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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 game similar to the 
well-known game of COLLAPSE.
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METHOD AND APPARATUS FOR CONDUCTING A GAME OF CHANCE 

Field of the Invention

The field of the invention relates generally to lotteries and gaming, and more 

particularly, to systems for conducting lottery-based games or casino-based gaming.

Background

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 lottery 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.

There are many online games that can be played using a computer system coupled to a 

communication network (e.g., the Internet). These games may include traditional games of 

chance, games of skill, and casino-type games, among others.

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.
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11 SUMMARY
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 

5 deal of effort and expense to introduce additional games, especially in the casino area. In 
particular, as each game is introduced, its features are scrutinized 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 this end, according to one 
aspect of the present invention, a system is provided having two games, one of which is 

io already approved by regulators whose outcomes are used to drive outcomes of another 
game. Because the outcome determination 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.

According to one aspect, there is provided a method for playing a game of 

is chance comprising acts of: issuing a ticket to a player at a point of sale, the ticket being 
associated with the game of chance and including a code printed on a surface of the 
ticket; defining, by a game operator via an outcome server, after the ticket is issued to 
the player, a correlation between the ticket and results of the game of chance;

transmitting, over a communication network to a computer-based game play
20 server, the results of the game of chance, the computer-based game play server being 

adapted to provide at least one computer-based game provided by the game operator to 
the player;

providing for the player to play at least one computer-based game, wherein the 
code is used to gain security access to play the at least one computer-based game to

25 obtain the results of the game of chance; and
revealing, responsive to play of the at least one computer-based game by the 

player, the results of the game of chance within an interface of the computer-based game.
In one aspect of the present invention, the player is permitted to play a computer- 

based game (referred to hereinafter as a "primary" game) during which the game playing 
30 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 
embodiment, 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 

35 type of computer-based game, including games of skill and/or chance, such as card

5657554_l
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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

5 outcome of the primary game played by the player.
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

io similar to the well-known game of COLLAPSE (COLLAPSE is a trademark of 
GameHouse, Inc., Seattle WA) and its variations. As is known, COLLAPSE is a game of 
skill that allows the player to earn points by removing elements from a game grid. 
COLLAPSE and similar games involve a window having a grid having colored elements 

where new lines of the grid are fed into the

5657554_1
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bottom of the grid periodically. A player removes groups of three or more similarly-colored 

elements by selecting them within the grid. The player may be permitted to play the game of 

COLLAPSE (or similar game), during which the result of the primary game is revealed over 

one or more instances of the COLLAPSE-type game.

According to one aspect of the present invention, the COLLAPSE-type game is 

combined with a second level game. Play of the second level game may proceed after some 

achievement level in the COLLAPSE-type game. For instance, points may be awarded in the 

COLLAPSE-type game, and in one embodiment, the second level may proceed after the player 

achieves a particular point total as further discussed below. Alternatively, the player may play 

the COLLAPSE-type game until completion, and at the end of the COLLAPSE-type game, the 

player begins playing the second level game.

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 

example, the result is downloaded to the computer system prior to game play. The result may 

be in the form of intermediate results of each game instance that are displayed to the player at 

various points during game play. For instance, intermediate results may be displayed to a user 

during an instance of a COLLAPSE-type game.

In one embodiment of the present invention, the traditional game of COLLAPSE or 

similar game is coupled with a second level game. Further, during the play of the 

COLLAPSE-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 one(s) of the elements are 

removed from the grid. In the example of the COLLAPSE-type game, there may be an 

indication that one or more of the elements of the grid 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 element 

having the hidden item is selected (or removed from the grid), the game program displays the 

item to the player.

In another example, the grid 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
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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 COLLAPSE are used to open hidden items in a 

second level game. For instance, the second level game includes a series of safes (or other 

element type) which are opened (and their hidden items revealed) with items collected during 

the play of the COLLAPSE-type game. In one example, the items are representations of sticks 

of dynamite that are used by the user to open the safe. However, it should be appreciated that 

the items may be any type of item that can be used in a second level game.

Hidden items revealed 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.

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.

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 COLLAPSE-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 information, 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 experiences of the player.

Each instance of the game may include an associated 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 COLLAPSE-type game and its second level is $10.

Each instance of the game may include an associated prize (or not), and these prizes

may be combined for an overall prize associated with the ticket. In one example, the prize



WO 2005/110562 PCT/US2005/016066

5

10

15

20

25

30

-5-

associated with the first instance of the COLLAPSE-type game and its second level is $10. A 

prize associated with a second instance of the COLLAPSE-type game and its second level is 

$15. The prizes associated with each instance of the COLLAPSE-type game and its second 

level may be stored as an entry in the database of the server.

Alternatively, 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., randomly) a distribution of winnings of the overall 

prize among 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: $5 prize for the first game instance 

and $20 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., $10 for the 

first game instance, $15 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.).

In another example system, prizes may be awarded in association with each item 

collected in the game (e.g., a stick of dynamite in a COLLAPSE-type game). Therefore, prizes 

may be distributed among hidden items in the game grid 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.

According to another aspect of the present invention, 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



WO 2005/110562 PCT/US2005/016066

5

10

15

20

25

30

-6-

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.

According to one embodiment of the present invention, 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 COLLAPSE-type game. Of course, 

it should be appreciated 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 participation in the game. Further, 

the game operator is provided additional flexibility as new games may be 

introduced/substituted that are associated with the same ticket or other game piece.

According to one embodiment of the present invention, the outcome of the game is 

predetermined at the time of ticket printing, issuance, or purchase or shortly thereafter. 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 some time 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. 

Additionally, 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.
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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.

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 provides 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 gaming environment. As discussed, such an environment 

may include online play of one or more online games of skill, chance, or combination thereof.

According to one embodiment of the present invention, 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 $50), that may be allocated across the game instances 

associated with that ticket. For example, in the case of winning $50 on a 5-play (5 game 

instances) ticket, it may be desired to allocate the wins across game instances to provide a 

particular game experience. For instance, the game experience of winning $50 may be 

distributed across five game instances (e.g., five separate games, respectively winning $5, $0, 

$0, $5, $40) 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, according to one 

embodiment, as the player is presented an outcome in a way such that retains interest in the 

game. This is beneficial, 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 associated with scratch-type or other instant ticket game experiences.

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
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the like) while the online portion of the game may be played in any locale or jurisdiction. In 

such a case, the casino or lottery 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.

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 generally to how 

wins are shown to the player across win opportunities. 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.

Another method for maintaining the interest of players 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 continuous game experience, the 

additional spins are awarded to a single ticket.

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

associated 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
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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 drawing numbers associated with the ticket. 

These drawing numbers may be associated with a particular game instance, of which there may 

be many associated with one ticket. At the 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. 

Alternatively, additional reveal opportunities may be added to one or more other game 

instances to make game play more exciting.

According to another aspect of the present invention, 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 a particular game. For instance, in the case of a slot machine, the 

slot machine result may indicate, 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 realized 

that the losing game experience should compel the player to continue playing the game.

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.

According to another aspect of the invention, it is appreciated that conventional 

methods for playing online 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



WO 2005/110562 PCT/US2005/016066

5

10

15

20

25

30

- 10-

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.

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 corresponding decryption key that is printed on the ticket.

Because the decryption key is placed on the ticket, unauthorized access to the online 

game is not permitted without 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 information 

(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.

The ticket may be, for example, a scratch-type lottery 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 system. 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.

According to one aspect of the present invention, a method for playing a game of

chance is provided. The method comprises acts of issuing a ticket to a player, the ticket

including a code printed on a surface of the ticket, and providing for the player to play another
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game on different medium than the issued ticket, wherein the code is used to gain security 

access in obtaining results of the game of chance. According to one embodiment of the 

invention, the act of issuing a ticket includes 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 

comprises an act of providing a computer-based game which the player plays to reveal the 

results of the game of chance. According to another embodiment, the act of providing 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 comprises 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. According to another embodiment, 

the act of providing includes an act of permitting access to a website to play the another game.

According to one embodiment of the invention, 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 presenting, to the player, an interface in which the player is 

permitted to enter the code to obtain security access to the results. According to another 

embodiment, the another game is a game of chance. According to another embodiment, the 

another game is a slot machine. According to another embodiment, the another game is a 

computer-based game involving a grid of elements, and wherein the player removes at least 

one group of elements by selecting the group within an interface of the computer-based game. 

According to another embodiment, the ticket discloses the number of slot machine pulls 

awarded the player.

According to one embodiment of the invention, the prize total for the ticket is 

predetermined. According to another embodiment, 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. 

According to another embodiment, the method further comprises an act of revealing, to the 

player, an item associated with at least one of the at least one group of elements when the at 

least one group of elements is removed. According to another embodiment, the item is used to
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play a second game. According to another embodiment, the item is used by the player to 

reveal a prize won by the player. 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 one embodiment of the invention, 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. 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 associated with 

a first game, a result associated with the game of chance. According to another embodiment, 

the method further 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 

comprises 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. 

According to another embodiment, 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.

According to one embodiment of the invention, 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 winning numbers. 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 predetermined number of 

numbers from a predetermined set of numbers. According to another embodiment, the method 

further 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. 

According to another embodiment, the method further comprises an act of determining a
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predetermined game script where a magnitude of prizes awarded for reveals associated with 

later win opportunities are progressively greater than the magnitude of prizes associated with 

reveals associated with earlier win opportunities.

According to one embodiment of the invention, the method further comprises 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. According to another 

embodiment, the player must wait a predetermined time period before redeeming the ticket. 

According to another embodiment, the player must wait until a specific event has been 

completed before redeeming the ticket. 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. According to another 

embodiment, the method further 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 permitting the player to play the another game in response to the act of 

determining the outcome. According to another embodiment, the prize total for the ticket is 

determined prior to issuing the ticket to the player.

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 functionally 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

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,

Figure 1 is block diagram of a system for conducting a game according to one 

embodiment of the present invention;

Figure 2 is an example ticket that may be issued in association with a game according
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to one embodiment of the present invention;

Figure 3 is a flow chart of a process for conducting a game according to one 

embodiment of the present invention;

Figure 4 is a flow chart of a process for conducting a game according to another 

embodiment of the present invention;

Figure 5 is a system for conducting a game according to according to one embodiment 

of the present invention; and

Figure 6 is a game interface according to one embodiment of the present invention.

Detailed Description

Figure 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.

The ticket may include other indications (e.g., a decryption key or portion thereof as 

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 COLLAPSE-type game, 

the ticket may indicate the number of game instances (or plays) of the COLLAPSE-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.

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 game played on a computer system. For
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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.

The player then proceeds to play a game on a computer system. Figure 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 connects to a network (e.g., the Internet). Other general purpose computer 

system types (e.g., a PDA, a cell phone, set-top box, or other system type) may be used to play 

the game.

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 associated with host 

101. This online game may be, for example, a video slot machine, blackjack, or other online or 

casino-type game.

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 programs. 

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. Different 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.

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 performing 

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



WO 2005/110562 PCT/US2005/016066

5

10

15

20

25

30

- 16-

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.

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.

Figure 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 communication network (e.g., the Internet).

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 reference to 

Figure 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.

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 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.

The player enters the code, and an outcome is determined 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
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stored in database 108 of the server. Database 108 may be, for example, a relational database, 

object database, flat file database, or other organizational 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.

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 $50,” the online 

game may present an outcome to the player that indicates 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 $50”) is achieved through a set of reveals or progressions through the 

online game. For example, in the case where a COLLAPSE-type game is played wherein 

items are collected for playing in a second level game, such reveal outcomes of each instance 

of the COLLAPSE-type game may be stored on the server.

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.

Once played, the player may redeem the ticket at the point of sale or other redemption 

location at block 308. Alternatively, 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.

Payouts may be determined by a pay table associated with the game. The number of
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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 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: $5

Table I - Example Payout Table

Number of Tickets Payout

1 $100

700 $10

500 $5

100 $1

600 $0

Game Operator Return: $300 (3%) - expenses

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.

The odds of winning may be the type of odds experienced in actual (rather than 

computer-based) games. Alternatively, 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 winning 

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
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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 system conducting an online game (e.g. server 103).

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 $50.” 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 predetermined 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 COLLAPSE-type game, the 

outcome of each instance of the second level game may be stored on the server and retrieved 

prior to game play.

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 $50 over 10 spins, 

the $50 winnings (and any intermediate losses) may be allocated to the player at any point over 

the 10 spins. In the case of the COLLAPSE-type game, winnings may be allocated across 

game instances. In a further example, winnings may be allocated across items collected while 

playing the COLLAPSE-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 

embodiment, the player’s skill (or lack thereof) does not affect the overall outcome of the 

game.

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 $50, but the sequence by which the player attains the $50 winning 

outcome 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
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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.

According to another aspect of the present invention, 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.).

For instance, as discussed above, the player may be presented another game (e.g., a slot 

machine or COLLAPSE-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 COLLAPSE-type game) the player receives.

In one aspect of the present invention, the ticket includes authentication information 

that is used to obtain the 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 portion 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.

A process for performing secure access to outcomes is shown in Figure 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).

This code may be, for example, a secret code (e.g., a symmetric key, a private key) 
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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 transmitted 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.

Another aspect of the present invention relates to a lottery-based software game that 

can be played over a network, 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.

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).

The ticket includes a code by which a player gains access to a result stored on a server 

that stores ticket information 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 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
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using SSL or any other secure method.

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 

information. More particularly, access to the lottery ticket database 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).

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.

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 implemented 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.

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.

In one example system that works in association with a lottery system, outcomes for a 

game may be predetermined 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 predetermined (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 drawing 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 
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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., COLLAPSE, 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.

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 associated 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 

associated 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.

In another embodiment of the system, a payout of the ticket may be encoded on the 

ticket. For instance, if the ticket is a $5 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.

As shown in Figure 5, a system 500 may be provided having more than one server. For 

instance, a server 502 provided 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 Figure 2. As discussed, another system such as 

a Keno or lottery-based system may be used to provide results to an online game system.

In one version of system 500, the win/loss determination 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).
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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.

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 conducting 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 

Corporation). 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.

Player 506 may be instructed to enter an access code (and/or any other required 

information) to access one or more games in an interface presented through the browser. As 

discussed, 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, be programmed using one or 

more programming languages (e.g., Macromedia Flash) and may be downloaded to host 504A 

and executed.

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 outcome 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.
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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.

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 $5. The payout to the player as provided from the server database may be, 

for the series of spins, $50 overall, with particular outcomes for each spin. Additional spin 

results may provide the additional $45 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 program 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.

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 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 predetermined, 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 outcomes 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 determine 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.

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
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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.

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 

establishment) 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 winnings. To this end, server 503 may communicate information back to 

server 502 relating to game play.

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.

Taking a COLLAPSE-type game, a player is issued a ticket at a POS to play one or 

more instances of the COLLAPSE-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 COLLAPSE-type game. As discussed, the COLLAPSE-type 

game is a version of the well-known game of COLLAPSE, 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.

Figure 6 shows an example game interface 600 according to one embodiment of the 

present invention. The COLLAPSE-type game involves an interface 600 that has a grid 601 of 

elements (e.g., element 602). Similar elements within grid 601 may be identified by color, 

shape, or any other indication. One or more new lines of elements (e.g., line 603) are fed into 

the bottom of the grid periodically.

A player removes groups of similar elements by selecting them within the grid, and the

player is awarded points based on the number of elements removed. For example, similar

elements may be indicated by color, and groups of similarly-colored elements may be removed
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from the grid. In one example, groups of three elements can be removed. Removal of larger 

groups of similarly-indicated elements may provide more points than smaller groups. It should 

be appreciated, however, that elements may have one or more indications that represent that 

they are similar, and the invention is not limited to any particular indication(s). Further, it 

should be appreciated that any number of elements may be removed as part of a group, and the 

invention is not restricted to any minimum number of element that may be removed.

Lines are moved into a preview area 605 associated with interface 600 that permits the 

player to anticipate what element types are being placed into grid 601. Lines of elements may 

be moved into the grid at a predetermined rate, and the rate may be adjusted from time to time 

during game play. In one example, elements may be fed into the preview area from left to 

right, and when a line of elements is complete, the line of elements is pushed into grid 601. 

The COLLAPSE-type game ends when the grid overflows with elements or a final line (e.g., of 

a predetermined number of lines) is fed into grid 601. As an additional option, a player may 

bypass play of the COLLAPSE-type game by selecting a “Reveal All” element 604 within 

interface 600. Selection of element 604 may cause the COLLAPSE-type game to end and may 

allow the player to progress to a second level game.

As discussed above, the second level of the game may be played with items collected 

during the COLLAPSE-type game. Also, as discussed, these items may be hidden within 

elements of the grid (e.g., grid 601) and released as elements are removed. In one version of 

the game, items such as spins of a wheel or sticks of dynamite (a.k.a. “hotsticks”) are located 

within elements in the grid. Items (spins, sticks, etc.) are accumulated and used in the second 

reveal-type game to reveal a payout or other type of prize. As shown in interface 600, there 

may be a prize window 606 in which prizes are awarded.

Window 606 may indicate a number of available prizes, and may include an interface 

control (e.g., spin control 607) that allows the player to initiate the second level of the game. 

Window 606 may be a part of or separate from a window that includes grid 601. After the 

player selects control 607, window 606 indicates what, if any, prize is won. Interface 600 may 

also include an indication of the number of spins or other items remaining to be played by the 

player in the second level game.

In the example game discussed above having one or more elements containing hidden

items (e.g., safes), sticks of dynamite or other items collected may be used to uncover the

hidden prizes in the second level portion of the game. For instance, winnings (e.g., cash
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prizes) revealed within opened safe elements are awarded to the player. In one example, the 

reveal of the number of sticks awarded to a player may be randomized by the client computer, 

with at least one stick awarded to the player to allow the player to open at least one safe.

After play of the second level game, game play is returned to another instance of the 

first level game (e.g., the COLLAPSE-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 COLLAPSE-type game, 

with each level of the Collapse-type game leading to a second level wherein prizes are 

revealed. These intermediate prize amounts that are revealed with each instance of the 

COLLAPSE-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.

For instance, the ticket may have an overall prize value of $50, and the prize awarded at 

each instance of the COLLAPSE-type game may accumulate to form the $50 prize. There may 

be a finite number of combinations based on the number of game instances to achieve a $50 

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 discussed above.

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.
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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.

According to one embodiment of the present invention, a COLLAPSE-type game is 

conducted that may include the following additional aspects, either alone or in combination:

• The game begins with a fixed number of lines of colored elements already positioned on 

the game grid (e.g., grid 601) and available to be selected by the user (or player).

• New elements fill the bottom and/or the top of the screen, from left to right, one at a time, 

but are not available to be selected. When a row is complete, the line of elements is pushed 

onto the game grid and added to those elements in active play. Alternatively, new elements 

may fill the game grid from any edge, including from the right and/or left side.

• Selecting the preview area as lines are being formed causes the preview area to fill with 

elements and the elements to be added to the active play area.

• The user can clear elements from the active area by selecting any three or more same

colored elements that are touching.

• When a user positions a selection device (e.g., a mouse pointer) over a group of elementsk 
that are eligible to be cleared, the group of elements changes in appearance.

• When elements are cleared, the elements above fall downward and toward the center to fill 

any void created by removed elements.

• When the user clears an element that contains a dynamite stick (or other item) in it, that 

stick is placed to the right of the game board for use in the second level game (e.g., a prize 

round).

• When the stack of elements comes within a predetermined number (e.g., three) of rows of 

the top of the game area, a warning area flashes.

• If the elements reach the top of the game area, the COLLAPSE-type game ends and the 

user is taken to the second level game.

• If the user collects a predetermined number (e.g., six) of dynamite sticks, the COLLAPSE-
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type game ends, and the user is taken to the second level game.

• The user begins the game with one dynamite stick collected for him/her.

• At the second level game, the user is presented with a grid, 6 by 6, of safes.

• The user selects a button and the first dynamite stick is used.

5 · The stick begins at the top left most safe and moves over each safe in turn, from left to

right, top to bottom, one at a time.

• The safe that the stick stops at is blown open to reveal either a cash amount or other prize 

type or an indication that no prize is awarded.

• If multiple sticks are available for use, each subsequent stick starts at the safe immediately 
10 after the safe that was blown open.

• The sticks skip over safes that have already been opened.

• At the conclusion of the game, the user is presented an indication that the second level 

game is over and an indication of any prize(s) awarded.

• The overall result (e.g., payout) for purchasing a ticket may be predetermined (as in a

15 scratch or other type of instant lottery game) or may be determined by a later event (such as

a lottery, Keno, or bingo draw) that occurs after ticket issuance.

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 

20 part of this disclosure, and are intended to be within the spirit and scope of the invention.

Accordingly, the foregoing description is by way of example only.

Throughout this specification and the claims which follow, unless the context requires 
otherwise, the word "comprise", and variations such as "comprises" and "comprising", will be 

understood to imply the inclusion of a stated integer or step or group of integers or steps but 

25 not the exclusion of any other integer or step or group of integers or steps.

The reference to any prior art in this specification is not, and should not be taken as, an 

acknowledgement or any form of suggestion that the prior art forms part of the common 
general knowledge in Australia.

30
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11 The claims defining the invention are as follows:

1. A method for playing a game of chance comprising acts of:

issuing a ticket to a player at a point of sale, the ticket being associated with the
5 game of chance and including a code printed on a surface of the ticket;

defining, by a game operator via an outcome server, after the ticket is issued to 
the player, a correlation between the ticket and results of the game of chance;

transmitting, over a communication network to a computer-based game play 
server, the results of the game of chance, the computer-based game play server being 

io adapted to provide at least one computer-based game provided by the game operator to 
the player;

providing for the player to play at least one computer-based game, wherein the 

code is used to gain security access to play the at least one computer-based game to 
obtain the results of the game of chance; and

15 revealing, responsive to play of the at least one computer-based game by the

player, the results of the game of chance within an interface of the computer-based game.

2. The method according to claim 1, wherein the act of providing a computer-based game 
further comprises an act of permitting access to the results of the game of chance by using

20 the code as a decryption key to obtain the results.

3. The method according to claim 1, 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 results.

25

4. - The method according to claim 1, wherein the act of providing includes an act of 
permitting access to a website to play the at least one computer-based game.

5. The method according to claim 3, further comprising an act of obtaining, from the
30 database of the computer system, the portion of the decryption key based on an id entifier 

printed on the ticket.

6. The method according to claim 1, wherein the at least one computer-based game is a 
game of chance.

5657702_l
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11 7. The method according to claim 1, wherein the at least one computer-based game is a 

video slot machine.

8. The method according to claim 1, wherein the at least one computer-based game
5 involves a grid of elements, and wherein the player removes at least one group of 

elements by selecting the group within an interface of the computer-based game.

9. The method according to claim 8, further comprising an act of revealing, to the player, 
an item associated with at least one of the at least one group of elements when the at least

io one group of elements is removed.

10. The method according to claim 9, wherein the item is used to play a second game.

11. The method according to claim 10, wherein the item is used by the player to reveal a 

15 prize won by the player.

12. The method according to claim 1, further comprising an act of associating, with the 

ticket, additional opportunities to win.

20 13. The method according to claim 12, wherein the additional opportunities to win
include one or more additional reveals of results associated with the game of chance.

14. The method according to claim 13, wherein the one or more additional reveals of 
results are presented during play of an online game.

25

15. The method according to claim 1 , further comprising an act of providing, by a first 
server associated with a first game, a result associated with the game of chance.

16. The method according to claim 15, wherein the first server further comprises a
30 random number generator, and the random number generator performs an act of 

determining a set of numbers associated with the issued ticket.

17. The method according to claim 15, further comprising an act of determining a set of 
winning numbers associated with the game of chance.

5657702_l
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18. The method according to claim 17, further comprising 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 winning numbers.

5 19. The method according to claim 16, wherein 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 predetermined number of numbers 
from a predetermined set of numbers.

io 20. The method according to claim 1, further comprising an act of permitting the player to 
redeem the issued ticket without playing the game on the different medium.

21. The method according to claim 1, further comprising an act of determining a 

predetermined game script where a magnitude of prizes awarded for reveals associated
is with later win opportunities are progressively greater than the magnitude of prizes 

associated with reveals associated with earlier win opportunities.

22. The method according to claim 16, further comprising an act of determining, for an 
issued ticket indicated as a losing ticket, a game script comprising an indication that the

20 player was substantially close to winning.

23. The method according to claim 1, wherein the prize total for the ticket is determined 

after the ticket is issued to the player.

25 24. The method according to claim 23, further comprising an act of determining an

outcome associated with the ticket based on a drawing.

25. A method for playing a game of chance substantially as herein described.

30 DATED this eighteenth Day of October, 2011
Gamelogic, Inc.

Patent Attorneys for the Applicant
SPRUSON & FERGUSON
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