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(57) ABSTRACT 

A method of playing a trivia game includes the step of regis 
tering a plurality of players to participate in the trivia game. 
Then, providing a clue to the plurality of players and receiv 
ing an answer from each player participating in the trivia 
game. Next, eliminating players associated with an incorrect 
answer and allowing players associated with a correct answer 
to continue participating in the trivia game. The steps of 
providing the clue, receiving the answer and eliminating 
players are repeated until one of only one player who pro 
vided correct answers remains before the trivia game ended, 
at least one player who provided correct answers remains 
when the trivia game ended and all registered players have 
been eliminated before the trivia game ended. 
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TRIVA GAME AND METHOD OF PLAY 

CROSS-REFERENCE TO RELATED 
APPLICATIONS 

0001. This application is a divisional of a prior nonprovi 
sional application Ser. No. 1 1/516,442, filed Sep. 6, 2006. 

FIELD OF THE INVENTION 

0002 The present invention relates, in general, to trivia 
games and, more particularly, this invention relates to a trivia 
game of a progressively increasing difficulty. 

BACKGROUND OF THE INVENTION 

0003 Trivia games are well known in the art. One type of 
Such trivia game includes a board with playing pieces which 
are advanced on a playing path after the player correctly 
answered a question from a playing card. This type of the 
trivia game can be generally played by a limited number of 
players present in the same physical location. Furthermore, 
players may loose enthusiasm in playing a particular board 
game by learning or memorizing answers to each playing 
card. 
0004 Another type of trivia game known as “Who Wants 
To Be A Millionaire' presents a player selected from a narrow 
pool of eligible players present in a production studio with a 
question and four possible answers, one of which is a correct 
answer. If the player chooses the correct answer, he or she 
moves to the next level of a progressively increased difficulty. 
The game ends when one of the player correctly answers all 
questions and collects the grand prize, when the player 
chooses an incorrect answer at any level or when the player 
decides to quite playing. 
0005. In order to be selected into the eligible pool, inter 
ested players must compete in and win various qualification 
rounds. Accordingly, this type of game is generally played by 
selected members of the general public who successfully 
completed qualification rounds. 
0006 Yet another type of trivia game is a well known 
crossword puzzle that is characterized by an answer grid 
having a plurality of interconnected cells arranged in a row 
and column manner. Certain cells in a first portion of Such 
plurality of cells is blackened and certain cells in a second 
portion of Such predetermined plurality of cell is designated 
to contain one specific letter of an alphabet. Selected cells in 
the second portion are distinctly and sequentially numbered 
for aiding in solving the crossword puzzle. 
0007 Prior to the present invention, the listing of clues is 
disposed next to the answer grid. As with other types of trivia 
games, the crossword puzzle is generally solved by a single 
person. 

SUMMARY OF THE INVENTION 

0008. The present invention overcomes disadvantages of 
prior art trivia games by providing a novel method of playing 
a trivia game by a larger percentage of the general public. 
According to one embodiment of the invention, the method 
includes the step of registering a plurality of players to par 
ticipate in the trivia game. Then, providing a clue to the 
plurality of players. Next, receiving an answer from each 
player participating in the trivia game. Then, eliminating 
players associated with an incorrect answer. Allowing players 
associated with a correct answer to continue participating in 
the trivia game. The steps of providing the clue, receiving the 
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answer, eliminating players and allowing player to continue 
playing the trivia game are repeated until one of only one 
player who provided correct answers remains before the trivia 
game ended, at least one player who provided correct answers 
remains when the trivia game ended and all registered players 
have been eliminated before the trivia game ended. 
0009. According to another embodiment of the invention, 
the method includes the step of registering a plurality of 
players to participate in the trivia game. Next, providing a 
clue to the plurality of players. Then, receiving an answer 
from each player participating in the trivia game. Awarding a 
score to each answer. Then, saving the awarded score to a 
database. Finally, repeating the steps of providing the clue, 
receiving the answer and awarding the score to each answer 
until the trivia game ends. 
0010. According to yet another embodiment, the method 
includes the step of registering a plurality of players to par 
ticipate in solving the crossword puzzle. Next, providing a 
crossword puzzle answer grid having a plurality of intercon 
nected cells arranged in a row and a column manner. Having 
certain cells in a first portion of the plurality of cells black 
ened and having certain cell in a second portion of the prede 
termined plurality of cells designated to contain one specific 
letter of an alphabet. Selected cells in the second portion are 
distinctly and sequentially numbered for aiding in Solving the 
crossword puzzle. The method contemplates randomly 
selecting one player from the plurality of players participat 
ing in solving the crossword puzzle. Then, providing a clue in 
combination with a numbered cell and one of a row and a 
column orientation of the clue to the randomly selected 
player. Next, receiving an answer from the randomly selected 
player. Soliciting remaining participating players to agree or 
disagree with the answer received from the randomly selected 
player. Then, receiving an answer from the remaining players 
participating in Solving the crossword puzzle. Next, continu 
ing Solving the crossword puzzle by way of awarding a score 
to the received answer or eliminating players associated with 
an incorrect answer. Finally, repeating the steps of providing 
the clue, receiving the answer and either awarding the score or 
eliminating players who provided an incorrect answer until 
one of the following conditions: the crossword puzzle is 
Solved, a predetermined time limit has expired and only one 
player remains prior to one of the crossword puzzle being 
solved and the predetermined time limit being expired. 

OBJECTS OF THE INVENTION 

0011. It is, therefore, one of the primary objects of the 
present invention to provide a method of playing a trivia 
game. 

0012 Another object of the present invention is to provide 
a method of playing a trivia game of progressively increasing 
difficulty. 
0013 Yet another object of the present invention is to 
provide a method of playing a trivia game by a larger percent 
age of the general public. 
0014. A further object of the present invention is to pro 
vide a method of playing a trivia game enabling only the 
players who provided correct answers to advance to the next 
level. 

00.15 Yet a further object of the present invention is to 
provide method of playing a trivia game that enables all 
registered players to compete in all levels of the game. 
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0016. An additional object of the present invention is to 
provide a method of playing a trivia game that enables each 
player to be located in a distinct remote location. 
0017. Another object of the present invention is to provide 
a method of playing a trivia game by way of phone or Internet. 
0018 Yet another object of the present invention is to 
provide a method of playing a trivia game wherein each 
winner receives an award. 
0019. A further object of the present invention is to pro 
vide a method of playing a trivia game enabling promotion of 
sponsors of Such trivia game. 
0020. In addition to the several objects and advantages of 
the present invention which have been described with some 
degree of specificity above, various other objects and advan 
tages of the invention will become more readily apparent to 
those persons who are skilled in the relevant art, particularly, 
when Such description is taken in conjunction with the 
appended claims. 

BRIEF DESCRIPTION OF THE DRAWING 

0021 FIG. 1 contains a flowchart of the method of playing 
trivia game. 

BRIEF DESCRIPTION OF THE VARIOUS 
EMBODIMENTS OF THE INVENTION 

0022. According to a first embodiment, the present inven 
tion provides a method of playing a trivia game by a larger 
percentage of the general public than presently possible with 
prior art trivia games. The basic method includes the steps of 
registering a plurality of players to participate in the trivia 
game. Advantageously, this method enables each player to be 
located in a distinct remote location and registered by way of 
at least one of a phone connection and a computer or other 
electronic devices, for example, a Personal Digital Assistant 
(PDA), connected to the Internet. 
0023 The Internet connection may include a Voice over 
Internet Protocol (VoIP) capability. In either case, during the 
registration period, each player dials a phone number 
announced by at least one of radio, phone, TV and Internet. 
For example, the announcement of the registration period 
may be translated by way of radio when the player selects a 
predetermined radio station. Or the announcement may be 
communicated by way of a TV set when the player selects a 
predetermined programming channel. 
0024. When the player dials a provided phone number, the 
player is connected to a network computer. A phone number 
of each player registering for the game is used as a player 
identification number and is saved to a database. When the 
phone number of the player attempting to register cannot be 
recognized by the caller identification feature of the registra 
tion network computer, the player will be informed to manu 
ally enter his or her phone number in order to continue with 
the registration. 
0025. The registration period may be limited to a prese 
lected period of time or to a predetermined maximum number 
of players allowed to register. 
0026. Optional periodic announcements communicated 
during the registration period may provide information on 
remaining time, remaining number of players to be regis 
tered, trivia game program sponsors and the like. These 
announcements may be generated by the network computer 
or may be announced by a live host of this trivia game pro 
gram. 
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0027. When the registration period ends, the trivia game 
begins by providing a clue to the plurality of participating 
players. Such clue may be one of a question and an assertion. 
When the players are located in distinct remote locations the 
clue is communicated by at least one of radio, phone, TV and 
Internet. The clue is selected from a category being one of 
history, Science, geography, events, current events, art, litera 
ture, music, entertainment, sports, health, people and various 
combinations thereof. 
0028 Next, an answer is received from each player par 
ticipating in the trivia game. To achieve this, each player uses 
a phone keypad or a keyboard of the Internet connected com 
puter or other device such as the PDA, to enter the answer. 
Preferably, to at least expedite completion of the trivia game, 
the method includes the step of providing, by way of the live 
host or a computer generated preselected message, a possible 
answer in combination with a response instructional mes 
Sage. 
0029. For example, the response instructional message 
informs players to dial “1” to agree or dial “2 to disagree 
with the provided possible answer. Each player must then dial 
“1” or “2 to continue playing the game. 
0030 Optionally, one of the players participating in the 
game is selected, preferably randomly, by the program host or 
by the network computer to provide such possible answer, 
which is then announced to all other players. 
0031. In the presently preferred embodiment of the inven 
tion, the method includes the step of providing three possible 
answers after providing the clue to all participating players, 
wherein one of the three possible answers is a correct answer. 
Each player must then dial “1” to select the first answer, dial 
'2' to select the second answer and dial “3’ to select the third 
aSW. 

0032. After the answer from each player is received, play 
ers who provided the incorrect answer are eliminated from the 
trivia game. The elimination is simply achieved by discon 
necting the connection between the player who provided the 
incorrect answer and the network computer. The players who 
provided correct answer are allowed to continue participating 
in the trivia game and move to the next level or phase. 
0033. The method contemplates the step of providing a 
preselected time interval for receiving the answer from each 
player in order to fit the entire trivia game into the allotted 
preselected time period. Players who did not provide the 
answer during the preselected time interval are also elimi 
nated. Advantageously, the method includes the step of peri 
odically annunciating a time remaining from the preselected 
time interval to players still participating in the trivia game. 
The clue and possible answers may also be repeated during 
this preselected time interval. 
0034. The steps of providing the clue to and receiving an 
answer from participating players and eliminating players 
who provided incorrect answers are repeated until one of the 
following conditions occur. According to a first condition, 
only one player who provided correct answers remains prior 
to the trivia game being completed. According to a second 
condition, at least one player who provided correct answers 
remains when the trivia game ended. And, according to a third 
condition, all registered players have been eliminated before 
the trivia game ended. 
0035. Accordingly, the trivia game includes a predeter 
mined plurality of game levels. It will be appreciated that in 
order to challenge players participating in the trivia game, 
each Subsequent game level is characterized by a progres 
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sively increasing difficulty of the clue provided to such play 
ers. The method includes the step of communicating the num 
ber of game levels to the players prior to providing the first 
clue and may include the step of informing players about the 
game level number to be played next. If more than one player 
correctly answered all questions, the trivia game ends by 
playing a last one of Such predetermined plurality of game 
levels. 
0036. The method may further include the step of reward 
ing the single remaining player who provided correct answers 
before the trivia game ended or the at least one remaining 
player who provided correct answers when the trivia game 
ended by way of at least one of a monetary and a non 
monetary award. 
0037. The method may additionally include the step of 
awarding a score to each answer. By way of example, each 
correct answer receives a score being equal to one point and 
each incorrect answer receives the score being equal to Zero 
points, although other point scoring systems may be utilized 
in the present invention. 
0038 Next, each awarded score for each player is saved to 
a database, wherein each player is identified by the phone 
number provided by the player during the registration period. 
Accordingly, even the players who were eliminated early in 
the trivia game have an opportunity to earn at least one point 
and accumulate points by playing more than one trivia game. 
0039. The method contemplates that the players may play 
the trivia game for free or may be required to pay for the 
opportunity to participate in the trivia game by providing a 
credit card or debit car information during the registration 
period or by being charged through a phone company or 
Internet provider when dialing the predetermined phone 
number. The payments received from players may be then 
used for compensating equipment and programming 
expenses and for providing monetary awards. 
0040. The method further contemplates the step of solic 
iting various businesses, organizations and individuals to 
sponsor the trivia game and provides for promoting at least 
one sponsor during the game. In addition, or as an alternative 
to monetary contributions, the sponsor may offer coupons, 
discounts, products, services and the like to the single winner 
or multiple winners of the trivia game. 
0041. It will be appreciated that with the above method, a 
larger percentage of the general public can participate in 
playing the trivia game with the total number of participating 
players essentially limited to the capabilities of the network 
computer and incoming phone line and Internet connections. 
Accordingly, the method contemplates continuous expansion 
of the network and connectivity capabilities to accommodate 
increasing interest in playing the trivia game. 
0042. Furthermore, it will be appreciated, that a plurality 
of trivia games may be scheduled and played at a predeter 
mined time intervals with new questions being selected for 
each trivia game. 
0043. According to a second embodiment of the invention, 
there is provided a method of playing a trivia game which 
includes the steps of registering a plurality of players to 
participate in the trivia game, then providing a clue to partici 
pating players and receiving an answer from each player 
participating in the trivia game in a manner according and 
identical to the first embodiment of the invention described 
above. 
0044) Then, instead of eliminating players who provided 
incorrect answers, the method includes the step of awarding a 
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score to each answer. By way of example, each correct answer 
receives a score being equal to one and each incorrect answer 
receives the score being equal to Zero, although other point 
scoring systems may be utilized in the present invention. 
0045. Next, each awarded score for each player is saved to 
a database, wherein each player is identified by the phone 
number provided by the player during the registration period. 
The steps of providing the clue to and receiving answers from 
participating players and awarding scores to each answer are 
repeated until the trivia game ends either when all game levels 
have been played or when the allotted preselected program 
time has expired. 
0046. The method further includes the step of declaring at 
least one winner who has a highest score when the game ends. 
The method contemplates an additional step of declaring at 
least one winner who has a highest score after a predeter 
mined period of time such as a week, month, year and the like 
has expired. 
0047. It will be apparent to those skilled in the relevant art 
form that the method according to the first or second embodi 
ment of the present invention may be employed for playing a 
trivia game Such as a crossword puzzle, wherein each level 
represents a new word to be identified and inserted into a 
predetermined position within the crossword puzzle grid. 
0048. According to a third embodiment, the invention pro 
vides a novel method of Solving a crossword puzzle that is 
characterized by a plurality of interconnected cells arranged 
in a row and column manner. Certain cells in a first portion of 
such plurality of cells is blackened and certain cells in a 
second portion of such predetermined plurality of cells is 
designated to contain one specific letter of an alphabet. 
0049 Selected cells in the second portion are distinctly 
and sequentially numbered for aiding in solving the cross 
word puzzle. When the players are located in distinct remote 
locations, the crossword puzzle grid may be provided by way 
of a printed publication, by way of a TV program or by way of 
a computer or other electronic device having a display and 
being connected to the Internet. For example, a phone having 
a display or the PDA may be utilized for solving the cross 
word puzzle. 
0050. Such method includes the steps of registering a plu 
rality of players to participate in Solving the crossword 
puzzle. Next, randomly selecting one player from the plural 
ity of players participating in solving the crossword puzzle. 
Then, providing a clue in combination with a numbered cell 
and one of a row and column disposition of Such clue to Such 
randomly selected player. 
0051. Next, receiving an answer from the randomly 
selected player. Then, Soliciting remaining players participat 
ing in solving the crossword puzzle to agree or disagree with 
the answer received from the selected player and receiving an 
answer from each of the remaining players participating in 
solving the crossword puzzle. If the selected player provided 
an incorrect answer as determined by the program host or by 
the network computer, additional players may be selected to 
provide another answer until a correct answer has been pro 
vided or the program host may provide Such correct answer. 
0.052 Continuing solving the crossword puzzle by way of 
one of awarding a score to the received answer and eliminat 
ing players who provided an incorrect answer. The steps of 
providing the clue, receiving the answer and awarding the 
score or eliminating players are repeated until one of the 
following conditions occurs. According to a first condition, 
the crossword puzzle is solved. According to a second con 
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dition, a predetermined time limit has expired. And according 
to a third condition, only one player remains prior to one of 
the crossword puzzle being solved and the predetermined 
time limit being expired. 
0053. It will be understood that the steps of registering 
players, providing the clue, receiving answers, awarding the 
score or eliminating players in order to solve the crossword 
puzzle are identical to the same steps described above for 
playing the trivia game and will not be repeated for the sake of 
brevity. 
0054 Although the present invention has been shown in 
terms of the players being disposed in distinct remote loca 
tions, it will be apparent to those skilled in the art, that the 
present invention of playing the trivia game and solving the 
crossword puzzle may be applied to players being located in 
a production studio. In such embodiment, the players may 
pre-register according to the registration process described 
above or may simply participate by being admitted into the 
production studio. The clues may be provided by way of a 
display or a verbal announcement by the program host and 
answers will be provided by way of a well known audience 
response system utilizing hand-held keypad computer termi 
nals. 
0055 Thus, the present invention has been described in 
Such full, clear, concise and exact terms as to enable any 
person skilled in the art to which it pertains to use the same. It 
will be understood that variations, modifications, equivalents 
and substitutions for components of the specifically described 
embodiments of the invention may be made by those skilled 
in the art without departing from the spirit and scope of the 
invention as set forth in the appended claims. 

1. (canceled) 
2. The method, according to claim 17, wherein said method 

includes the additional step of providing a possible answer to 
said clue provided in step (f). 

3. The method, according to claim 2, wherein said step of 
providing said possible answer includes the step of randomly 
selecting, by one of a program host and said network com 
puter, one of said plurality of players and the step of announc 
ing said possible answer. 

4. The method, according to claim 17, wherein said method 
further includes the step of providing three possible answers 
after providing said clue in step (f) and wherein one of said 
three possible answers is a correct answer. 

5. The method, according to claim 4, wherein said answer 
received in step (g) is any one of said three possible answers. 

6. The method, according to claim 17, wherein said method 
further includes the step of providing a preselected time inter 
Val for receiving said answer in step (g) after providing said 
clue in step (f). 

7. (canceled) 
8. The method, according to claim 17, wherein said trivia 

games includes a predetermined plurality of game levels. 
9. The method, according to claim 8, wherein each subse 

quent game level is characterized by progressively increasing 
a difficulty of said clue provided in step (f). 

10. The method, according to claim 17, wherein said clue 
provided in step (f) is selected from a category being one of 
history, Science, geography, events, current events, art, litera 
ture, music, entertainment, sports, health, people and various 
combinations thereof. 

11. The method, according to claim 17, wherein said plu 
rality of players participating in said trivia game are located in 
a production studio. 
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12. (canceled) 
13. (canceled) 
14. The method, according to claim 17, wherein said each 

player is located in a distinct remote location from one 
another, wherein said clue is provided in step (f) by at least 
one of a radio, phone, TV and Internet owned by said each 
player, and wherein said answer received in step (g) is by way 
of at least one of said phone, said mobile communication 
device and said Internet owned by said each player. 

15. (canceled) 
16. The method, according to claim 17, wherein said 

method further includes the step of promoting at least one 
sponsor of said trivia game. 

17. A method of playing a trivia game, said method com 
prising the steps of: 

(a) announcing, by at least one of radio, phone, TV and 
Internet, each of a registration period and a predeter 
mined telephone number to members of general public; 

(b) dialing, by said members of said general public by way 
of said at least one of a phone, computer, mobile com 
munication device and Internet, said predetermined tele 
phone number announced in step (a): 

(c) registering a plurality of players from said members of 
said general public, dialing said predetermined tele 
phone number to participate in said trivia game; 

(d) establishing a connection between each of said plurality 
of players registered in step (c) and a network computer; 

(e) saving each distinct telephone number identifying said 
each of said plurality of players registered in step (c) to 
a database; 

(f) providing a clue to said plurality of players; 
(g) receiving, at said network computer by way of said 

connection, a numeric value representing an answer 
from said each player participating in said trivia game; 

(h) awarding, at said network computer, a score to each 
answer: 

(j) saving said score awarded in step (h) to said database; 
and 

(i) repeating steps (f) through () until said trivia games 
ends. 

18. (canceled) 
19. The method, according to claim 24 wherein said 

method further includes the step of declaring at least one 
winner who has a highest score when said trivia game ends. 

20. A method of solving a crossword puzzle, said method 
comprising the steps of 

(a) registering a plurality of players to participate in Solving 
said crossword puzzle; 

(b) providing a crossword puzzle answer grid having a 
plurality of interconnected cells arranged in a row and a 
column manner, wherein certain cells in a first portion of 
said plurality of cells are blackened, wherein certain 
cells in a second portion of said predetermined plurality 
of cell are designated to contain one specific letter of an 
alphabet, and wherein selected cells in said second por 
tion are distinctly and sequentially numbered for aiding 
in solving said crossword puzzle; 

(c) randomly selecting one player from said plurality of 
players participating in solving said crossword puzzle; 

(d) providing a clue in combination with a numbered cell 
and one of a row and a column orientation of said clue to 
said one player randomly selected in step (c); 

(e) receiving an answer from said one player randomly 
Selected in step (c); 
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(f) soliciting remaining participating players to agree or 
disagree with said answer received from said one player 
in step (e); 

(g) receiving an answer from said remaining players par 
ticipating in solving said crossword puzzle; 

(h) continuing Solving said crossword puzzle by way of one 
of awarding a score to said answer received in Step (g) 
and eliminating players associated with an incorrect 
answer received in step (g); and 

(i) repeating steps (c) through (h) until one of said cross 
word puzzle is solved, a predetermined time limit has 
expired and only one player remains prior to one of said 
crossword puzzle being solved and said predetermined 
time limit being expired. 

21. The method, according to claim 17, wherein said step of 
registering said plurality of players includes the step of 
announcing a preselected period of time. 
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22. The method, according to claim 17, wherein said step of 
registering said plurality of players includes the step of 
announcing a predetermined maximum number of players 
allowed to register. 

23. The method, according to claim 17, wherein said step of 
registering said plurality of players includes the step of peri 
odically announcing at least one of a remaining time and 
remaining number of players to be registered 

24. The method, according to claim 17, wherein said 
method includes the step of accumulating scores awarded to 
said each player. 

25. The method, according to claim 17, wherein step (i) 
includes the step of completing all game levels or the step of 
exceeding allotted game time. 

c c c c c 


