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before the path intercept with one or more ghosts. The
set of player indicia is then compared with a set of win-
ning indicia and the player receives a prize depending
on the number of matches between the player indicia
and winning indicia.
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LOTTERY GAME UTILIZING NOSTALGIC GAME THEMES
CROSS REFERENCE TO RELATED APPLICATION

[0001] This application claims the benefit of U.S. Provisional Application No.
60/642,242, Wagering Game Method, filed on January 7, 2005, the entirety of
which is hereby incorporated herein by this reference.

BACKGROUND OF THE INVENTION

[0002] 1. Field of the Invention

[0003] The invention relates in general to lottery game methods. More
particularly, the invention relates to an on-line lottery wagering game.

[0004] 2. Description of the Related Art

[0005] Many lottery games are available for public to purchase. However,
often people do not play these games for two simple reasons: the games do
not appeal to them and the rules for these games are too confusing.

[0006] Most people enjoy playing games, either computer games,
electronic games, or board games at younger age. People often have fond
memories of the games they played as children anlj often they still remember
the rules for these games. One of such popular games is Pac Man®, which
was very popular in the 1970s. In this game, the player moves an icon
through different paths on a grid and tries to capture as many cookies as
possible while evading ghosts who are after the player’s icon. The game was
easy to learn and fun to play. Pac Man® has long been replaced by more
advanced video games, but it still has a special place in people’s memory.
[0007] Although Pac Man® was a popular game and easy to play, it ran on
electronic gaming devices that have long been retired. Pac Man® is an
excellent vehicle to bring people’s nostalgic feeling. It is to such a lottery
game that utilizes a nostalgic electronic game theme the present invention is
primarily directed.

ATL#9277.1 1 49673.22341
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SUMMARY OF THE INVENTION

[0008] Briefly described, the present invention teaches a lottery game method where a
player selects positions on a grid that form a pathway, whereupon the lottery authority
randomly selects positions on the grid. Prizes and/or an entry into a lottery game are
determined based on the intersection of the player's and the lottery authority's selections
on the grid.
[0009] In one embodiment, there is ;;rovided a method of hosting a lottery game,
comprising the steps of:

designating a plurality of game player positions on a predetermined grid
presented to the player on a play slip, the game player positions defining a pathway on the
grid, said pathway including all of the player positions and being linear and continuous
from a first grid position to a second grid position wherein;

issuing a lottery ticket to the player that indicates the player’s pathway on the
grid,

the lottery authority randomly selecting at least one position on said grid; and

determining an outcome of the game based on the intersection of the pathway
indicated on the player’s lottery ticket and the at least one randomly selected position on
the grid.
[0010] In another embodiment, there is provided a system for hosting a lottery game,
comprising:

a communication network;

a plurality of gaming machines;

a server, said server in communication with said gaming machines via said
communication network;

said gaming machines configured to issue a lottery ticket to a player that
indicates a pathway of selected game player positions on a predetermined grid, the
pathway including all of the player’s selected positions and being linear and continuous
from a start grid position to a finish grid position,

said server configured to randomly select at least one lottery position on said grid
and to determine a winning outcome of the game based on the intersection of the pathway
indicated on the player’s lottery ticket and the at least one randomly selected position on

the grid.

3291510-1
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[0014] Other objects, features, and advantages of the present invention will become
apparent after review of the Brief Description of the Drawings, Detailed Description of

the Invention, and the Claims.

BRIEF DESCRIPTION OF THE DRAWINGS
[0015) Figs. 1-3 are schematic illustrations of a grid and of a pathway defined thereon.

[0016] Figs. 4-7 are illustrations of lottery game play slips.

[0017] Fig. 8 is a schematic illustration a lottery game ticket of the invention.
[0018] Figs. 9-12 are schematic illustrations of sub-sets of possible lottery game
selections for a game method of the invention.

[0019] Fig. 13 is a schematic illustration of a lottery's game selections as publicly

disclosed.
[0020] Fig. 14 is a schematic illustration of a lottery game ticket of the invention with the

player's selections indicated thereon, and with the lottery's selections manually

superimposed thereon.

3291510-1
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[0021] Fig. 15 is a schematic illustration a lottery game ticket of the
invention.

[0022] Fig. 16 is a schematic illustration of a lottery's selections as publicly
disclosed.

[0023] Fig. 17 is a schematic illustration of a lottery game ticket of the
invention with the player's selections indicated thereon, and with the lottery's
selections manually superimposed thereon.

[0024] Fig. 18 is a schematic illustration of a game ticket with the both the
player's and the lottery's selections indicated thereon.

[0025] Fig. 19 is an illustration of a prize table of the invention.

[0026] Figs. 20-24 are illustrations of conditional probability tables for a
draw-based game based on the outcome of the inventive game.

[0027] Fig. 25 is an illustration of a general probability table for game
methods of the invention.

[0028] Fig. 26 is a schematic illustration of a game ticket with the both the
player's and the lottery's selections indicated thereon.

[0029] Fig. 27 is a schematic illustration of a game ticket with the player's
selections indicated thereon. ‘

[0030] Fig. 28 is a schematic illustration of a game ticket with the lottery's
selections as publicly disclosed.

[0031] Fig. 29 is a schematic illustration of the game tickets of Fig. 27-28,
with the player's selections indicated thereon, and with the lottery's game
selections manually superimposed thereon. ‘
[0032] Fig. 30 illustrates a select set of positions on a grid where ghosts
may be placed.

[0033] Fig. 31 illustrates an exemplary ticket according to one embodiment
of the invention.

[0034] Fig. 32 illustrates another exemplary ticket according to one
embodiment of the invention.

[0035] Fig. 33 illustrates a sample multiplier table.

[0036] Fig. 34 illustrates a sample prize table.

[0037] Fig. 35 illustrates a sample composite prize table.

ATL#9277.1 4 49673.22341
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[0038] Fig. 36 illustrates one special symbol used in one embodiment of the
invention.

[0039] Fig. 37 illustrates a select set of positions on a grid where the
special symbol of Fig. 36 may be placed.

[0040] Figs. 38-39 illustrate sample tickets according to one embodiment of
the invention.

[0041] Figs. 40-41 illustrate prizes tables according to one embodiment of
the invention. ,

[0042] Fig. 42 illustrates another sample ticket according the invention.
[0043] Fig. 43 illustrates another prize table according to the invention.
[0044] Fig. 44 illustrates a network supporting the present invention

[0045] Fig. 45 illustrates a game device process.

[0046] Fig. 46 illustrates a lottery server process.

DETAILED DESCRIPTION OF THE INVENTION

[0047] The present invention is a method for a lottery game method where
a player selects positions on a grid that form a pathway and the lottery
authority randomly places a set of ghosts on the same grid. The interception
of the pathway with any of ghosts determines a set of player indicia that will
be compared with a set of winning indicia drawn by the lottery. Prizes are
determined based on the number of matches between the player indicia and
the winning numbers.

[0048] Referring now the drawings and presentation materials, let S be a
set of positions on a &E.S is a path if P is linear and continuous, i.e., it
is visually apparent that P can be ordered in a progressive sequence from first
tolast: PI< P2 < ... <Pn. Continuity means that if a and &P  are adjacent
in the order, they are adjacent geometrically. Less formally, there are no
"breaks" in the path.

[0049] To demonstrate the concept of a path, consider a 6 by 6 grid with 36
positions indicated by small circles as shown in Fig. 1. In Fig. 2, eight of the
positions have been selected (blackened) by a game player. The selection
forms a path and suggests an order as indicated in Fig. 3, with the selected
positions numbered from 1 to 8. This order is continuous as it is clear that if

ATL#9277.1 5 49673.22341
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two positions are next to each other in the order, they are adjacent, i.e. one is
immediately to the right or below the other.

[0050] In the current invention, a player's selection includes a path on a grid.
The lottery authority selects positions on that grid as well. Prizes or an entry
into a lottery game are based on the intersection of the player's path and the
lottery authority's selection on the grid.

[0051] Referring now to Figs. 4-8, the following embodiment is derived from
the electronic game "Pac Man®." The player pays $2. Fig. 4 illustrates a play
slip with a 5 by 5 grid of bubbles with one designated "Start" and one
designated "Finish." The player selects a path of bubbles from "Start" to
"Finish" by moving either down or to the right at each step. Figs. 5-7 illustrate
examples of possible player selections. The player thereafter receives a
ticket memorializing their selection. For example, the ticket in Fig. 8 was
generated by the play slip in Fig. 6. |
[0052] The lottery authority randomly selects one position from each of 4
disjoint subsets of positions on a 5 by 5 grid. These subsets are illustrated in
Figs 9-12, and are referred to as Subset 1, Subset 2, Subset 3, and Subset 4,
respectively. For example, the positions in Subset 1, illustrated in Fig. 9,
comprise the diagonal from the bottom left corner to the top right corner.
Once the lottery positions have been selected, each is represented by a
rendering of a "ghost," which is characters from the game of Pac Man®, as
shown on Fig. 13. If none of the positions selected by the lottery authority
intersect the player's path, the player wins $5, otherwise the player wins
nothing.

[0053] For example, suppose that Fig. 8 is a player's ticket. The draw
consists of the lottery authority randomly selecting exactly one position from
each of Subsets 1, 2, 3, and 4 in Figs 9-12. This draw is communicated by
the image of 4 ghosts positioned on a grid as shown in Fig. 13. Such an
image could be graphically or visually displayed on television, a monitor or in
a newspaper, a cell phone, a handheld electronic device or as otherwise
desired.

[0054] The player marks the drawn positions on his ticket as shown in Fig.
14, such as with X's. As the lottery authority has drawn the position of the 4"
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row down and 5" column from the left and this is also one of the positions in
the player's path, the player does not win. Consider now the ticket in Fig. 15
and the lottery authority's draw is represented in Fig. 16. The player marks
the drawn positions on his ticket in Fig. 17. As none of these positions
intersect his selection, he wins $5. It is easy to verify that the return for this
game is 50% by the formula (probability x prize) price return. Note that the
player's path intersects each of Subsets 1-4 exactly once. As exactly one
ghost is chosen from each of these subéets, it is a straightforward calculation
that the probability that a ghost does not intersect a player's path is 1 - (4/5 x
3/4 x 2/3 x 1/2) = 1/5. Therefore, the return is (1/5 x $5) / $2 = 50%.

[0055] In the following embodiment, the outcome of the inventive game
defines an entry into a lottery game. A representative play slip for this
embodiment is that in Fig. 4, (the same as in the above embodiment). The
player selects a path of bubbles from "Start" to "Finish" by moving either down
or to the right at each step, as in the above embodiment. Figs 5-7 illustrate
various player selections. The player pays $2 and submits a play slip (or
requests a quick-pick). The lottery authority draws positions at the time of the
purchase and these positions are represented on the ticket as ghosts.
'[0056] For example, suppose the player submits the play slip in Fig. 6. He
may receive a ticket as shown in Fig. 18. The grid on his ticket is occupied by
21 distinct numbers out of 1 to 40 and 4 ghosts. The positions of the ghosts
are randomly selected by the lottery authority from each of Subsets 1-4 (Figs.
9-12). The numbers in the path the player selected are highlighted from the
"Start" position up to the position immediately before his path encounters a
ghost. The ghost acts as a delimiter and stops the path. If there are no
ghosts in the player's chosen path, all of the numbers in the path are
highlighted. These highlighted numbers comprise an entry into a draw-based
lottery game.

[0057] The lottery authority subsequently draws 4 numbers from 1 to 40 as
an event, for example as a "daily draw." Prizes are based on the number of
matches between the lottery authority's draw and the player's entry. For
example, suppose the player's ticket is that in Fig. 18. There are 5 highlighted
numbers before his path encounters a ghost at the 6" step of his path. His
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entry comprises the numbers in his path before the ghost: 22-19-09-11-35.
The lottery authority subsequently draws 03-19-21-22. As the player matches
the numbers 19 and 22 he is credited with 2 matches. He is awarded $5 as
indicated by the prize table in Fig. 19.

[0058] As another example, suppose that the play slip is as in Fig. 5 and
the player's ticket is that of Fig. 26. As none of the drawn ghosts intersect the
player's path his entry comprises 9 numbers: 30, 21, 31, 14, 27, 33, 06, 22,
and 29. The lottery authority draws 21, 27, 29, and 39. As the player's entry
includes 21, 27, 29 he has three matches and is awarded $50 as indicated by
the prize table for this game in Fig. 19. ltis to the player's advantage for his
path to encounter a ghost later, or not at all, rather than earlier in his path as
this allows for more numbers in his entry and thus a greater chance to match
the lottery authority's draw.

[0059] The prize table for the embodiment of the game described above is
illustrated in Fig. 19, and to derive this prize table it is necessary to compute
the probabilities for the various number of matches. There are 5 different
cases for how the drawn positions can intersect the player's path. In case the
lottery authority's selection from subset 1 (Fig. 9) is the first lottery-selected
position to intersect the player's path. In case 2, subset 2 (Fig. 10) is the first;
in case 3, subset 3 (Fig. 11) is the first; in case 4, Subset 4 (Fig. 12) is the first;
and in case 5, the lottery authority's selected positions do not intersect the
player's path. Note that regardless of how the player selects a path, the path
intersects each of subsets 1-4 (Figs. 9-12) exactly once. Moreover, the
player's path intersects subsets 1-4 (Figs. 9-12) in that order. The path
intersects Subset 1 at the 5" step of his path, Subset 2 at the 6" step of his
path, and so on.

[0060] Itis easily verified that the probability of each case occurring is 1/5.
For example, case 1 occurs if and only if the ghost randomly selected from
subset 1 (Fig. 9) is in the player's selected path. As there are 5 positions, the
lottery authority has a 1/5 chance of choosing the position that intersects the
player's path. For case 2 to occur, it must be the case that the lottery
authority's selection from subset 1 (Fig. 9) does not intersect the player's path
but the lottery authority's selection from subset 2 (Fig. 10) does. As there are
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5 positions in subset 1 (Fig. 9) and 4 positions in subset 2 (Fig. 10), this
probability is 4/5 x 1/4 = 1/5. Similarly, the probability for case 3 is 4/5 x 3/4 x
1/3 = 1/5 and the probability for case 4 is 4/5 x 3/4 x 2/3 x 1/2=1/5. Case 5 is
the complement of cases 1-4, which is 1 - (4 x1/5) = 1/5. Which of these
cases occurs determines how many numbers are in the player's entry.
[0061] Case 1 results in 4 numbers being in the player's entry. For case 2,
there are 5 numbers in the player's entry. For case 3, there are 6 numbers in
the player's entry. For case 4, there are 7 numbers in the player's entry. For
case 5, there are 9 numbers in the player's entry. Furthermore, given one of
these cases, the probability for the number of matches can be computed
using the hypergeometric probability distribution. Probability tables given
each of these cases are illustrated in Figs. 20-24. For example, given that
there are 5 numbers in the player's entry the probability that the player will
match 2 is that indicated in Fig. 21: 0.0651055914 (rounded to the nearest
10'%). A general probability table for this game, Fig. 25, is derived by
weighting each of the tables by 1/5 and adding the corresponding probabilities
together. For example, the probability of matching 2 is:

1/5 x 0.0413611993 + 1/5 x 0.0651055914 + 1/5 x 0.0920779079 +

1/5 x 0.1213261845 + 1/5 x 0.1831710253 = 0.1006083817

[0062] The prize table in Fig. 19 is based on these probabilities. Those
skilled in the art of mathematics can confirm that such a prize structure
returns 64.1% based on a $2 price point.
[0063] A variation on this embodiment is to have the ghosts drawn and the
lottery numbers drawn as events separate from the ticket. For example,
suppose that a player's play slip is as shown in Fig. 6 and they receive a ticket
as shown in Fig. 27. The ticket comprises 25 numbers out of 1 to 40 identified
with the 25 positions of the grid. The numbers in the path selected by the
player is also indicated. In this case, the font for the numbers on the player's
path is larger than that for the others to distinguish them.
[0064] The lottery authority subsequently draws 4 ghosts and 4 numbers
from.1 to 40. The lottery authority randomly draws the four ghosts one at a
time from subsets 1-4 (Figs. 9-12). The drawn ghosts are displayed on a grid
as that in Fig. 28. Such a draw could be publicly disclosed in a variety of
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ways such as by television or by the newspaper. The player then identifies
the positions of the drawn ghosts on his ticket. In Fig. 29 he has marked
these positions with X's. The first position in the path for which there is an X
is that of the 3" row down 4™ column from the left. His entry comprises the
numbers in his path up to but not including that point: 30, 12, 15, 21, and 34.
The lottery authority draws 15, 18, 21, and 35. The player is credited with
matching 15 and 21. He is not credited with matching 18 even though 18 is
one of the numbers on his path. This is because 18 occurs after a ghost is
encountered. He receives $5 for matching 2 as indicated on the prize table in
Fig. 19.

[0065] In other embod}iments, the current invention incorporates symbols
that affect the mechanics and/or prizes. A player “wins” a symbol depending
on whether or not and at what point the symbol occurs in the selected path on
his ticket. One example is a symbol that awards a multiplier that is applied to
the player's winnings. In one embodiment, the player purchases a ticket for
$2.00. A 5 by 5 grid is populated with distinct numbers ranging from 00 to 99
(100 numbers) and four ghosts. The ghosts are randomly placed along the
diagonals in figs 9 - 12 as described in earlier embodiments. There is also a
symbol, which is identified with a multiplier, placed in one of th)e 14 shaded
cells in Fig. 30, after the 4 ghosts have been placed, i.e., in one of the 10
remaining cells. Fig. 31 illustrates an example of such a ticket.

[0066] There may be several different symbols that can be placed on the
grid and each symbol has a different multiplier value. Fig. 33 illustrates an
example of different symbols, and their respective multiplier values and
probabilities. For example, a ticket has a probability of 50% of having a
CHERRIES placed on the ticket. The player selects a path. His numbers
comprise those in the path prior to being obstructed by a ghost. Prizes are
based on the number of matches between his numbers and those drawn by
the lottery. Ifit is the case that the symbol occurs in the player’s selécted path
before a ghost, then the associated multiplier is applied to his winnings. If a
CHERRIES symbol occurs in the player’s selected path before a ghost is
encountered, the player wins a 2 multiplier. In Fig. 32, the CHERRIES symbol
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is assigned the position of 1% row, 5™ column. However, the symbol does not
occur in the player's selected path. The player does not win the multiplier.
[0067] Fig. 34 illustrates the base prize table for this embodiment, i.e.,
prizes based on the number of matches between the player's and the lottery
authority’s drawn numbers. This prize will subsequently have a multiplier
applied if the player wins a symbol. For example, if the draw is {41, 47, 68,
87}, then the ticket in Fig. 31 has 2 matches (41 and 87). By the prize table in
Fig. 34, the ticket is awarded $10. Also, as he has won a CHERRIES symbol
the player gets a 2 multiplier. The final prize is 2 x $10 = $20. Those skilled
in the art of Mathematics can verify that the above described embodiment
pays out 53.3%. Fig. 35 illustrates a composite prize table for the above
embodiment.

[0068] In another embodiment, a “Power Pill” symbol, Fig. 36, is
incorporated into the game. This embodiment costs $5.00 per ticket. This
embodiment is similar to that previously described. On the ticket, a 5 by 5
grid is similarly populated with numbers (00 to 99), ghosts and symbol, which
has an associated multiplier. In addition, a Power Pill symbol is randomly
placed in one of the 9 shaded cells in Fig. 37. In this embodiment, the Power
Pill is worth a 2 multiplier and confers immunity to the ghosts, i.e., if the player
wins the Power Pill, then his path cannot be obsfructed by a ghost. The
Power Pill acts like a ghost remover or a path delimiter remover. Instead, the
player wins the ghosts that occur in his path, which are worth multipliers.
[0069] Fig. 38 is an exemplary ticket with the Power Pill. The Power Pill
has been placed in the 1% row, 3" column. The player wins the Power Pill as
itis in the selected path. The Power Pill is worth a 2 multiplier. The player
also has a CHERRIES symbol in his path, which is worth a 2 multiplier. Also,
as the player has won the Power PIill, it is conferred immunity to the ghosts.
The ghosts, now with a different appearance, evocative of the arcade game,
to indicate that {hey are now “edible.” Each ghost that occurs in the selected
path is worth a 2 multiplier. All of the player's multipliers are multiplied
together to produce a final multiplier: 2 (Power Pill) x 2 (CHERRIES) x 2 x 2
(the two ghosts) = 16. Therefore, the player will have 16 multiplied to his
winnings. The player's numbers are 87, 33, 67, 47, and 41. The lottery
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authority draws 4 numbers out of 100 and the player wins prizes based on
matches between his numbers and those drawn by the lottery. Fig. 39 is
another exemplary ticket for this embodiment. The Power Pill is in the
position 1% row, 3™ column; however, the play does not win the Power Pill as
it is not in the selected path. It does not have immunity to the ghosts and is
obstructed.

[0070] This base game prize table for this embodiment is in Fig. 40. Notice
that the prizes are the same as for those for the previous embodiment, which
had a $2.00 price point. This is convenient as this would allow the two
embodiments, one priced at $2.00 and the other priced at $5.00, to be run
concurrently using the same draw and prize table. However, the $5.00 game
also features a minimum prize of $7. This means that if a player wins a prize,
then he is awarded the maximum of his prize and $7. This is appealing to the
player as it guarantees that if he wins a prize, it will at least be as big as the
price point. For example, suppose the draw is 41, 45, 50, and 87. As the
ticket in Fig. 38 has two matches, it is awarded $10. Also, as discussed it has
final multiplier (factoring in the Power Pill, CHERRIES symbols, and ghosts) of
16. The final prize is $160. The ticket in Fig. 39 has 1 match, 87 and is
awarded $2. As there is a minimum prize of $7, his final prize is $7. Those
skilled in the art of Mathematics can verify that this embodiment pays out
64.0%. A composite prize table is indicated in Fig. 41.

[0071] The current invention could be embodied with virtually any matrix,
such as that for Keno, wherein 20 numbers ére drawn from the set 1 to 80.
Fig. 42 is a sample ticket. A ticket costs $5.00 and comprises 5 by 5 grid that
is populated by numbers ranging from 1 to 80, a Power Pill symbol, a fruit
symbol, and 4 ghosts. The Power Pill symbol, fruit symbol, and 4 ghosts are
placed on the grid similar to earlier embodiments. In this embodiment, the
Power Pill does not award a multiplier, but does confer immunity to the ghosts
and the fruit symbol is always worth a 3 multiplier. Each ghost, if eaten, is
worth a 2 multiplier. An exemplary base prize table is in Fig. 43. Notice that
prizes are awarded for up to 9 matches. Nine matches are possible as it is
possible for the player to have as many as 9 numbers in his path and the
lottery authority draws 20 numbers. Those skilled in the art of Mathematics
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can confirm that this embodiment pays out 64.9% and the player has a 1 in
5.5 chance of winning a prize.

[0072] The invention can be implemented on a standalone gaming device
or a game server. A standalone gaming device may include a display unit, a
scanning unit (also known as a player input device) for scanning playslips
containing player selection, and a ticket issuing unit for issuing tickets to
players. The gaming device has a controller with a random number generator
capable of generating numbers for the player. The controller also takes
player selected path and numbers from the scanning device and issues a
ticket to the player. After issuing the ticket, the controller generates a set of
winning numbers and placement of ghosts, and determines a number of
matches for the player’s ticket as described above. The gaming device may
-also be connected to a game server as illustrated in FIG. 44. The gaming
device 4402 is connected to the server 4406 through a communication
network 4404. In the embodiment illustrated in FIG. 44, each gan\1ing device
receives wagers and selections from players, passes betting information to
the server 4406, and issues tickets to the players. The server 4406 receives
player selections and determines winners based on the numbers selected by
the lottery authority.

[0073] Fig. 45 illustrates a lottery station process 4500 according to one
embodiment of the invention. A player may select a path on a grid and submit
his selected path to a lottery station. The lottery station receives this path
information, step 4502, and randomly generates a set of numbers, step 4504,
and places each number on a position in the selected path, step 45086.
Alternatively, the player may also select numbers and their placement on the
selected path. After filling each position of the selected path with generated
numbers, the lottery station will fill the rest of the grid with random numbers,
step 4508, and print a ticket corresponding to this grid and player’s path to the
player, step 4510. Additionally, upon payment of additional fee, the player
may also request a Power Pill be randomly placed on the selected path. The
player’s selected path and the generated numbers for the selected path are
sent to a lottery server where it will be stored, step 4512.
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[0074] Fig. 46 illustrates a lottery server process 4600. The lottery server
receives ticket information from lottery stations, step 4602, and store the ticket
information, step 4604. Subsequently, the lottery will draw or generate a set
of winning numbers, step 4606, and also randomly placing a set of ghosts on
the grid, one ghost on each subset as described above, step 4608. The
winning numbers and the placement of the ghosts are made public. The
lottery server may also compare winning numbers and the ghost information
with the stored ticket information, step 4610, and determine prizes for each
winning ticket, step 4612.

[0075] Although several preferred embodiments of the invention have been
disclosed in the foregoing specification, it is understood by those skilled in the
art that many modifications and other embodiments of the invention will come
to mind to which the invention pertains, having the benefit of the teaching
presented in the foregoing description and associated drawings. It is thus
understood that the invention is not limited to the specific embodiments
disclosed herein, and that many modifications and other embodiments of the
inventions are intended to be included within the scope of the appended
claims. Moreover, although specific terms are employed herein, as well as in
the claims, they are used in a generic and descriptive sense only, and not for
the purposes of limiting the described invention, nor the claims which follow
below.
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The claims defining the invention are as follows:

1. A method for hosting a lottery game, comprising the steps of:

designating a plurality of game player positions on a predetermined grid
presented to the player on a play slip, the game player positions defining a pathway on the
grid, said pathway including all of the player positions and being linear and continuous
from a first grid position to a second grid position wherein;

issuing a lottery ticket to the player that indicates the player's pathway on the
grid;

the lottery authority randomly selecting at least one position on said grid;
and

determining an outcome of the game based on the intersection of the pathway
indicated on the player's lottery ticket and the at least one randomly selected position on

the grid.

2. The method of claim 1, the step of randomly selecting at least one
position on the grid further comprising the step of randomly selecting a plurality of
positions from a plurality of separate subsets of positions defined on said grid, wherein
the number of subsets is equal to the number of randomly selected positions, and only one

position is selected from each of the subsets.

3. The method of claim 1, further comprising the step of awarding a
game prize to the game player based on the game outcome as a function of where the

pathway is intersected by one of the randomly selected positions.

4. The method of claim 3, wherein the game prize is based on the number
of positions in the pathway from the start position to intersection of the pathway by one of

the randomly selected positions.

S. The method of claim 3, further comprising the step of randomly
assigning player indicia to the grid positions for the player and displaying the randomly
assigned player indicia on the lottery ticket issued to the player, the game outcome being
a function of the player indicia identified by the pathway up to a first position on the

pathway intersected by one of the randomly selected positions.
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6. The method of claim 5, further comprising the steps of randomly
producing a set of lottery indicia and awarding prizes based on the number of matches

between the lottery indicia and the player indicia identified by the pathway.

7. The method of claim 1, wherein the lottery authority's random selection
of grid positions occurs at the time of game entry and is indicated on the lottery ticket

issued to the player that also indicates the player's pathway of player positions.

8. The method of claim 1, wherein the lottery authority's random selection
of grid positions comprises an event that applies to multiple players and is not indicated
on the lottery ticket issued to the player that indicates the player's pathway of player

positions.

9. The method of claim 1, further comprising the step of randomly
assigning player indicia to the grid positions for the player and displaying the randomly
assigned player indicia on the lottery ticket issued to the player, the game outcome being
a function of the player indicia identified by the pathway up to a position on the pathway

intersected by one of the randomly selected positions.

10. The method of claim 9, wherein a prize award is determined for the
winning game outcome based on a total value of the player indicia in the pathway prior to

intersection of the pathway by the randomly selected lottery position on the grid.

11. A system for hosting a lottery game, comprising:

a communication network;

a plurality of gaming machines;

a server, said server in communication with said gaming machines via said
communication network;

said gaming machines configured to issue a lottery ticket to a player that
indicates a pathway of selected game player positions on a predetermined grid, the
pathway including all of the player's selected positions and being linear and continuous

from a start grid position to a finish grid position;
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said server configured to randomly select at least one lottery position on said grid
and to determine a winning outcome of the game based on the intersection of the pathway
indicated on the player's lottery ticket and the at least one randomly selected position on

the grid.

12. The system of claim 11, wherein said server is configured to determine
the winning outcome based on the number of player positions in the pathway prior to

intersection of the pathway by the randomly selected lottery position on the grid.

13. The system of claim 11, wherein said server is configured to randomly
select a plurality of lottery positions on the grid from a plurality of separate subsets of
positions defined on said grid, wherein the number of subsets is equal to the number of
randomly selected lottery positions, and only one position is selected from each of the

subsets.

14. The system of claim 11, wherein said server is configured to randomly
assign player indicia to the player positions in the pathway, said gaming machines
configured to display the player indicia on the lottery ticket issued to the player, the game
outcome being a function of the player indicia identified by the pathway up to a position

on the pathway intersected by one of the randomly selected positions.

15. The system of claim 14, wherein said server is configured to determine
a prize award for the winning game outcome based on a total value of the player indicia in
the pathway prior to intersection of the pathway by the randomly selected lottery position

on the grid.

16. The system of claim 14, wherein the player indicia in the pathway prior
to intersection of the pathway by the randomly selected lottery position on the grid
constitute the player's entry to a draw game, said server confi gured to randomly generate
a set of lottery indicia and compare the player's entry to the randomly generated set of

lottery indicia to determine the winning outcome in the lottery game.
17. The system of claim 11, wherein said server is configured to randomly
select the at least one lottery grid position at the time of game entry,

17
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said game machines configured to indicate the lottery grid position on the lottery ticket

issued to the player that also indicates the player's pathway of player positions.

DATED this twenty-eighth Day of January, 2011
Scientific Games Holdings Limited
Patent Attorneys for the Applicant
SPRUSON & FERGUSON
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