the 
element. The type of hidden item may not, according to one 
embodiment, be known by the user until the hidden item is 
revealed during game play. In one example, when the letter 
position having the hidden item is “solved (e.g., the player 
places the correct letter in the correct position indicated as 
having a hidden item) the game program displays the hidden 
item to the player. The hidden item may be, for example, an 
item that is used to reveal prizes in a second-level game. 
Alternatively, the player may be awarded a prize (or not) with 
the revealing of each hidden item. 
0012. In another example, the first level game may contain 
more than one hidden item, and these items may be collected 
by the player as hidden items are revealed. When the game has 
ended, the player may use the one or more collected items in 
the second level game. In one example game, the items 
revealed during the game of JUMBLE are used to open hid 
den items in a second level game. For instance, the second 
level game includes a series of boxes (or other element type) 
which are opened (and their hidden items revealed) with 
items collected during the play of the JUMBLE-type game. In 
one example, the items are representations of keys used to 
unlock a box. However, it should be appreciated that the items 
may be any type of item that can be used in a second level 
game. In another example, the player may be presented a 
finite number of chances to open prize boxes that may reveal 
one or more prizes. 
0013. In another example, the player solves a final 
scrambled word or phrase in the first level game, and a Subset 
of the letters in the final scrambled word or phrase are used as 
indices into entries of a pay table. The player is permitted to 
select among a plurality of prize boxes in a second level game, 
each of the prize boxes, when selected, display a hidden letter 
to the player. If the player selects a prize box showing a letter 
that is used as an index into the pay table, the player is 
awarded the corresponding prize indicated by the pay table. If 
not, the player does not win a prize. 
0014. According to one aspect of the present invention, the 
letter displayed to the player in the second level game is 
predetermined. That is, the letter displayed (and therefore, the 
prize won by the player) is independent of the act of selecting 
a prize box by the player. Thus, the game provides an appear 
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ance to the player that the player has some influence on the 
outcome of the game, when in actuality, the outcome is not 
influenced by the actions of the player. This appearance 
increases the attractiveness of the game, and increases or 
maintains play by the player. 
00.15 Prizes awarded during the second level of play may 
be, for example, a cash prize awarded for a particular game. It 
should be appreciated, however, that other prizes may be 
awarded (e.g., merchandise, credit, free play, etc.) and that the 
invention is not limited to any particular prize type. 
0016. According to one aspect of the present invention, 
prizes revealed during the second level game may be stored in 
a database of the server and downloaded to the client prior to 
play. In this example, the player may be allowed, when a 
ticket is purchased at a POS, the ability to play a number of 
instances of the game. Prizes may be awarded, for example, at 
each instance of the second level of the online game. To this 
end, the result of each prize may be stored in the database of 
the server, and may be indexed by an identifier of the ticket. 
For example, the identifier may be a serial number or other 
ticket-identifying information. 
0017. According to one aspect of the present invention, 
prizes are only awarded in the second level game. In another 
example, after a prize is revealed (or not) in the second level 
game, the player is permitted to play any remaining instances 
of the primary game (e.g., a slot-machine type game or 
JUMBLE-type game). According to another embodiment, the 
player may not be permitted to replay game instances after 
they have been played. To this end, a game-playing system 
may maintain a status of the game instances played by the 
player. The game-playing system may maintain other infor 
mation, Such as game play information, how prizes are 
revealed to the player, and other information that may be 
useful for assessing or auditing game play and playing expe 
riences of the player. 
0018. Each instance of the game may include an associ 
ated prize (or not), and these prizes may be combined for an 
overall prize associated with the ticket. In one example, the 
prize associated with the first instance of the JUMBLE-type 
game and its second level is S10. 
0019. Each instance of the game may include an associ 
ated prize (or not), and these prizes may be combined for an 
overall prize associated with the ticket. In one example, the 
prize associated with the first instance of the JUMBLE-type 
game and its second level is S10. A prize associated with a 
second instance of the JUMBLE-type game and its second 
level is S15. The prizes associated with each instance of the 
JUMBLE-type game and its second level may be stored as an 
entry in the database of the server. 
0020. In an alternative embodiment, there is one instance 
of the JUMBLE-type game, wherein there are multiple win 
opportunities within the single instance. For example, in a 
single game, there may be win opportunities associated with 
certain letter positions in one or more of the scrambled words. 
When a letter is placed in a correct position being associated 
with one of the win opportunities, a prize may be (or not) 
revealed to the player. A combination of these revealed prizes 
may total to a total prize associated with a particular ticket. 
0021. As an alternative to each result of each game 
instance being predetermined, the result of each prize for each 
instance of the game may be determined dynamically by the 
client computer. For example, if the overall prize (e.g., $25) 
for the ticket is known, the client can determine (e.g., ran 
domly) a distribution of winnings of the overall prize among 
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game instances. In the example above, a play of the ticket on 
one computer could award a $25 prize among two game 
instances as follows: S5 prize for the first game instance and 
S20 for the second game instance. Another play of the ticket 
on the same or different computer may award a $25 prize 
differently among the two game instances (e.g., S10 for the 
first game instance, S15 for the second game instance, etc.). It 
should be appreciated, however, that the game may include 
any number of game instances, and the prize associated with 
each game instance may be stored in any storage location 
(e.g., at the client computer, at the server, etc.). 
0022. In another example system, prizes may be awarded 
in association with each item collected in the game (e.g., a 
collected item in a JUMBLE-type game). Therefore, prizes 
may be distributed among hidden items in the game grid as 
well as being distributed among game instances. As dis 
cussed, prize distribution may be stored in a database of the 
server, may be determined by the client (e.g., randomly), or 
may be stored at any location or be determined by any manner 
by the client. 
0023. According to another aspect of the present inven 

tion, an improved game experience is provided for revealing 
the result of an online game. As discussed above, a player 
purchases a ticket or other game piece at a POS or other 
location. On the ticket, multiple plays of an associated online 
game are provided with each ticket or other game piece. The 
player can play those multiple plays across a set of games. For 
instance, the set of games may include, for example, games of 
skill and/or chance as discussed above. Certain games may 
include one or more attempts (or opportunities) for winning 
prizes. These opportunities for winning may be associated 
with one or more prizes. For example, a player playing a slot 
machine may be awarded a certain number of opportunities to 
play a game (e.g., a game instance (or game play) or other 
opportunity to win a prize when playing a particular game 
instance). In the case of a slot machine game, the player may 
be given a particular number of spins of the slot machine 
game, and, as a result of each spin, the player may be awarded 
(or not) a prize. In one embodiment, the result of the overall 
game is predetermined, and a game experience is determined 
for each opportunity (e.g., spin) that results in a contribution 
to the result of the overall game. 
0024. According to one embodiment of the present inven 

tion, the type of game that is played is immaterial to the 
outcome revealed to the player. More particularly, the same 
outcomes associated with a particular ticket may be used to 
drive multiple types of games. This allows, for example, the 
gaming operator to offer multiple types of games with a single 
ticket, and allows the player to select which game(s) to play to 
reveal the outcomes associated with the particular ticket. For 
instance, the player may elect to play a slot machine game for 
a first game instance of a ticket, and for a second instance, 
play a JUMBLE-type game. Of course, it should be appreci 
ated that any type of game and other combinations of games 
are possible. In this manner, the player may be provided the 
flexibility to play particular games in which the player is 
interested, thereby increasing his/her interest and participa 
tion in the game. Further, the game operator is provided 
additional flexibility as new games may be introduced/sub 
stituted that are associated with the same ticket or other game 
piece. 
0025. According to one embodiment of the present inven 

tion, the outcome of the game is predetermined at the time of 
ticket printing, issuance, or purchase or shortly thereafter. 
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That is, the game outcome associated with a particular ticket 
is available prior to, at the same time, or shortly thereafter the 
ticket is provided to the player, after which time the player is 
permitted to play any games to reveal the predetermined 
outcome. In another embodiment, outcomes associated with 
tickets issued to the player are determined sometime after the 
ticket issuance (i.e., outcomes are “post-determined'). Such 
is the case with Keno or other drawing-based games wherein 
game outcomes are determined after ticket issuance. In Such 
a game, players are permitted to obtain the outcome at a 
predetermined time, usually after the player has purchased 
the ticket. In one aspect of the invention, it may be beneficial 
to have a later activation of tickets, especially in the case of a 
ticket-based game where tickets are issued in Some other 
gaming environment (e.g., a casino). It may be desirable to 
only permit the player to play Such a game outside the gaming 
environment so as not to compete with other games. Addi 
tionally, it may be desirable to require the player to revisit the 
gaming environment to redeem the ticket and increase the 
chances that the player will purchase additional tickets or play 
other types of games offered in the gaming environment. 
0026. Also, according to another aspect of the present 
invention, a first game may be used to reveal the result of a 
second game. As discussed above, this second game may be 
one which is already approved by regulators. Such a system 
may be, for example, a game whose results are driven by a 
random number generator (or RNG as referred to in the art). 
One Such game is the well-known game of Keno. Another 
game that may be used is the well-known game of bingo. 
Other games may be used to drive the result of an online 
game. 

0027. In one example, a Keno game and its associated 
system are used to generate reveal results which are revealed 
to a player during play of an online game. To this end, a 
Keno-based system may be used in conjunction with an 
online gaming system to present new and interesting online 
games whose outcomes are driven by results provided by the 
Keno system. In one particular example, a Keno system pro 
vides a correlation of a ticket identifier to a Keno game which 
is held at some predetermined time. As the Keno numbers are 
drawn, an outcome is produced associated with the particular 
ticket identifier and provided to an online gaming system. The 
online gaming system uses the produced outcome to render a 
new and interesting gaming experience within an online gam 
ing environment. As discussed, such an environment may 
include online play of one or more online games of skill, 
chance, or combination thereof. 
0028. According to one embodiment of the present inven 
tion, wins are optimized across game instances associated 
with a ticket. For instance, a ticket may have a predetermined 
outcome (for example, awarding a prize of S50), that may be 
allocated across the game instances associated with that 
ticket. For example, in the case of winning. S50 on a 5-play (5 
game instances) ticket, it may be desired to allocate the wins 
across game instances to provide a particular game experi 
ence. For instance, the game experience of winning S50 may 
be distributed across five game instances (e.g., five separate 
games, respectively winning S5, S0, S0, S5, S40) to provide 
the player an early indication of winning. Also, the remaining 
game play of the game instances may be scripted to build the 
drama of the game experience while still retaining player 
interest. Such a scripted outcome is more interesting, accord 
ing to one embodiment, as the player is presented an outcome 
in a way Such that retains interest in the game. This is benefi 
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cial, as an overall result includes extending scratch-type 
games or other type of game experience beyond the point of 
sale, and beyond the instant (but fleeting) gratification asso 
ciated with Scratch-type or other instant ticket game experi 
CCCS. 

0029. According to one embodiment, a player is permitted 
to wager and redeem bets at authorized locations (e.g., legal 
jurisdictions such as lottery retail establishments, casinos, 
and the like) while the online portion of the game may be 
played in any locale or jurisdiction. In such a case, the casino 
orlottery experience is extended to locations where otherwise 
lottery and/or casino games are not available. Thereafter, 
players return to the lottery or casino establishment to redeem 
their tickets thereby providing yet another opportunity to 
entertain the player. 
0030. According to yet another aspect of the present 
invention, winning results may be split across opportunities to 
win. One embodiment of the present invention relates gener 
ally to how wins are shown to the player across win opportu 
nities. In one specific example, one embodiment relates to a 
method for revealing wins to a player across a play of multiple 
game instances that build excitement for the player and which 
holds the interest of the player in continuing to play the game. 
It is appreciated that the game experience may be made more 
compelling if wins are distributed among win opportunities in 
an interesting way. 
0031. Another method for maintaining the interest of play 
ers includes awarding additional opportunities to win with 
each ticket. For instance, one of the prizes awarded with a 
particular opportunity to win (e.g., during the play of the 
game instance) may be one or more additional opportunities 
to win. For instance, in a slot machine game, an issued ticket 
may be associated with five (5) spins. One of the prizes 
awarded with the ticket may include additional spins. At the 
time of initial ticket activation, it may be predetermined that 
the ticket is associated with these additional opportunities to 
win, and these additional opportunities may be associated 
with the issued ticket. The player, when playing the game, 
will obtain additional satisfaction in playing because the 
number of game instances to be played by the player are 
increased, and therefore, their opportunity to win is also 
increased. This may be beneficial to create a more realistic 
gaming experience (Such as in casino slots) where additional 
spins may be awarded during casino play. However, unlike 
casino play wherein slot play can be continued from an online 
account or by placing additional bets to create a more con 
tinuous game experience, the additional spins are awarded to 
a single ticket. 
0032. In the case where an online game system is a Keno 
based or other drawing-based systems wherein results are not 
predetermined, additional opportunities to win may be asso 
ciated with the ticket in the form of additional numbers 
selected by a computer system and associated with the ticket 
at the time of a drawing. This may be performed, for example, 
by assigning one or more additional drawing entries as a prize 
itself in the pay table associated with the Keno or other 
drawing-based game. More particularly, the drawing entries 
may be awarded as prizes, which themselves are indexes into 
other entries in the same pay table. Such additional entries 
may correspond to one or more prizes. For example, when the 
drawing occurs, the additional plays are awarded to the draw 
ing numbers associated with the ticket. These drawing num 
bers may be associated with a particular game instance, of 
which there may be many associated with one ticket. At the 
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point when the ticket is activated by the result of the drawing 
and play of the online game is permitted, the player, upon the 
beginning of play of the ticket or a particular game instance, 
the player is awarded the additional plays (and therefore, any 
prizes) associated with these additional plays. The additional 
plays may be played as additional game instances, which 
themselves have additional reveal opportunities. Alterna 
tively, additional reveal opportunities may be added to one or 
more other game instances to make game play more exciting. 
0033. In another example, additional opportunities to win 
are awarded to a ticket, but these additional opportunities are 
awarded for a future game instance. In one example, the game 
reveals, during a win opportunity (e.g., a spin, a reveal, etc.) in 
a first game instance, one or more win opportunities within a 
second game instance. These win opportunities may be 
redeemed and “added on to the second game instance, or the 
win opportunities may be provided as part of a “free play of 
an additional game instance. In the case of a game driven by 
a drawing-based system (e.g., Keno, bingo, etc.), additional 
win opportunities may be provided for game instances con 
ducted at a later time. For example, in a first game, a player 
may be provided a “free play' of a game instance to be 
conducted (or available to be played) at a particular start time. 
To this end, the player may be provided an additional code 
that allows the player to play the game at the later time. In the 
case of a Subscription-based system wherein a player Sub 
scribes to play more than one game, the player may have 
additional plays added to his/her existing Subscription. 
0034. In another aspect of the present invention, winnings 
by a player may be redeemed online to allow the player to play 
further instances of the online game. For instance, the player, 
after receiving a prize when playing a particular game 
instance, is permitted to redeem the prize online. In one type 
of online redemption, the player is provided one or more 
additional game instances to be played. To this end, the player 
may be provided one or more access codes allowing the 
player to play the additional game instance(s). These addi 
tional access codes may be provided to the player in an 
interface of the game, by e-mail, or other method. 
0035. According to another aspect of the present inven 
tion, a method is presented for providing players an enhanced 
gaming experience. According to one embodiment, it is 
appreciated that it is beneficial to enhance players interest in 
playing games, particularly losing ones. In one embodiment, 
an illusion is presented to players to provide the illusion of 
being very close to winning aparticular game. For instance, in 
the case of a slot machine, the slot machine result may indi 
cate, in a three-wheel slot machine, that the player received a 
winning combination of two of the first wheels, and only with 
the revealing of the last wheel does the player realize that 
he/she has lost the game. According to one aspect, it is real 
ized that the losing game experience should compel the player 
to continue playing the game. 
0036. In another example system, prizes may be awarded 
in association with each item collected in the game (e.g., 
number of points in a slot machine type game). Therefore, 
prizes may be distributed among elements or levels during 
play as well as being distributed among game instances. As 
discussed, prize distribution may be stored in a database of the 
server, may be determined by the client (e.g., randomly), or 
may be stored at any location or be determined by any manner 
by the client. 
0037 According to another aspect of the invention, it is 
appreciated that conventional methods for playing online 
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games of chance are not secure. In particular, because the 
result or outcome of the game or predetermined sequence of 
game States may be encoded on a ticket, the lottery game may 
be compromised if the winning codes are deciphered. Such a 
deciphering could occur, for example, by hacking a computer 
system associated with the online lottery and obtaining a list 
of winning tickets, or reverse engineering software (e.g., on a 
PC) where the winning codes or sequence of game states may 
be stored. Further, it is realized that in such conventional 
systems, the lottery ticket or the online game software and its 
data are single points of security failures in the system. 
0038. One aspect of the present invention relates to a 
method for conducting a game of chance. According to one 
embodiment, a more secure method is provided by which an 
online game may be played. Instead of placing a game seed 
that determines a sequence of game states on a ticket (e.g., an 
instant scratch or lottery ticket), the game states or outcomes 
may not be placed on the ticket. Rather, the outcomes may be 
stored in an online database. To this end, a code may be stored 
on the ticket, the code being used as a decryption key used to 
find the outcome stored in the database. In particular, there 
may be a mapping between an outcome code and a corre 
sponding decryption key that is printed on the ticket. 
0039. Because the decryption key is placed on the ticket, 
unauthorized access to the online game is not permitted with 
out the physical ticket. In another embodiment, a portion of 
the decryption key is placed on the ticket, and another portion 
is stored in a database associated with the online game. In this 
manner, security cannot be breached without having both 
portions of the key (either having the issued ticket portion or 
the online portion). Thus, a hacker may not compromise a 
lottery ticket database without the ticket, and, by virtue of 
having a winning ticket, other winning ticket numbers may 
not be determined. Access to the online portion of the key may 
be obtained, for example, by providing some other informa 
tion (e.g., a serial number printed on the ticket). However, it 
should be appreciated that the information used to gain access 
to the online portion of the key need not be printed on the 
ticket—the information may be provided on Some other 
medium or by another method. 
0040. The ticket may be, for example, a scratch-type lot 
tery or “instant ticket, pull-tab, or type of pre-printed ticket 
type. Alternatively, the ticket may be a printed lottery ticket as 
is known in the art, which is a ticket printed at a Point of Sale 
(POS), usually in the form of a lottery drawing ticket (e.g., 
PowerBall or other type lottery drawing game). Also, the 
ticket may be an electronic ticket issued by a computer sys 
tem. It should be appreciated that the ticket may be any type 
of ticket issued in any form, and the invention is not limited to 
any particular ticket type method of issuing a ticket. 
0041 According to one aspect of the present invention, a 
method is provided for playing a game of chance. The method 
comprises acts of issuing a ticket to a player, the ticket includ 
ing a code printed on a surface of the ticket, and providing for 
the player to play a scrambled word game on a different 
medium than the issued ticket, wherein the code is used to 
gain security access to obtain results of the game of chance. 
According to one embodiment of the invention, the act of 
issuing a ticket includes an act of issuing at least one of a 
lottery ticket, a scratch ticket, and a pull-tab ticket. According 
to another embodiment, the act of providing further com 
prises an act of providing a computer-based game which the 
player plays to reveal the results of the game of chance. 
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0042. According to another embodiment, the act of pro 
viding a computer-based game further comprises an act of 
permitting access to the results of the game of chance by using 
the code as a decryption key to obtain the results. According 
to another embodiment, the method further comprises an act 
of storing, on a server, the results of the game of chance. 
According to another embodiment, the method further com 
prises an act of storing, in a database of a computer system, a 
portion of a decryption key, the portion being used along with 
the code by the computer system to obtain the results. 
0043. According to another embodiment, the act of pro 
viding includes an act of permitting access to a website to play 
the scrambled word game. According to another embodi 
ment, the method further comprises an act of obtaining, from 
the database of the computer system, the portion of the 
decryption key based on an identifier printed on the ticket. 
According to another embodiment, the identifier is a serial 
number associated with the ticket. According to another 
embodiment, the method further comprises an act of present 
ing, to the player, an interface in which the player is permitted 
to enter the code to obtain security access to the results. 
0044 According to another embodiment, the scrambled 
word game is a JUMBLE-type game. According to another 
embodiment, the Scrambled word game includes a slot 
machine game. According to another embodiment, the 
scrambled word game is a computer-based game involving 
one or more scrambled words, and wherein the player 
descrambles the one or more scrambled words within an 
interface of the computer-based game. According to another 
embodiment, the ticket discloses the number of game 
instances of the scrambled word game awarded to the player. 
0045. According to another embodiment, the prize total 
for the ticket is predetermined. According to another embodi 
ment, the sequence of reveals is predetermined. According to 
another embodiment, the reveals are randomly determined by 
the client. According to another embodiment, the sequence of 
reveals is stored in a database of a server. 
0046 According to another embodiment, the method fur 
ther comprises an act of revealing, to the player, an item 
associated with a second level game. According to another 
embodiment, the item is used to play a second level game. 
According to another embodiment, the item is used by the 
player to reveal a prize won by the player. 
0047 According to another embodiment, the item associ 
ated with the second level game is a letter associated with the 
first level game, and wherein the method further comprises 
acts of permitting the player, in the second level game, to 
select among a plurality of prize boxes, upon selecting, by the 
player, a particular one of the plurality of prize boxes, dis 
playing a letter to the player, and awarding a prize to the 
player if the displayed letter matches the letter associated 
with the first level game. According to another embodiment, 
the method further comprises an act of associating a set of 
letters in the first level game with corresponding pay table 
entries in the second level game. 
0048. According to another embodiment, the method fur 
ther comprises an act of displaying, upon the selection of the 
particular one of the plurality of prize boxes, a pay table entry 
associated with the displayed letter. According to another 
embodiment, the displayed letter is predetermined. Accord 
ing to another embodiment, the act of selecting the particular 
one of the plurality of prize boxes is independent of an act of 
determining what particular letter is displayed by the act of 
displaying. 
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0049 According to another embodiment, the prize won by 
the player is at least one of cash, merchandise, and credit. 
According to another embodiment, an indication of the prize 
won by the player is stored in a database of a server, and is 
downloaded to a computer presenting the computer-based 
game to the player. According to another embodiment, the 
method further comprises an act of associating, with the 
ticket, additional opportunities to win. According to another 
embodiment, the additional opportunities to win include one 
or more additional reveals of results associated with the game 
of chance. 

0050. According to another embodiment, the one or more 
additional reveals of results are presented during play of an 
online game. According to another embodiment, the method 
further comprises an act of providing, by a first server asso 
ciated with a first game, a result associated with the game of 
chance. According to another embodiment, the method fur 
ther comprises an act of storing, in a memory of a computer 
system, the result associated with the game of chance. 
According to another embodiment, the method further com 
prises an act of associating the result with an indication of the 
ticket. According to another embodiment, the indication of 
the ticket is unique among indicators of a plurality of tickets. 
0051. According to another embodiment, the first server 
further comprises a random number generator, and the ran 
dom number generator performs an act of determining a set 
numbers associated with the issued ticket. According to 
another embodiment, the method further comprises an act of 
determining a set of winning numbers associated with the 
game of chance. According to another embodiment, the 
method further comprises an act of determining the result of 
the game of chance based on a comparison of the set of 
numbers associated with the issued ticket and the set of win 
ning numbers. 
0052 According to another embodiment, the game of 
chance includes at least one of a Keno game and a bingo 
game, and the act of determining a set of numbers associated 
with the issued ticket comprises an act of selecting a prede 
termined number of numbers from a predetermined set of 
numbers. According to another embodiment, the method fur 
ther comprises an act of permitting the player to redeem the 
issued ticket without playing the game on the different 
medium. According to another embodiment, the sequence of 
reveals is determined by a predetermined game Script. 
According to another embodiment, the sequence of reveals is 
determined dynamically by a game playing computer system. 
0053 According to another embodiment, the method fur 
ther comprises an act of determining a predetermined game 
Script where a magnitude of prizes awarded for reveals asso 
ciated with later win opportunities are progressively greater 
than the magnitude of prizes associated with reveals associ 
ated with earlier win opportunities. According to another 
embodiment, the method further comprises an act of deter 
mining, for an issued ticket indicated as a losing ticket, a 
game Script comprising an indication that the player was 
Substantially close to winning. According to another embodi 
ment, the player must wait a predetermined time period 
before redeeming the ticket. According to another embodi 
ment, the player must wait until a specific event has been 
completed before redeeming the ticket. According to another 
embodiment, the player is permitted to redeem the ticket 
online. According to another embodiment, the player is per 
mitted to redeem the ticket to play one or more additional 
online games. 
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0054 According to another embodiment, the method fur 
ther comprises an act of receiving an access code for playing 
the one or more additional online games. According to 
another embodiment, the access code is transmitted electroni 
cally to the player. According to another embodiment, the 
player must wait until a specific event has been completed 
before gaining access to obtain results associated with the 
ticket. According to another embodiment, the issued ticket 
discloses a number of game instances awarded to the player. 
According to another embodiment, the prize total for the 
ticket is determined after the ticket is issued to the player. 
0055 According to another embodiment, the method fur 
ther comprises an act of determining an outcome associated 
with the ticket based on a drawing. According to another 
embodiment, the method further comprises an act of permit 
ting the player to play the another game in response to the act 
of determining the outcome. According to another embodi 
ment, the prize total for the ticket is determined prior to 
issuing the ticket to the player. 
0056. According to another embodiment, the method fur 
ther comprises an act of downloading a game program, the 
game program, when executed, renders an interface of the 
scrambled word game in an interface of a game-playing com 
puter system. According to another embodiment, the game 
program does not require an installation of one or more com 
ponents on the game-playing computer system. According to 
another embodiment, the game program executes within a 
browser program window in an interface of the game-playing 
computer system. According to another embodiment, 
wherein the game program is programmed using Macrome 
dia Flash programming. 
0057. Further features and advantages of the present 
invention as well as the structure and operation of various 
embodiments of the present invention are described in detail 
below with reference to the accompanying drawings. In the 
drawings, like reference numerals indicate like or function 
ally similar elements. Additionally, the left-most one or two 
digits of a reference numeral identifies the drawing in which 
the reference numeral first appears. 

BRIEF DESCRIPTION OF THE DRAWINGS 

0058. The accompanying drawings are not intended to be 
drawn to Scale. In the drawings, each identical or nearly 
identical component that is illustrated in various figures is 
represented by a like numeral. For purposes of clarity, not 
every component may be labeled in every drawing. In the 
drawings, 
0059 FIG. 1 is block diagram of a system for conducting 
a game according to one embodiment of the present inven 
tion; 
0060 FIG. 2 is an example ticket that may be issued in 
association with a game according to one embodiment of the 
present invention; 
0061 FIG. 3 is a flow chart of a process for conducting a 
game according to one embodiment of the present invention; 
0062 FIG. 4 is a flow chart of a process for conducting a 
game according to another embodiment of the present inven 
tion; 
0063 FIG. 5 is a system for conducting a game according 
to according to one embodiment of the present invention; 
0064 FIG. 6 is a game interface according to one embodi 
ment of the present invention; and 
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0065 FIG. 7 is a game interface according to another 
embodiment of the present invention. 

DETAILED DESCRIPTION 

0066 FIG. 2 shows an example ticket 201 that may be 
issued to a player. The player may scratch a surface of the 
ticket (in the case of a scratch ticket) to reveal one or more 
indications. These indications may include, for example, a 
serial number of the ticket, an access code, or other indication 
(or combination thereof) that may be used to access the online 
game. Alternatively, the ticket may be a pull-tab ticket or 
other ticket type Suitable for presenting indications to a 
player. 
0067. The ticket may include other indications (e.g., a 
decryption key orportion thereofas described above that may 
be used to decrypt game results). Also, the ticket may indicate 
to a player the number of plays of a second game (e.g., as 
played by the player on a computer system). For instance, in 
the case of a slot machine game, the ticket may indicate the 
number of spins that a player may be awarded by the ticket. In 
the case of a JUMBLE-type game, the ticket may indicate the 
number of game instances (or plays) of the JUMBLE-type 
game that can be played by the player. Further, as discussed 
above, the player may be permitted to play any one of a 
number of offered games, and the player may select different 
games to play to reveal results associated with game 
instances. The ticket may be associated with one or more 
games, and there may be an indications on the ticket to which 
games (e.g., a JUMBLE branded game) the ticket provides 
access. The ticket may be associated only with a single game 
(e.g., a single-branded game), or may be indicative of mul 
tiple games that can be played. 
0068. In one embodiment, ticket 201 includes a code 202 
printed on a Surface of the ticket that provides access to 
outcomes (e.g., prizes) stored on the server. As discussed, 
code 202 may also include, as an optional feature to increase 
security, a key that may be used to decrypt the outcome. This 
outcome may be stored in a database stored on a server 
system. Ticket 201 may also include a ticket identifier 203 
used to identify the ticket, and which may be used to identify 
the outcome associated with the ticket. Further, ticket 201 
may include a game indication 204 that relates information 
relevant to a gameplayed on a computer system. For example, 
there may also be stored, on the ticket, an identifier that 
indicates, to the player, the number of plays associated with 
an online game. In one example, a player purchases a ticket at 
a retailer or other POS location. 
0069. The player then proceeds to play a game on a com 
puter system. FIG. 1 shows an example system 100 according 
to one embodiment of the invention upon which a game may 
be played. The user (a player) 110 plays a game through an 
interface of a host computer system (e.g. host 101). Host 101 
may be any type of computer system that is capable of playing 
a game. The host may be, for example, a general-purpose 
computer system (e.g., a personal computer (PC)) that con 
nects to a network (e.g., the Internet). Other general purpose 
computer system types (e.g., a PDA, a cellphone, set-top box, 
or other system type) may be used to play the game. 
0070 The computer system may be coupled to a server 
system 103 through one or more communication networks 
102. The server may provide a game program 109 that is 
executed by host 101 for playing the game. More particularly, 
game program 109, when executed, may provide an online 
game that can be played by a user through an interface asso 
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ciated with host 101. This online game may be, for example, 
a video slot machine, blackjack, or other online or casino 
type game. 
0071. The game program may be stored, for example, in a 
computer-readable medium (e.g., a memory, storage, or other 
media) associated with server 103 that provides game pro 
grams. For instance, the game program may be stored on a 
web server and downloaded to a client computer over the 
Internet. Game program 109 may be one of a number of game 
programs associated with an online game experience. Differ 
ent game programs may be selectively downloaded to the 
client, based on the type of game ticket issued, the game 
selected for play by the user, the type of client used, or other 
criteria. 
0072 Server 103 may also be a general-purpose computer 
system, or any other type of computer system capable of 
authenticating tickets, providing game programs, and per 
forming other game-related functions. Further, it should be 
appreciated that various game functions may be performed by 
one or more server systems. Server 103 generally includes a 
processor 104 for executing server-based game functions. 
Server 103 may also include a memory 105 for storing data 
associated with game programs. Server 103 may also include 
one or more network interfaces 106 that couple server 103 to 
network 102, which permit server 103 to communicate with 
one or more hosts. Further, server 103 may include one or 
more storage entities 107, including disks or other media for 
storing data. In one embodiment, storage 107 is adapted to 
store one or more game programs 109 as discussed above. 
Server 103 may have any number or type of processor that 
executes an operating system and one or more application 
programs. In one embodiment, server 103 provides web 
server content to one or more clients for the purpose of 
accessing and playing the game. 
(0073. Server 103 may also include a database 108 that is 
adapted to store one or more outcomes associated with a 
ticket or other gaming piece. As discussed, the outcome may 
be indexed using an identifier of the ticket. 
0074 FIG.3 shows one example process for conducting a 
game according to one embodiment of the present invention. 
At block 301, process 300 begins. At block 302, a player is 
issued a ticket. As discussed, a player may purchase a ticket at 
a retailer or other POS location. At some later time and/or 
location, the player may play an online game on one or more 
computer systems (e.g., a PC or other computer system 
capable of playing games). For instance, at block 303, a host 
computer system (e.g., host 101) executes a game program. 
The game program may be, for example, an online game that 
includes one or more components downloaded over a com 
munication network (e.g., the Internet). 
0075. As discussed, the ticket may include a code which is 
used to access the outcome of a game. This code may be 
printed on a face of the ticket as discussed above with refer 
ence to FIG. 2. In one example system, the player accesses a 
website that includes an interface in which the player may 
enter the code at block 304. 
0076. This interface may be, for example, used to access 
the game, or may be any other interface (e.g., an interface 
used to access a download website used for downloading 
game Software (e.g., game program 109)). The interface may 
be programmed in one or more computer languages (e.g., an 
HTML, Java, Macromedia Flash, or other type interface) and 
may include a text entry box in which the player can input the 
code. The interface may include other ways of entering a code 
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or other parameter (e.g., a glyph printed on a ticket) that 
allows the user to gain access to the game. It should be 
appreciated that the invention is not limited to any particular 
method for entering the code, or any format of the code, and 
that any type of code or method of entry may be used. 
0077. The player enters the code, and an outcome is deter 
mined at block 305 based on the code. More particularly, 
there may be a mapping between the code printed on the ticket 
and an outcome stored on the server. This code may be stored, 
for example, in a database structure stored in database 108 of 
the server. Database 108 may be, for example, a relational 
database, object database, flat file database, or other organi 
Zational entities used to store and maintain data. Further a 
listing of winning codes may be furnished to an organization 
that provides the game (such as, for example, a state-run 
lottery commission). The code may, as discussed above, 
include an optional decryption key that decrypts an entry 
stored on the server. This entry may indicate one or more 
outcomes of game instances. 
0078. The outcome of the game is then used by the online 
game to determine play of the game by the player at block 
306. For instance, if the stored outcome is “Win S50, the 
online game may present an outcome to the player that indi 
cates that the player won a $50 prize. This presentation may 
be in the form of one or more reveals presented to the player 
while playing the online game at block 307. The presentation 
may be progressive, in that the ultimate outcome (e.g., “Win 
S50) is achieved through a set of reveals or progressions 
through the online game. For example, in the case where a 
JUMBLE-type game is played wherein items are collected 
for playing in a second level game. Such reveal outcomes of 
each instance of the JUMBLE-type game may be stored on 
the server. 

0079. As discussed, prizes may be distributed over game 
instances and/or items (or more generally, win opportunities) 
to maximize game interest and to entice the player to play 
each game instance associated with a particular ticket. For 
example, one approach may include providing to the player 
an early (relative in the series of game instances) indication of 
winning to keep the player interested. As the player plays 
more game instances, the magnitude of the prizes may be 
adjusted such that a level of game “drama” is increased. That 
is, prize values are adjusted among later game instances to 
provide relatively higher prize values in later games. Other 
approaches/distributions may be provided for increasing or 
maintaining game interest. 
0080. Once played, the player may redeem the ticket at the 
point of sale or other redemption location at block 308. Alter 
natively, the player may be permitted to redeem the ticket 
without playing the game. Redemption may be permitted, for 
example, after a predetermined time. For instance, the player 
may be permitted to redeem a ticket after a set time (e.g., 10 
PM), a particular time period after ticket purchase (e.g., 24 
hours) or other absolute or relative time. This may be the case 
for a Keno or lottery-based system, where a Keno or lottery 
result is made available at a set time after ticket purchase. 
Alternatively, tickets may be redeemed immediately after 
purchase. At block 309, process 300 ends. 
0081 Payouts may be determined by a pay table associ 
ated with the game. The number of tickets may be determined 
a priori, and a pay table that determines payouts may be 
allocated to the tickets. This allocation may be determined, 
for example, by shuffling the pay table and allocating results 
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to tickets. The following is an example of a pay table that may 
be used with a game according to one embodiment of the 
invention: 

Number of Tickets Issued: 2000 

Ticket Price: S5 

0082 

TABLE I 

Example Payout Table 

Number of Tickets Payout 

1 S100 
700 S 10 
500 S 5 
1OO S 1 
600 S O 

Game Operator Return 
$300 (3%)-Expenses 

I0083. As shown in the example above, a certain number of 
tickets may be allocated as winning tickets having a particular 
payout (e.g., an outcome). Some tickets may have no payout 
associated with them, and some may only have a nominal 
payout (e.g., a small award amount, free ticket, etc.). A small 
number of tickets may include a large payout as compared to 
the magnitude of other payouts. It should be appreciated, 
however, that payouts are not limited to money, but other 
types of prizes may be awarded including merchandise, 
credit, loyalty points or any other representation of value. 
I0084. The odds of winning may be the type of odds expe 
rienced in actual (rather than computer-based) games. Alter 
natively, the odds of winning may not necessarily be “natural 
odds of winning any particular type of game, but rather, the 
odds may be adjusted to obtain the outcome desired (e.g., by 
the gaming operator). The odds of winning, number of win 
ning tickets, amount of payout per ticket, or other payout 
parameter may be any amount or number, and the invention is 
not limited to any particular odds of winning, number of 
winning tickets, payout amount or type of payout. However, 
according to one embodiment, the overall odds of winning, 
amount and type of payout, etc. may be similar to a game 
previously approved by regulators (e.g., Scratch ticket games, 
Keno, bingo, etc.) so that the use of an additional game to 
display an outcome associated with the previously-approved 
game is scrutinized much less by regulators, and as a result, 
the approval of the additional game is less burdensome. To 
this end, a system associated with the previously-approved 
game may provide ticket and outcome information to a sys 
tem conducting an online game (e.g. server 103). 
I0085. The code stored on the server (e.g., server 103) may 
be used to determine game play as played on the computer 
system. For instance, the game outcome may be “Win S50.” In 
the case of a slot machine-type game, the ticket may indicate 
that the player receives 10 spins of the slot machine. The 
outcome of each spin may be predetermined, and the game 
may retrieve information from the server indicating a prede 
termined sequence of game play as discussed above. In the 
case of a slot machine-type game, the predetermined 
sequence may indicate the winnings associated with each of 
the spins. In the case of a JUMBLE-type game, the outcome 
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of eachinstance of the second level game may be stored on the 
server and retrieved prior to game play. In another example in 
the case of a single instance of a JUMBLE-type game, inter 
mediate reveal outcomes to be displayed to the player during 
the single instance of the JUMBLE-type game may be stored 
on the server and retrieved when necessary. These outcomes 
may be revealed to the player at different points during play of 
the JUMBLE-type game. For instance, outcomes may be 
revealed when letters are correctly placed, words or word 
phrases are solved, etc. 
I0086. In another example, only the overall outcome is 
predetermined (e.g., the total winning associated with the 
ticket), and the sequence of game play may be determined 
when the game is played. In the example above where the 
player is indicated as winning S50 over 10 spins, the S50 
winnings (and any intermediate losses) may be allocated to 
the player at any point over the 10 spins. In the case of the 
JUMBLE-type game, winnings may be allocated across 
game instances. In a further example, winnings may be allo 
cated across items collected while playing the JUMBLE-type 
game. Because the number of items collected may vary 
depending on the skill of the player, the distribution of prizes 
among collected items may be determined during game play 
by the game playing system. Thus, according to one embodi 
ment, the player's skill (or lack thereof) does not affect the 
overall outcome of the game. 
0087. This allocation may be determined by the server, the 
game Software executing on the client, or a combination 
thereof. Further, the game play may be randomized in that a 
further play using the same ticket may yield a different 
sequence of game states leading to the same outcome. For 
example, in the case of a slot machine game as described 
above, a player may be indicated as winning. S50, but the 
sequence by which the player attains the S50 winning out 
come may be different depending on various factors. Such 
factors may include a randomization function that determines 
results of individual game plays (e.g., in the case of a series of 
“spins, the result of each spin), or some other function. The 
series of intermediate outcomes may be stored in a database 
associated with the server as discussed above with respect to 
game outcomes. Also, the outcomes may be adjusted using a 
formula or rule-based approach during execution of the game 
to increase the game drama and heighten the game playing 
experience. 
0088 According to another aspect of the present inven 

tion, a player may purchase a ticket at a point of purchase 
(e.g., a convenience store) and the indication of a win/no win 
condition of the ticket is revealed on a different medium. For 
instance, a player purchases a scratch ticket in a convenience 
or other type of store. The prize that the player wins is not 
revealed on the scratch card itself, but rather the prize is 
revealed through another medium (e.g., on a home computer 
system, PDA, cell phone, etc.). 
0089 For instance, as discussed above, the player may be 
presented another game (e.g., a slot machine or JUMBLE 
type game as described above) that reveals at least a portion of 
the prize. The underlying prizes available via the reveals may 
be predetermined, in that the outcome of the game may be 
stored in one or more systems. The scratch ticket may reveal 
different numbers of plays (e.g., pulls in the case of a slot 
machine type game, or game instances of a JUMBLE-type 
game) the player receives. 
0090. In one aspect of the present invention, the ticket 
includes authentication information that is used to obtain the 
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reveals. In one example, the scratch ticket contains a secret 
key which is used to decrypt the results that are revealed to the 
player. That is, according to one aspect, it is impossible to 
determine if and what a particular ticket wins without having 
possession of the ticket (and therefore the secret key). In 
another example, the scratch ticket could contain only a por 
tion of the secret key. The other portion of the key may be 
stored, for example, on a server and retrieved from a database 
(e.g., file, relational database, etc.) based on, for example, the 
serial number of the card. Mappings of serial numbers of 
tickets to encrypted results can be provided to the lottery 
provider for additional audit control. 
0091 A process for performing secure access to outcomes 

is shown in FIG. 4. At block 401, process 400 begins. A server 
(e.g., server 103) may store a number of outcomes in 
encrypted form, each of which outcomes can be accessed by 
a respective code. These outcomes may be encrypted, for 
example, using any encryption method (e.g., symmetric, 
asymmetric encryption) as is known in the art. At block 402. 
a code is provided to the server (e.g., server 103). 
0092. This code may be, for example, a secret code (e.g., a 
symmetric key, a private key) printed on a ticket and provided 
to the server by a user through an interface of a computer 
system as discussed above. The received code may be trans 
mitted between systems using a secure transmission method 
(e.g., SSL) as is known in the art. The received code is used at 
block 403 to decrypt the outcome stored on the server. This 
code may be any decryption key type that may be used to 
decode data, and may be of any format or length. The 
decrypted outcome may then be presented to a player at block 
405. The outcome may be displayed using any method. For 
example, as discussed above, the outcome may be presented 
through one or more reveals presented to the player during 
play of an online game. At block 405, process 400 ends. 
0093. Another aspect of the present invention relates to a 
lottery-based software game that can be played over a net 
work, such as the Internet. According to one embodiment, the 
system includes a purchase of a scratch-based or printed 
ticket by a player at a point of service (POS). A POS may be, 
for example, a place at which lottery tickets may be sold, 
including convenience stores or other locations where lottery 
products are provided. In an alternative system provided at a 
casino or other gaming establishment, a ticket may be sold to 
a player at the casino for play at a later time. 
(0094. The player receives the ticket at the POS or other 
location, and proceeds to play a computer-based game at 
another location to reveal a result (or outcome) of the game. 
The computer-based game may be, for example, a casino 
type game (e.g. slot machine, video poker) or other type of 
game, including amusement games or games of chance. In the 
case of the scratch or printed ticket, the result is not apparent 
to the player until the player plays the computer-based game. 
This game may be, for example, a software program that is 
downloaded and played over the Internet. Alternatively, other 
ways of accessing the online portion of the game may be used 
(e.g., PDA, cell phone or other method). 
0.095 The ticket includes a code by which a player gains 
access to a result stored on a server that stores ticket informa 
tion and results associated with each ticket. Such information 
may be predetermined at the time of ticket sale, or the results 
may not be known until a later time, after the ticket is issued 
to the player (e.g., in the case of a Keno, bingo, or other 
drawing-based system). According to one embodiment, the 
code is an access key (or a portion thereof) that is used to 
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access the result stored on the server. Further, the result 
(stored in the server) may be encrypted. For example, the code 
may be a private key or a symmetric key. The key may be 
transmitted by a client computer system to the server for the 
purpose of decrypting the result using SSL or any othersecure 
method. 
0096. Because the decryption key is stored on the ticket, 
the gaming system is safer, as a breach of security of either the 
tickets or the server does not provide access to result infor 
mation. More particularly, access to the lottery ticket data 
base may not be accomplished without the ticket (used to 
decrypt the result). Further, the tickets may not be correlated 
to results without the lottery ticket database (because the 
results are stored in the database, not on the tickets). 
0097. In another example of the system, a portion of the 
key used to decrypt results of the game is stored on the ticket, 
and another portion is stored in the database of the server. In 
this manner, it is assured that possession of either portion of 
the key may not compromise the results. 
0098. However, it should be appreciated that the system 
does not require SSL or any other encryption/decryption 
method, a decryption key on the ticket, or the stored result on 
the server to be encrypted. Rather, the game can be imple 
mented with or without these features. That is, access to the 
outcome stored at the server may be performed using only the 
serial number or other ticket identifier printed on the ticket. 
0099. The scratch-based or printed ticket also includes a 
second serial number or other identifier (e.g., an access code) 
in addition to the serial number or other identifier which is 
correlated to results on the server. A ticket may include both 
a serial number and a ticket identifier used by the system. 
According to one embodiment, it is appreciated that there 
may be security issues with using the serial number of a 
printed ticket (as printed on the ticket) to correlate to win 
outcomes. That is, the lottery provider may not allow any 
entity outside of the lottery system to have the ability to 
correlate outcomes to serial numbers. To this end, another 
identifier (e.g., a separate ticket identifier or access code) may 
be provided on a ticket to allow the system to index into an 
outcome database. 
0100. In one example system that works in association 
with a lottery system, outcomes for a game may be predeter 
mined to comply with lottery rules. In this case, outcomes are 
predetermined and stored in a database. In an alternative 
environment where results are not permitted to be predeter 
mined (e.g., in a casino), but rather are determined at a later 
time (e.g., by a drawing or other method), a ticket issued by a 
system in Such an environment may have an associated draw 
ing time when a game may be played. In the case where the 
online game system is driven by a Keno game result, each 
ticket may be associated with a set of numbers in the Keno 
game, and the result of the Keno game is provided as the result 
for the online game. In one example, a computer system 
automatically picks numbers associated with the ticket at the 
point when the ticket is issued. Thereafter, when the Keno 
game occurs, the result of the Keno draw is provided to an 
online game system, which translates the Keno result to a 
game experience within another game (e.g., JUMBLE-type 
game, slot machine, etc.). It should be appreciated, however, 
that although the game of Keno may be used to drive an online 
game experience, other games (e.g., bingo) may be used. 
0101 The server (e.g., server 103) may be capable of 
accepting, from the user, an input of the serial number and 
decryption key, and in response, providing the results associ 
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ated with the particular ticket. The result or outcome of the 
game may be displayed to the player in an interface of the 
computer system (e.g., a client computer system such as a 
personal computer (PC)) used to play the computer-based 
game. For example, the outcome of a series of plays associ 
ated with the ticket may be stored in the server, and provided 
to the client, and the series of outcomes may be presented to 
the player during play of the computer-based game. 
0102. In another embodiment of the system, a payout of 
the ticket may be encoded on the ticket. For instance, if the 
ticket is a S5 winner, the amount of the win may be encoded 
on the ticket. In the case of the casino-based version of the 
system, the payout may not be stored on the ticket (as the 
payout is not predetermined), but rather the purchase price of 
the ticket may be stored on the ticket, or some other identifier 
of the ticket. 

(0103) As shown in FIG. 5, a system 500 may be provided 
having more than one server. For instance, a server 502 pro 
vided at the point of sale 501 is primarily responsible with 
issuing tickets to a user/player 506. To this end, server 502 
may issue preprinted tickets or may issue tickets printed from 
an associated printer 505. Such tickets may include one or 
more identifiers as discussed above with reference to FIG. 2. 
As discussed, another system such as a Keno or lottery-based 
system may be used to provide results to an online game 
system. 
0104. In one version of system 500, the win/loss determi 
nation of a ticket may be driven by a later-occurring drawing. 
For example, a Keno-based, bingo-based, or other type lottery 
draw system may be used wherein the outcome of a particular 
game is not known until a future time (e.g., when a drawing 
occurs). In this case, the ticket identifier stored on the ticket 
may be an access code generated from ticket identifiers in the 
Keno-based system (e.g., by an intermediate system or the 
Keno server itself that can translate a Keno ticket identifier 
into another type of identifier). 
0105 Generation of an identifier separate from the Keno 
ticket identifier may be necessary for security reasons relating 
to the Keno system. More particularly, access to the Keno 
ticket identifiers may not be permitted by the system (e.g., the 
Keno server). In one example, a Keno system translates Keno 
ticket identifiers into access codes and results that are stored 
on the game server (e.g., server 503). Thereafter, clients (e.g., 
hosts 504A, 504B) access results stored on the server based 
on their respective access codes. 
0106. As discussed above, one or more hosts 504A, 504B 
(e.g., general purpose computer systems) may communicate 
with a server 503 over a network for the purpose of conduct 
ing a game. In one example, a host 504A renders a browser 
window by executing a browser program (e.g., the Internet 
Explorer browser program available from the Microsoft Cor 
poration). A user/player 506 enters a URL address specified 
by an issued ticket in a window of the browser interface, and 
is directed to a website associated with server 503. This 
website may be rendered by, for example, a WWW server 
process (e.g., server 507) associated with server 503. 
0107 Player 506 may be instructed to enteran access code 
(and/or any other required information) to access one or more 
games in an interface presented through the browser. As dis 
cussed, server 503 may validate the received access code, and 
provide any results stored in a database associated with server 
510. Once validated by server 503, the user may be permitted 
to play one or more games. These game may be, for example, 
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be programmed using one or more programming languages 
(e.g., Macromedia Flash) and may be downloaded to host 
504A and executed. 
0108. According to one aspect of the present invention, it 
may be beneficial to provide a game program that may be 
downloaded quickly to a client and played by a player without 
requiring any installation procedure, requiring operator 
(player) intervention, or delays in downloading large files. To 
this end, the game program may be programmed in a lan 
guage Supported by a majority of game playing systems (e.g., 
Macromedia Flash, etc.), and played without the need for 
downloading and installing large Software components. In 
one specific example, the game program may execute within 
a browser program (e.g., the Microsoft Explorer browser 
program) window. In this manner, less-Sophisticated players 
who have difficulty using computers and/or installing soft 
ware may not be prohibited from playing the game. Ofcourse, 
it should be appreciated that any programming method may 
be used that requires or does not require any installation 
procedure, and the invention is not limited to any particular 
programming method. 
0109 Also, outcomes associated with any games may be 
downloaded prior to game play. As discussed, examples of 
games include those that may be of the lottery-type (e.g., 
having a predetermined outcome) and those that are casino 
based (e.g., having an outcome that is not determined at the 
time of sale of the ticket). In the case where a later drawing 
affects an outcome, a player may not be permitted to play the 
game until the drawing occurs (and until results are available 
at server 503). In the case of a drawing that affects outcomes, 
drawing results can be communicated from server 502 to 
server 503. In addition, server 502 may maintain a mapping 
from a ticket identifier (e.g., a serial number) to an access 
code provided on the ticket, and provide a mapping of out 
come to access code when the drawing occurs. As discussed, 
Such outcome information may be maintained in a database 
510 associated with server 503 and may be accessed through 
a database server process 509. 
0110. As discussed, the payout of the lottery ticket may be 
displayed to a player in a number of ways. For instance, the 
payout of the ticket may be presented to the player through 
one or more reveals presented to a player during one or more 
plays of an online game. 
0111 For instance, in the case of a slot machine game, a 
player may be permitted, with the issue of a single scratch or 
printed ticket, a series of spins of the slot machine. The slot 
machine may, as the result of each of the spins, produce 
results that contribute to the overall payout to the player. For 
instance, after a single spin, a player may be presented an 
indication that he/she has won S5. The payout to the player as 
provided from the server database may be, for the series of 
spins, S50 overall, with particular outcomes for each spin. 
Additional spin results may provide the additional S45 that 
the player will receive. Additional spins may add, Subtract, or 
have no affect on the contribution to the outcome of the game. 
These results of each spin of the slot machine game may be 
stored in the database of the server indexed by the ticket 
identifier, or may be randomly determined by the game pro 
gram that renders the game. Further, as discussed above, the 
results of each spin may be 'scripted Such that the game 
experience is more exciting to the player. 
0112 For example, in the case where the results of each 
spin are stored on the server, the series of results may be 
downloaded to the client at the beginning of the game as a 
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series of entries, and the client may reveal each result as the 
player progresses through the series of spins. In the random 
method, results for each individual spin are not predeter 
mined, but rather are determined by the client in a random 
manner. For instance, the actual outcomes of each spin may 
be randomly chosen among the possible combination of out 
comes that may produce the required payout. In either case, 
the outcomes for each spin of the slot machine game is not 
stored on the ticket, but rather is stored at the server and 
downloaded just prior or during game play, or is determined 
randomly by the client. Alternatively, the client may deter 
mine the game experience based on a predetermined set of 
rules or formulas that, when an overall outcome is provided, 
allows the client to determine intermediate outcomes in a 
dynamic way. 
0113 Because the game play and outcome are scripted, a 
player may also not play the game (and possible secondary 
games) to actually win. A player may purchase a ticket, wait 
until the ticket may be redeemed, and go to a POS to find out 
(and if necessary, receive) his/her winnings. A ticket may be 
allowed to be redeemed after a predetermined period of time 
after the drawing independent of whether the player has 
played the game. A ticket may be able to be redeemed after a 
predetermined period of time, from almost immediately to 
seconds to days or any predetermined time. For tickets with 
results dependent upon results of a particular Keno game or 
other event, the ticket may not be redeemed until after the 
event has passed. 
0114 Finally, after play of the online game, the player is 
permitted to validate the ticket at any POS location (e.g., 501 
(for example, a lottery agent, casino, or other gaming estab 
lishment) to redeem his/her winnings as indicated during the 
online portion of the game. According to one embodiment, 
players are permitted to redeem their winnings only after 
playing the online portion of the game. The player, by playing 
the online portion of the game, sets status information at the 
server (e.g., server 503). When the player attempts to redeem 
the ticket at the POS (e.g.,501), the status information may be 
checked, and the player is permitted to redeem his/her win 
nings. To this end, server 503 may communicate information 
back to server 502 relating to game play. 
0115 For instance, server 503 may collect information 
that indicates the sequence of game play performed at the 
client, and other player tracking information. In one example, 
tickets may be associated with a particular player, and the 
player may be awarded loyalty points or other credit for 
playing the game. 
0116. Taking a JUMBLE-type game, a player is issued a 
ticket at a POS to play one or more instances of the JUMBLE 
type game. The ticket indicates an access code, and the player 
uses this access code to gain access to the system (e.g., from 
a host coupled to server 503 through the Internet). The player 
enters the access code in a user interface, and, once validated, 
is permitted to play the JUMBLE-type game. As discussed, 
the JUMBLE-type game is a version of the well-known game 
of JUMBLE, which is a game of skill-based puzzle game. 
Optionally, the player is permitted to play, based on a single 
access code (and ticket), any one of a number of games 
available from server 503. Such an option may allow a player 
to play different games for each game instance associated 
with the ticket. 

0117 FIG. 6 shows an example game interface 600 
according to one embodiment of the present invention. 
According to one embodiment of the present invention, the 
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JUMBLE-type game includes a two-level game having an 
interface 601 that shows the first level game. In one example, 
the first level game includes one or more puzzles 603 having 
scrambled words or phrases having letters that the player 
must rearrange in order to solve. For example, interface 601 
may include one or more scrambled words 604 (e.g., the 
scrambled letters “K-P-M-S-I) that, when rearranged by the 
player within the interface, forms an unscrambled word or 
phrase (e.g., the word “SKIMP"). 
0118. In the example shown in FIG. 6, puzzles 603 may 
include two four-letter word puzzles and two five-letter word 
puzzles. However, it should be appreciated that the puzzles 
may be any type, having any number of words and/or letters, 
and it should be appreciated that the invention is not limited to 
any particular number of words and/or letters. 
0119. As in traditional JUMBLE-type games, there may 
be one or more designated letter positions (e.g., letter position 
605) among a set of puzzles 603 that collectively are used to 
solve a later puzzle (e.g., puzzle 610). As shown in the 
example, letter positions designated by a circle within puzzle 
set 603 are used as letters to solve puzzle 610. Puzzle 610 is 
also a scrambled word or phrase that is to be solved by the 
player as discussed above. To further the solving of puzzle 
610, interface 601 may also include a hint that provides the 
player with some assistance in solving puzzle 610. For 
instance, in the well-known game of JUMBLE, a cartoon 
(e.g., cartoon 607) is provided that includes text that provided 
a clue for Solving the last scrambled word or phrase (e.g., 
puzzle 610). 
0120 Interface 601 may also include a number of controls 

to assist the player in playing the JUMBLE-type game. For 
instance, a hint control 612 (e.g., a "HINT" button) may, 
when activated by the player, may correctly place one or more 
letters in puzzles 603. For instance, selection of the hint 
control 612 may cause the left-most spot of a chosen word to 
be correctly placed. Continued selections of control 612 cor 
rectly places Successive out-of-position letters. A solve all 
control 613 (e.g., a "SOLVE ALL button) may be provided 
that, when selected by the player in interface 601, solves all of 
the scrambled puzzles 603, and solves puzzle 610, allowing 
the player to proceed to the second level game. 
0121 Puzzle 610 also includes designated letter positions 
(e.g., letter position 606) that indicate an item (e.g., a letter) to 
be used in a second level game. As letters are correctly placed 
in puzzle 610, correctly-placed letters corresponding to par 
ticular designated letter positions (e.g., the highlighted posi 
tions as shown in puzzle 610) are placed in a set of items 609. 
Collectively, items 609 may be used in a second level game as 
discussed further below. The first level game ends when the 
last puzzle (e.g., puzzle 610) is solved. Alternatively, the 
player may select solve all control 613, which solves all of the 
puzzles in the first level game and causes the game to proceed 
to the second level game. That is, selection by the player of the 
solve all control permits the player to bypass play of the first 
level game. 
0122 Prizes may be awarded in the first level game, the 
second level game, or both. In one example, one or more win 
opportunities may be associated with the first level game. The 
win opportunities may be revealed to the player when, for 
example, a particular letter is correctly placed in any of the 
puzzles, a particular word or word phrased is solved, or other 
aspect is achieved in any of the puzzles, either collectively or 
individually. As shown in interface 601, there may be an 
indicator 608 that shows the player any prizes he/she may 
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have won during play of the first level game. As discussed 
above, results of win opportunities may be stored in a server 
and downloaded to a game-playing computer system prior to 
play of the game, may be determined dynamically by the 
game-playing computer system, or may be determined in any 
other manner. 
I0123. However, it should be appreciated that although 
JUMBLE-type games are games of skill, the play of the 
JUMBLE-type game does not affect the prize awarded to the 
player. Rather, the play of the JUMBLE-type game is inde 
pendent of the prizes awarded to the player which are revealed 
to the player during the play of the JUMBLE-type game. 
0.124. In one example game, prize values are associated 
with each of the items 609, and prizes are awarded (or not) in 
the second level game. FIG. 6 shows an interface 602 accord 
ing to one embodiment of the present invention associated 
with a second level game. Interface 602 may be shown within 
the same (e.g., in a same window, Screen, etc.) interface as 
interface 601. Alternatively, interface 602 may be presented 
in a different interface of the game-playing computer system. 
0.125. In one embodiment, interface 602 includes a pay 
table 614 that associates items collected in the first level game 
to prizes that may be potentially won in the second level 
game. For instance, pay table 614 associates certain letters 
designated from the last word puzzle (e.g., puzzle 610) with 
prize values. The player may be presented a number of 
puzzles 611 that, unlike the JUMBLE-type game having 
scrambled words, includes one or more hidden words. The 
player may be permitted to select one or more of the letter 
positions in any of the puzzles 611. Interface 602 may also 
include an indication of the number of letter selections or 
other items remaining to be played by the player in the second 
level game. 
0.126 When selected, the letter position shows to the 
player the particular letter that is hidden. If the letter shown to 
the player matches a letter in pay table 614, the player wins 
the corresponding prize indicated by the pay table. If the 
player does not reveal any letter(s) in pay table 614, the player 
does not win any prize. In one example, the player may be 
permitted to select one letter position among all of the letter 
positions in puzzle 611. However, it should be appreciated 
that the player may be permitted to unlock more than one 
letter position. 
I0127. According to one aspect of the present invention, the 
player is permitted to select a single letter position. Upon 
selection of the single letter position, the rest of the letters in 
puzzle 611 are revealed to show the hidden words. According 
to one aspect of the present invention, the player is presented 
an indication of a “near miss', in that the letter selected is 
close to a winning letter. 
I0128. As it is understood that the player may select any 
letter position within puzzles 611, words and letters revealed 
to the player upon selection of the single letter position may 
be varied to create the indication of the near miss. For 
instance, the game playing system may have many words 
from which to choose based on the selection of the letter 
position so that the player feels that he/she lost by a narrow 
margin (e.g., by selecting the wrong letter position). Rather, 
the outcome of the selection according to one embodiment is 
predetermined. That is, the player may select any letter posi 
tion and still obtain the same result. The words presented to 
the player may be different, however, depending on the letter 
position chosen. In this manner, the player feels as if the 
words (and therefore their corresponding letter positions) are 



US 2010/0167807 A1 

predetermined, and that their selection of a particular letter 
position had an affect on the outcome of the second level 
game. However, the player's selection has no affect on the 
outcome of the second level game according to one embodi 
ment of the present invention. 
0129. After play of the second level game, game play is 
returned to another instance of the first level game (e.g., the 
JUMBLE-type game). The player may, however, choose to 
play a different game (e.g., a card game or other game) at the 
conclusion of any particular game instance. The player may 
be permitted to play further instances of the JUMBLE-type 
game, with each level of the JUMBLE-type game leading to 
a second level wherein prizes are revealed. These intermedi 
ate prize amounts that are revealed with each instance of the 
JUMBLE-type game, as discussed above, may be stored in a 
database of the server, and provided to the client prior to or 
during game play. Alternatively, intermediate prize amounts 
may be determined at the client in a random manner (e.g., by 
randomly selecting a possible combination of intermediate 
prize amounts that total the overall prize awarded to the 
player). In another example, a game may be determined 
dynamically by the game system or client based on one or 
more rules. These rules may be tailored so that the overall 
result is revealed by the game system in an interesting way. 
0130 For instance, the ticket may have an overall prize 
value of S50, and the prize awarded at each instance of the 
JUMBLE-type game may accumulate to form the S50 prize. 
There may be a finite number of combinations based on the 
number of game instances to achieve a S50 prize, and the 
actual game experience presented to the player may be a 
random selection of the finite outcomes. In any case, the result 
of each game instance is either stored at the server or is 
determined randomly or dynamically by the client as dis 
cussed above. 
0131. According to one aspect of the present invention, it 

is realized that the time at which tickets are activated (and 
therefore, may be played) is important. In the case of a casino 
based game, where tickets are issued at the casino, it may be 
beneficial to include a delay between the purchase of a ticket 
and a possible redemption of the ticket so that the game play 
associated with the ticket does not compete against other 
games offered by the casino (e.g., floor games). For example, 
in the case of a slot machine game, it may be preferable that 
Such a game be activated after the player leaves the casino, or 
otherwise is not playable while in the casino So as not to 
compete with other types of slot machine games or other 
game types offered by the casino. 
0.132. Further, another benefit of introducing a delay 
between ticket issuance and activation includes increasing the 
likelihood that the player plays the game at another location 
(e.g., at home), requiring the return of the player to the ticket 
redemption location to redeem his/her winnings. Because the 
player needs to return to the redemption location (which may 
be a casino), the possibility that the player will purchase 
additional tickets or play other types of games offered at the 
redemption location is increased. 
0.133 According to one embodiment of the present inven 

tion, a JUMBLE-type game is conducted that may include the 
following additional aspects, either alone or in combination: 

0.134. The game begins with one or more puzzles (e.g., 
puzzles 603) having one or more words or word phrases 
in a scrambled or partially-scrambled form. Letters and 
words to be unscrambled are available to be selected by 
the user (or player) in any order. 
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0.135) In one example, the player is presented with four 
single word puzzles: 
0.136 Two 5-letter words 
0.137 Two 6-letter words 

0.138 Beneath each word are spots for the letters to be 
rearranged into the correct word. 

0.139. Certain spots contain circles (or other indication) 
indicating that these letter positions contain words used 
for a final word puzzle (e.g., puzzle 610). 

0140. A player is presented a final answer word or 
phrase (e.g., puzzle 610) including letters from the four 
single words. That is, the letters contained in the circles 
discussed above. The length of the answer word or 
phrase may vary. 

0.141. In one example game, the player is presented a 
cartoon or other hint that has a relationship with the 
answer word or phrase. These cartoons may be provided, 
for example, by Tribune Media, Inc. which provides the 
well-known printed version of the JUMBLE game. 

0142. The player descrambles words in one of two 
ways: 
0.143 Selecting and dragging a letter to a particular 
letter position. 

0144) Typing a letter on the keyboard or other input 
device. 

0145 When the first level game begins, the player is 
automatically started on the first word, in first letter 
position (e.g., spot). 

0146 A player is presented an indication of the current 
letter position being solved by the player (e.g., an arrow 
point, highlight, or other indication). 

0147 The player is automatically advanced to the next 
spot in the word after they type a letter. 

To move to a different word, the player uses a mouse or other 
pointing device to select any spot in that word. Regardless of 
what spot the player selects in a particular word, the first spot 
is the point at which the player starts. This selection may also 
be indicated to the player. 

0.148. A "HINT" button is provided, and when the 
player selects the hint button, the game program places 
one letter from the word in the correct position. 

0149. In one example, the spot chosen is the left-most 
spot that is either empty or has an incorrect letter. If the 
spot is empty, the correct letter animates (e.g., is dis 
played) there. If the spot has an incorrect letter in it, the 
incorrect letter animates to the area above the word and 
the correct letter animates to the spot. 

0.150 Regardless of where the correct letter is located— 
whether above the word or in a spot in the word itself 
the correct letter animates to the correct spot. 

0151. In another example, when an incorrect word is 
formed, after the last letter is put in place, all the letters 
will animate back to their spots above the word, and a 
message is presented to the player stating "Sorry, try 
again. 

0152. If the player had any letters in the correct position, 
those letters remain, and only the letters that were in the 
wrong spots animate to the area above the word. In this 
case, the message presented to the player States “You’re 
close—try again.” In one example, the message remains 
in the display until the player places a letter. 

0153. A “SOLVE ALL button is provided that solves 
automatically all the word scrambles and drop all circled 
letters to an answer area associated with a final 
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Scrambled word or phrase (the “answer', e.g., puzzle 
610), and solves the answer area scramble. 

0154 When an entire word is successfully 
unscrambled, any letters in the circles drop down, in a 
Scrambled formation, to the answer area. Also, letters 
animate down to answer area. 

0155 The answer in the final puzzle (e.g., puzzle 610) 
relates to a cartoon presented to the player. However, the 
cartoon presented may not relate to the other puzzles. 

0156 Certain letter positions may be indicated as hav 
inga win opportunity (e.g., a reveal of a prize) associated 
with that particular letter position. Such an indication 
may include, for example, a highlight, a different shaped 
letter position (e.g., a circle, triangle, or other different 
container type), or other indication. 

0157 Below the final scrambled word (the answer), are 
positioned reveal boxes equal in number to the number 
of spots in the answer. 

0158. When the player puts the correct letter in the 
correct spot in the answer (i.e. de-scrambles the word), 
that placement triggers the opening of a reveal box. In 
one example, an animation of the reveal box opening is 
presented to the player. 

0159 Special spots in the answer correspond on a one 
to-one basis with the reveal boxes. For instance, when 
the correct letter is placed in the first special spot in the 
answer, the first reveal box opens. If the correct letter is 
placed in the third special spot in the answer, the third 
reveal box opens, and so on. 

0160. In one example, there are no duplicate dollar val 
ues in the reveal boxes. In another example, all dollar 
values must appear in the pay table. 

0.161. In another example, the values shown in the 
reveal boxes represent the potential prize amount the 
player could win. Alongside the reveal boxes are pre 
sented another set of boxes (referred to as prize boxes), 
equal in number to the reveal boxes. 

0162. When the JUMBLE-type game is solved (e.g., the 
final scrambled word or phrase is solved), the JUMBLE 
type game ends and the player proceeds to the second 
level game. 

0163 The user begins the second level game with one 
chance for selecting a letter. 

0164. In one version of a second level game, the user is 
presented multiple prize boxes distributed among one or 
more word puzzles (e.g., puzzles 611). 

0.165. The user selects a particular prize box, and upon 
selecting the prize box, a hidden letter is displayed to the 
player. According to one embodiment, the letter dis 
played to the player is predetermined. That is, it does not 
matter which prize letter box is selected by the player— 
the player receives the predetermined letter and corre 
sponding prize associated with that letter. 

0166. After the player has correctly solved the answer 
word/phrase (or clicked “SOLVE ALL and had it 
solved automatically) the player receives a final reveal to 
be used on the prize boxes in the second level game. 

0167. The reveal and prize boxes animate to fill the 
game screen, replacing the descrambled words. The car 
toon and answer remain in place. 

0.168. In the final reveal, the player chooses one prize 
box to unlock. 

0169. If the value in the chosen prize box matches any 
of the values in the reveal boxes, the player wins that 
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dollaramount. After the player has chosen the prize box 
to uncover, the game unlocks all remaining prize boxes 
(creating an exciting near-miss experience.) 

0170 In another version of the second level game, the 
cartoon and all word jumbles from the first level game 
disappear upon solving the first level game, and the 
interface of the first level game is replaced with that of 
the second level game. 

0171 In another version of the second level game, the 
second level game includes a selection of hidden letters 
in a field of 26 spots (e.g., corresponding to the 26 letters 
of the alphabet). If the letter revealed by the selection 
matches the prize letters, the player wins the associated 
amount. 

0.172. In one variation of the second level game, the 
second level game includes an interface displaying: 
(0173 The player's prize letters from the first level 
game 

(0174. A field of 26 covered spots. 
(0175 Each letter of the alphabet is represented in the 

spots. 
(0176 Each letter has a dollar value associated with it. 
0177 All dollar values appear on the pay table. 
0.178 The values shown on the letters represent the 
potential prize amount the player could win. 

0179 The letters is distributed randomly in the spots. 
0180 A tally of guesses used versus guesses remain 
1ng. 

0181. The total guesses is equal to the number of 
prize letters the player has. 

0182 For the prize round, the player must choose a spot 
in the field of 26 covered spots to uncover. 

0183 An animation uncovers the spot and reveals the 
letter beneath. If the letter matches one of the player's 
prize letters, the player wins the dollar amount associ 
ated with that letter. 

0.184 If the player uses all his/her guesses without 
uncovering a letter that matches one of their prize letters, 
the player wins nothing. 

0185. After the player has used his/her final guess, the 
game program uncovers all remaining letter spots. In 
one example, an exciting near-miss experience may be 
created, for instance, by showing the player's prize let 
ters near one or more selected letters uncovered by the 
player. In this way, the player is provided the feeling like 
their selection was “close.” and therefore the player is 
encouraged to play again. However, in this example, the 
letter displayed to the player is independent of the box 
chosen by the player, and therefore, the player's choice 
does not affect the outcome of the game. 

0186. At the conclusion of the second level game, the 
user is presented an indication that the second level 
game is over and an indication of any prize(s) awarded. 

0187. The overall result (e.g., payout) for purchasing a 
ticket may be predetermined (as in a scratch or other type 
of instant lottery game) or may be determined by a later 
event (such as a lottery, Keno, orbingo draw) that occurs 
after ticket issuance. 

0188 FIG. 7 shows an example game interface 700 
according to one embodiment of the present invention. This 
game type includes a JUMBLE-type game that is more 
quickly played than the game described above with reference 
to FIG. 6. In particular, this version of a JUMBLE-type game 
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may be played instead of or in addition to the previous 
JUMBLE-type games described above. 
0189 This type of game includes an interface 700 having 
a single scrambled word or phrase (e.g., puzzle 702). The 
player descrambles the word or phrase, and upon so doing, a 
slot machine type game is initiated. In the example shown in 
FIG. 7, the player obtains a partially descrambled word 
“B- - - -G-E', and a number of letters, D, R, and I (e.g., 
letters 704). The player, in interface 700, rearranges the pro 
vided letters 704 to fill in the blanks of the partially 
descrambled word. 

0190. Upon solving puzzle 702, the slot machine type 
game is initiated, the slot machine having a number of reels 
(e.g., reels 701) having indicia appearing on entries of the 
reel. These indicia may, for example, include letters, charac 
ters, or other indicia, that when matched in a set indicated by 
an entry in a pay table (e.g., pay table 705), wins the player a 
prize corresponding to that entry. The slot machine may dis 
play one or more lines of indicia and may include one or more 
associated pay lines (e.g., pay line 708). It should be appre 
ciated that the slot machine type game may include any num 
ber of displayed entries, have any number of reels, and have 
any number of paylines. 
0191 Reels 701 may begin spinning when puzzle 702 is 
solved. Alternatively, when each letter is solved, a corre 
sponding reel is spun. After all reels have begun spinning, the 
reels are stopped, indicating whether or not the player wins a 
prize. Any winnings provided to the player may be displayed 
in interface 700 by indicator 703. 
0.192 Interface 700 may also include a number of controls 

to assist the player in playing the JUMBLE-type game. For 
instance, a hint control 706 may, when activated by the player, 
may correctly place one or more letters in puzzle 702. For 
instance, selection of the hint control 706 may cause the 
left-most spot of a word of puzzle 702 to be correctly placed. 
Continued selections of control 706 will continue to correctly 
place Successive out-of-position letters. A solve all control 
707 may be provided that, when selected by the player in 
interface 700, solves puzzle 702, allowing the player to pro 
ceed to the second level game (e.g., a slot machine type 
game). 
0193 According to one embodiment of the present inven 

tion, a JUMBLE-type game is conducted that may include the 
following additional aspects, either alone or in combination: 

0.194. A one-word puzzle is provided, at least six letters 
in length. 

0.195 The one-word puzzle is partially solved, with a 
number of letters N not solved. The N letters correspond 
to N reels of a second level slot machine type game. In 
one example, there are three (3) unsolved letters and 
three (3) corresponding reels. 

0196) Letters that need to be correctly placed are shown 
above the word to be descrambled. The word has empty 
slots in which the letters need to be placed. 

0.197 In one example, the player must place a letter into 
the correct position to trigger a reveal. 

0198 The player descrambles words in one of two 
ways: 

0199 Selecting and dragging a letter to a particular 
letter position. 

0200 Typing a letter on the keyboard or other input 
device. 
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0201 When the first level game begins, the player is 
automatically started on the first missing letter position 
(e.g., spot). 

0202 A player is presented an indication of the current 
letter position being solved by the player (e.g., an arrow 
point, highlight, or other indication). 

0203 The player is automatically advanced to the next 
spot in the word after they type a letter. 

Regardless of what spot the player selects in a particular 
word, the first spot is the point at which the player starts. This 
selection may also be indicated to the player. 

0204. A "HINT" button is provided, and when the 
player selects the hint button, the game program places 
one letter from the word in the correct position. 

0205. A “SOLVE' button is provided that, when 
Selected by the player, solves the puzzle and proceeds to 
the second level game. 

0206. The second level game includes, in one example, 
a three-reel slot machine. When a letter of the puzzle is 
correctly placed, a corresponding reel is spun. 

0207. When the puzzle is solved (or the player selects 
the “SOLVE' button) all of the slot machine reels are 
spun, and then stopped, causing the slot machine to 
indicate whether the player wins a prize. The prize may 
correspond to a combination of elements that appear on 
one or more pay lines of the slot machine game. 

0208. At the conclusion of the second level game, the 
user is presented an indication that the second level 
game is over and an indication of any prize(s) awarded. 

0209. The overall result (e.g., payout) for purchasing a 
ticket may be predetermined (as in a scratch or other type 
of instant lottery game) or may be determined by a later 
event (such as a lottery, Keno, orbingo draw) that occurs 
after ticket issuance. 

0210 Having thus described several aspects of at least one 
embodiment of this invention, it is to be appreciated that 
various alterations, modifications and improvements will 
readily occur to those skilled in the art. Such alterations, 
modifications, and improvements are intended to be part of 
this disclosure, and are intended to be within the spirit and 
Scope of the invention. Accordingly, the foregoing descrip 
tion is by way of example only. 

What is claimed is: 
1. A method comprising acts of 
issuing, at a point of sale terminal, a ticket having a ticket 

based game thereon to a player, the ticket including a 
code printed on a surface of the ticket, wherein an out 
come of the ticket based game is stored in a database and 
not placed on the ticket; 

providing for the player an interface of a host computer 
system to play a computer based game that is a different 
game than the ticket based game on a different medium 
than the issued ticket, wherein the code is used to gain 
security access to the computer based game and to reveal 
the outcome of the ticket based game from the database, 
wherein the computer based game includes a computer 
based scrambled word game having one or more 
scrambled words, and wherein the player descrambles 
the one or more scrambled words within the interface to 
reveal a result of the computer based game; and 

displaying, during play of the computer based game, the 
outcome of the ticket based game to the player in the 
interface. 
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2. The method according to claim 1, wherein the act of 
issuing the ticket includes an act of issuing at least one of a 
lottery ticket, a scratch ticket, and a pull-tab ticket, and 
wherein the act of providing further comprises an act of 
providing the computer-based game which the player plays to 
reveal the results of the ticket based game. 

3. (canceled) 
4. The method according to claim 2, wherein the act of 

providing the computer-based game further comprises an act 
of permitting access to the outcome of the ticket based game 
by using the code as a decryption key to obtain the outcome. 

5. The method according to claim 1, further comprising an 
act of storing, on a server, the outcome of the ticket based 
game. 

6. The method according to claim 2, further comprising 
storing, in a database of a computer system, a portion of a 
decryption key, the portion being used along with the code by 
the computer system to obtain the outcome of the ticket based 
game. 

7. (canceled) 
8. The method according to claim 6, further comprising an 

act of obtaining, from the database of the computer system, 
the portion of the decryption key based on an identifier 
printed on the ticket. 

9. (canceled) 
10. The method according to claim 1, further comprising an 

act of presenting, to the player, the interface in which the 
player is permitted to enter the code to obtain security access 
to the results. 

11. The method according to claim 1, wherein the 
scrambled word game is at least one of a JUMBLE-type game 
and a slot machine game. 

12. (canceled) 
13. The method according to claim 1, wherein: 
issuing the ticket further comprises: 

issuing the ticket wherein the ticket based game includes 
an overall prize value; and 

displaying the outcome of the ticket based game to the 
player in the interface further comprises: 
displaying, during play of a plurality of game instances 

of the computer based game, the outcome of the ticket 
based game to the player in the interface, wherein at 
least one prize awarded in response to play of at least 
two of the plurality of game instances of the computer 
based game accumulates to form the overall prize 
value. 

14. The method according to claim 1, wherein the ticket 
discloses a number of game instances of the Scrambled word 
game awarded to the player, and wherein a prize total for the 
ticket is predetermined. 

15. (canceled) 
16. The method according to claim 14, further comprising 

an act of presenting the prize total as a sequence of reveals, 
wherein the sequence of reveals is at least one of predeter 
mined, randomly determined by the player, and stored in a 
database of a server. 

17.-18. (canceled) 
19. The method according to claim 1, further comprising an 

act of revealing, to the player, an item associated with a 
second level game in response to play of the computer based 
game, wherein the item is used to play the second level game 
or to reveal a prize won by the player. 

20.-21. (canceled) 
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22. The method according to claim 19, wherein the item 
associated with the second level game is a letter associated 
with the scrambled word game, and wherein the method 
further comprises acts of: 

permitting the player, in the second level game, to select 
among a plurality of prize boxes; 

upon selecting, by the player, a particular one of the plu 
rality of prize boxes, displaying a letter to the player; and 

awarding a prize to the player if the displayed letter 
matches the letter associated with the scrambled word 
game. 

23. The method according to claim 22, further comprising 
an acts of 

associating a set of letters in the scrambled word game with 
corresponding pay table entries in the second level 
game; and 

displaying, upon the selection of the particular one of the 
plurality of prize boxes, a pay table entry associated with 
the displayed letter. 

24. (canceled) 
25. The method according to claim 22, wherein the dis 

played letter is predetermined. 
26. The method according to claim 22, wherein the act of 

selecting the particular one of the plurality of prize boxes is 
independent of an act of determining what particular letter is 
displayed by an act of displaying. 

27. The method according to claim 19, wherein the prize 
won by the player is at least one of cash, merchandise, and 
credit, and wherein an indication of the prize won by the 
player is stored in a database of a server, and is downloaded to 
a computer presenting the computer-based game to the 
player. 

28. (canceled) 
29. The method according to claim 1, further comprising an 

act of associating, with the ticket, additional opportunities to 
win that include one or more additional reveals of results 
associated with the ticket based game and that are presented 
during play of an online game. 

30-31. (canceled) 
32. The method according to claim 1, further comprising an 

acts of: 

providing, by a first server associated with the ticket based 
game, a result associated with the ticket based game; 

storing, in a memory of a computer system, the result 
associated with the ticket based game; and 

associating the result with an indication of the ticket, 
wherein the indication of the ticket is unique among 
indicators of a plurality of tickets. 

33.-35. (canceled) 
36. The method according to claim 32, wherein the first 

server further comprises a random number generator, and the 
random number generator performs an act of determining a 
set numbers associated with the issued ticket. 

37. The method according to claim 32, further comprising 
an act of determining a set of winning numbers associated 
with the ticket based game based on a comparison of a set of 
numbers associated with the issued ticket and the set of win 
ning numbers. 

38. (canceled) 
39. The method according to claim 36, wherein the ticket 

based game includes at least one of a Keno game and a bingo 
game, and the act of determining the set of numbers associ 
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ated with the issued ticket comprises an act of selecting a 
predetermined number or numbers from a predetermined set 
of numbers. 

40. The method according to claim 1, further comprising an 
act of permitting the player to redeem the issued ticket with 
out playing the computer based game on the different 
medium. 

41. The method according to claim 16, wherein the 
sequence of reveals is determined by one of a predetermined 
game script and dynamically by a game playing computer 
system. 

42. (canceled) 
43. The method according to claim 36, further comprising 

an act of determining a predetermined game script where a 
magnitude of prizes awarded for reveals associated with later 
win opportunities are progressively greater than a magnitude 
of prizes associated with reveals associated with earlier win 
opportunities. 

44. The method according to claim 36, further comprising 
an act of determining, for an issued ticket indicated as a losing 
ticket, a game script comprising an indication that the player 
was substantially close to winning. 

45. The method according to claim 32, wherein the player 
must wait at least one of a predetermined time period before 
redeeming the ticket; and until a specific event has been 
completed before redeeming the ticket. 

46. (canceled) 
47. The method according to claim 40, wherein the player 

is permitted to redeem the ticket online to play one or more 
additional online games. 

48. (canceled) 
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49. The method according to claim 47, further comprising 
an act of receiving an access code for playing the one or more 
additional online games, wherein the access code is transmit 
ted electronically to the player. 

50. (canceled) 
51. The method according to claim 1, wherein the player 

must wait until a specific event has been completed before 
gaining access to obtain results associated with the ticket, 
wherein the issued ticket discloses a number of game 
instances awarded to the player, and wherein a prize total for 
the ticket is determined after the ticket is issued to the player. 

52.-53. (canceled) 
54. The method according to claim 51, further comprising 

acts of: 
determining the outcome associated with of the ticket 

based game based on a drawing; and 
permitting the player to play the computer based game in 

response to the act of determining the outcome. 
55. (canceled) 
56. The method according to claim 1, wherein a prize total 

for the ticket is determined prior to issuing the ticket to the 
player. 

57. The method according to claim 1, further comprising an 
act of downloading a game program, the game program, when 
executed, renders an interface of the Scrambled word game in 
an interface of a game-playing computer system. 

58-60. (canceled) 
61. The method according to claim 1, further comprising: 
Subsequent to the act of issuing the ticket, determining the 

outcome of the ticket based game by a server that stored 
ticket information. 


