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INTERACTIVE FANTASY LOTTERY

Background of the Invention

Field of the Invention

The present invention relates generally to lottery-type gaming systems. More
particularly, the present invention relates to a game of chance that adds variable on-going
content, such as fantasy sports players’ performances, and contains an incentive to continue
to play the game on an on-going basis.

Description of the Related Art

Traditional scratch-off lottery games are well known in the art. To play these games,
a purchaser buys a ticket for a set price, usually $1 to $5, at any of a number of authorized
ticket outlets such as gas stations. After the ticket is purchased, the purchaser removes
opaque material which obscures the winning or losing gaming indicia imprinted thereon.
Once this coating is removed, the purchaser will know if he holds a winning ticket. The fact
that the winning or losing gaming indicia is pre-printed on the ticket distinguishes this form
of lottery game from the various other forms in which winning numbers are drawn some time
after the sale of the ticket.

These categories of games and all the other currently available instant lottery games
have a predetermined number of winning tickets. The ticket that has the winning indicia is
sold randomly among the other tickets. The purchaser has no role in making the ticket he
buys a winning one, nor has he the choice of entering his Iucky numbers as he does in
purchasing the conventional lottery ticket.

Scratch-off lottery tickets suffer from several drawbacks. These include‘ the costs of
printing tickets, the physical inventory costs, the costs to the lottery authority and retailer
associated with unsold tickets, the inability to effectively offer low-price games (e.g., $0.25,
$0.10), and the limited game choices for the player.

Some of these drawbacks can be overcome by implementing similar games on-line
using the Internet or other suitable computer networks. The computer network, the user or
purchaser, the software involved in facilitating the game, and so forth, is commonly refered
to as a remote gaming system. One such system can be found in U.S. Patent No. 6,024,640
titled Off-Line Remote Lottery System, which is herein incorporated by reference. In that
system lottery games are typically embodied in a ticket having multiple plays which represent
a single overall outcome offered by a lottery authority. They are rendered on a gaming

computer as an "electronic ticket,” such as a dedicated hand-held device or programmed
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general personal computer, which enables a player to reveal the ticket outcome with the same
convenience as typical paper scratch-off tickets.

An important aspect of the lottery games referenced above is the content of the game.
Lottery Authorities and other game promoters expend a substantial amount of effort trying tc
increase the satisfaction derived by a purchaser of a ticket. Traditional lotteries have
increased player satisfaction by allowing players to pick their own numbers. Additionally,
these lotteries build suspense by players having to wait to see what the winning numbers are.

With instant lotteries, all the numbers are pre-printed and the outcome is immediately
apparent. Thus, instant lotteries must resort to more intricate gaming indicia on the ticket.
For instance, an instant lottery player derives more satisfaction from scratching off all the
spaces on a tic-tac-toe grid to see if he has three identical dollar values in row than he does
from simply scratching off one space that says either “lose” or “win”. The content must
continually be changed and improved to keep sales from falling off, and must be dramatically
improved to increase sales.

Thus, known lotteries do not provide content that makes the game more satisfying and
interesting, nor do they build suspense in the players as they await an outcome. Furthermore,
no content exists in known lotteries between the time a ticket is purchased and the time the
winning numbers are announced. Additional on-going content during that time would
increase player satisfaction and thus ticket sales.

Finally, known lottery games do not have a game component that encourages a single
player to play repeatedly, day after day, other than the usual enticement of a chance to win
money with the individual ticket purchased. Such a component becomes important when the
game is played on-line using the Internet or other suitable computer network where the player
interface (such as a web page) contains other content such that the game administrator derives
value from the simple fact that a player views the interface.

The ability to drive users of a computer network to a particular site on the network, is
extremely important from a Ibusiness perspective. First of all, if there are goods or services
for sale at that location, the more people that see them, the more they will be purchased.
Second, the owners of such locations commonly sell advertising space to other purveyors of
goods and services. The more people that visit the location, the higher the price for which
that advertising may be sold. Another important goal for the owner of any location on a
computer network is to collect demographic information about the people who visit the

location. The more detailed the information is, the more valuable it is to the marketing
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efforts of the owner of that information. The information can also be sold, or can be used to
convince advertisers that they would benefit from advertising at that location.

Therefore, there exists a need to provide a lottery type game that provides instant and
on-going content to heighten the satisfaction that a player derives from playing without
increasing the skill level required to play and while providing an incentive to play
continuous:ly. There exists a further need to provide such a game on-line for the purpose of
driving users of a computer network to a player interface displaying other content such as
advertising, and to encourage players to play repeatedly.

Summary of the Invention

The present invention provides an interactive fantasy lottery type game. Game pieces
contain content, the meaning of which will change or develop over time to determine who
wins the lottery at a set point in the future. The content is ordinarily assigned by the game’s
organizer or facilitator rather than chosen by the plaiyer. In one embodiment, the content of
the game is one or more sports figures. The lottery player interacts with a game piece to
reveal the sports figure or figures. Each sports figure has an associated event that the sports
figure is involved in and associated point values that may be accumulated based oﬁ the sports
figure’s performance. For instance, a basketball player may count for points based on 3-
pointers made, a boxer if he knocks his opponent out, or an auto racer if he gets in a crash.
The player can then monitor the progress of his sports figures in an upcoming contest or
contests, can check the results later, or can rely on the game’s administrator to tabulate the
results. Accordingly, a player can spend any desired amount of time and effort experiencing
the content of the game, but need not exhibit any skill in picking sports figures, monitoring
the status of the game, or tabulating results, in order to play and win. A player whose sports
figures accumulate the most number of points over a specified period of time, wins the
lottery.  Alternatively, a selected number of players with the highest totals of points may
receive varying amounts of prizes. More players are likely to be encouraged to play this type
of game because they can effectively play against other players that they know, and they can
discuss how their game piece is doing. Other on-going content such as stock performances,
award ceremonies, or other measurable but yet to determined, reality-based outcomes are
contemplated.

Because the outcomes of on-going contest games are not predetermined, a substantial
likelihood of a tie exists. Consequently, the game provides for tie-breakers. In one

embodiment, the winner is selected from a drawing of all players tied. In another
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embodiment, the tied players split the money to be awarded equally. In another embodiment,
the tied players each receive one or more additional game pieces and the player with the
highest total from that set of sports figures and events wins. Any of these embodiments are
equally applicable in games where there is more than one prize such as a first, second, and
third prize with corresponding decreasing value.

In another embodiment, the game is administered through the use of a computer
network. In this embodiment, anyone with access to the computer network can play the
game. A player must first access the server site or web page containing the data files
corresponding to the game to display an electronic game piece on a player interface. In order
to establish who the player is, and to associate him with the game piece, the player must login
to the game by providing identifying indicia such as a username and password. First time
players may also be required to provide additional information for the purpose of notifying
the player in the event that he wins. Once a player is successfully logged in, he can interact
with the game piece using a mouée or other input device to reveal the gaming indicia on the
electronic ticket. The gaming indicia consists of one or more, and preferably three, sports
figures. The player has no control over which sports figures are on his ticket. Associated
with each sports figure is an upcoming sports event that will feature that sports figure, and
associated point values to be awarded to the ticket holder based upon the sports figure’s
performance. The point values may be associated with any measurable statistic. Once the
player has revealed all of his sports figures, his entry is recorded.

The game operates by virtue of an associated software program, player data files, and
a database of sports figures, such that it can keep track of the point totals associated with each
sports figure and accumulated by each player. A given player’s totals can be displayed on the
player interface in response to input from the player as can the current standings showing
which players have the highest point total and at the end of that game, which players win
prizes. The player who ends up with the most points after the completion of all events wins.
A player may be required to log back on in order to win, or may be notified by e-mail or
other equitable media. This embodiment may also incorporate the tie-breakers and multiple
prizes previously discussed.

In another embodiment, more than one set of events and associated sports figure
performances counts toward the total points in a single game. Thus, a player may acquire
more than one ticket in a single game with the point total of all tickets determining the winner

or winners. In this embodiment, no one player can be given the opportunity to get more
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tickets than any other player. On the other hand, all players have an incentive to acquire the
maximum number of tickets possible. Therefore, each player may only obtain a set number
of tickets in a set amount of time.

In another embodiment, multiple tickets may be obtained by a player, as in the
previous embodiment, but each single ticket must be obtained within a certain prescribed
time which is less than the total time that the game runs. For example, a player may obtain
only one ticket per day with the total point value at the end of a week determining the winner.
Thus a player has an incentive to play every day. This embodiment is particularly useful for
the purpose of driving users of a computer network to a player interface displaying other
content such as advertising or the sale of goods or services, because it encourages players to
visit that same player interface every day. Value is derived, mostly by way of advertising,
from the act of a player accessing the game, and that value can be increased by the incentive
to access the game repeatedly. Because of the value to the game administrator that can be
derived from the act of playing the game, the game itself can be offered for free. Thus,
players have more incentive to play the game, and thus view the player interface and its total
content, because they can win without having to pay anything to play as they would have to
in order to play traditional lotteries.

BRIEF DESCRIPTION OF THE DRAWINGS

Figure 1 is a schematic illustration of a computer network employing interactive
terminals for playing and hosting the electronic gaming program of the present invention.

Figure 2 is an electronic gaming piece prior to its acceptance and activation by a
player.

Figure 3 is the electronic gaming piece after its acceptance and activation by a player.

Figure 4 is a sample scorecard detailing a particular player’s cumulative scores as
they have been acquired over time.

Figure 5 is a sample leaderboard detailing the scores of the current highest scoring
players who are actively participating in the game.

DETAILED DESCRIPTION

Referring to Figure 1, a computer network 10 is illustrated that allows for the
interconnection of a plurality of data terminals. Virtually any data exchanging electronic
devices so connected could utilize the present invention. For illustrative purposes, the
present invention will be described with reference to a general purpose computer network,

such as the Internet and more specifically to terminals using a common protocol. Presently,
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the most commonly employed protocol is HTML (Hyper Text Markup Language) which
facilitates access to the World Wide Web (WWW). Within that protocol, various terminals
such as personal computers 2, 4, 6, and 8 connect to the Internet, typically through an ISP
(Internet Service Provider), and interact by running a client browser. By so doing, they are
able to request information from other connected computers, most often servers 14 that host
Web pages. Generally, the host servers 14 are also connected to the Internet via an ISP. A
client browser 2, 4, 6, 8, issues an HTTP (Hyper Text Transfer Protocol) request based upon
a unique addressing function or URL (Uniform Resource Locator) that identifies a specific
page of material. When server 14 receives such a request, it responds by issuing the
requested page to the client, assuming that client is allowed access.

Once the client browser 2, 4, 6, 8, receives the information, it reconstructs the data in
the form of a graphical page containing text, images, video and/or audio. However, once the
page has been delivered, there no longer exists a link between the client 2, 4, 6, 8, and the
host 14. Often times, the delivered pages will contain hyperlinks that when engaged by the
client, will cause the client browser to issue another HTTP request. Alternatively, the client
can directly enter (or obtain from a stored collection) any other accessible URL, initiating
another HTTP transaction.

The success of a server’s Web page is based in large part on the amount of traffic it
generates. That is, the number of times the page is accessed by clients. Furthermore, the
Web site becomes more successful as clients access related pages within the site, providing
opportunities to present more advertising and gather information from the client. In addition,
many sites offer products or services for sale. Thus, it becomes important to provide content
within the site that attracts and maintains a client’s attention and causes the client to
repeatedly visit the site.

In the context of the present invention, this content is provided in the form of an
electronic gaming opportunity. That is, server 14 provides an interactive lottery opportunity
to the client wherein the interactive lottery is related to the subject matter of the associated
web site. For example, a sports Web site could have a lottery based upon sports figures and
sporting events. A financial Web site could have a lottery based upon the performance of the
market or particular indicators. Preferably, the events used have non-determined outcomes.
In the sporting events context, the lottery could offer prizes or points for each point a
particular team or player scores. Thus, the final outcome is not known until some future

point.



10

15

20

25

30

WO 01/73705 PCT/US01/40371
-7-

In order to provide this level of interaction, a database 18 of the associated event’s
activities must be maintained, and in some cases updated by manual interaction via a console
22. If the lottery relates to multiple sporting events that occur at various times, these events
and their outcomes must be tracked and recorded so that the results of the lottery are
determinable. Of course, such a system should be used initially to provide a pool to draw
allotted sports figures, teams, or conferences from.  Thus, database 18 can be a separate
terminal coupled to server 14 for the purpose of providing this information, or database 18
can simply be a program running within server 14 to accomplish the same task. As yet
another alternative, the information can simply be acquired from a trustworthy web site by
having server 14 initiate the proper HTTP requests.

Figure 2 illustrates a sample gaming piece 24 used in an interactive lottery having
sports figures as the theme. What is represented is an unactivated gaming piece that is
presented to the client either based upon a specific request for such a piece or simply as part
of the Web pége that is returned by server 14. That is, the piece is electronically displayed on
a client browser 2, 4, 6, 8, in response to a request issued to server 14 for certain information.
The level of information presented in the unactivated game piece 24 can vary. On one
extreme, the piece 24 can simply indicate that it presents a gaming opportunity and requires
selection by the client to initiate the game. On the other hand, as presented here the
unactivated piece 24 indicates that if the piece 24 is activated, the client will be assigned
three sports figures 26 (shown in silhouette). Also provided is an event indication 30 listing
the sporting event in which each figure 26 will participate. Scoring field 32 indicates what
each figure 26 will need to accomplish in the designated sporting event 30 to acquire the
listed amount of points. At the top of the piece, a prize field 25 indicates the amount of the
prize being offered for the game as well as the length of the game. As illustrated, this is a
weekly game where one large prize is awarded at the end of each week. Shorter or longer
time periods can be used accordingly.

As described, the unactivated gaming piece 24 acts as a teaser to the client. The
unidentified players 26 have been randomly drawn from a pool maintained within database
14 and hopefully either the prize field 25 or the event indication 30 will appeal to the client,
enticing him to play. Since the players 26 are randomly drawn, server 14 can be (optionally)
configured to issue new random players to the same client if he requests another unactivated

gaming piece 26 (prior to activating the first piece). That way, if a client should draw three
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events that he has no interest in, he can receive a new piece and hopefully draw events more
suited to him.

In addition to providing the above described information, the unactivated gaming
piece 26 can include varying amounts of advertising material (not shown). Such material can
be used to promote the game or the associated web site. In addition, revenue can be
generated from the advertising and can be used to directly support the continuation of the
game. In that way, the host can offer the game and receive the benefits in the form of
increased client traffic without having to bear the entire expense of running the lottery and
providing for its proceeds.

Once a client initially decides to enter the lottery, they must login by engaging login
prompt 38. This initiates an HTTP request for an initial login page (not separately shown).
In the known way, ’server 14 can then request information from the client and assign a user
name and password. The information gathered can then be used for marketing purposes. Of
course, such information must be maintained on the clients/players so that their performance
can be tracked and prizes awarded accordingly.

Subsequently, or if a client has previously been so enrolled, engaging the login
prompt 38 allows the client to enter his user name and password. Once done, the data
contained within the unactivated gaming piece 24 is activated and an active gaming piece 46
is presented, as shown in Figure 3. Now, rather than having a teaser, an identification block
48 is presented identifying each of the players. In addition, their silhouettes 26 have been
converted into recognizable images 28. Now the client knows which sports figure he should
monitor to determine his success in the lottery. As illustrated, “Allen Iverson” is the first
randomly drawn sports figure 48. For every point he scores or assist he has in the designated
game, the client will be credited one lottery poiﬁt. Likewise, should “Dale Jarret” crash in
the Daytona 500, the client will be awarded 100 points.

While the assigning of points will depend greatly upon the content of the server page
and the associated game, there should be some correlation utilized if diverse events are being
associated. In the present case, with various sporting events being randomly drawn from, the
likelihood of success for any given act should be taken into account when assigning points.
For example, it is quite likely that “Allen Iverson” will score multiple points in any given
game; hence, the lottery points awarded are fairly low for each occurrence. On the other
hand, it is much less likely that “Dale Jarret” will crash in a given race, hence the points

awarded should that occur are much higher. Preferably, a good mix is afforded so that the
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client can gain large sums of points if long shots occur, but will also have a more reliable
point base to draw from. This will make it more compétitive and more interesting to the
client, thus hopefully retaining his attention. It should be noted that various sports leagues
have policies in place that allow governing bodies to make determinations related to the
event, well after its conclusion. Thus, the host will likely have a policy stating that its
determinations of any given figure’s 48 performance are final.

Once the piece has been activated, the account previously established for the client is
credited with the sport figure’s 48 indicated on the piece 46. That is, there is no further
action required on the part of the client. Once the stated sporting events 30 occur,
determinations can easily be made as to how many points to award to each client. Returning
to Figure 1, server 14 can be interconnected (logically if not physically) to sports database 18
to automate this task. At the end of the specified time period 25, the client having the highest
number of points will win the indicated prize. In the event of a tie, various tie-breakers can
be employed, including random drawings, trivia contests, timed call in periods or any other
designated process.

The benefit to the client is the ability to play an interactive sports game that has the
potential to provide the stated prize. Sports fans of all levels can enjoy the game because
their chance of success does not depend on their sports knowledge, which varies greatly from
fan to fan. Yet it is more exciting td the client than instant lotteries because there is an
unknown element within the game. Namely, their assigned players or sport figures can
greatly increase their chance of success in the lottery, depending upon how they perform in
the stated event. This will likely cause the fans to become even more passionate about
viewing these sporting events. This has the side benefit of providing a larger viewing
populous for these sporting events, which can increase revenues through advertising and
ticket sales. Thus, it would not be surprising for Web sites associated with major sporting
events or promotions to host such interactive lotteries.

As stated, it is relatively simple to calculate which client wins once the sporting
events have reached completion. Of course, the winning client will anxiously await his prize.
However, simply facilitating the game, compiling results and doling out prizes is not
necessarily the only goal of the present invention. Rather, it is desirable to increase Web
traffic across the host’s site and to generate significant levels of repeat traffic. To further
accomplish this goal, the game can be designed to encourage players to obtain multiple game

pieces 46 over a given time period. For example, in the game illustrated in Figures 2 & 3, the
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prize will be awarded after a week of play. Thus a player can be allotted one new game piece
46 per day. Of course, to obtain the piece and have his account so credited, the player must
return to that Web site at least once each day. The location of the piece 46 within the host’s
Web site can be varied, causing the client to view a certain amount of material prior to
actually acquiring and activating the piece 46. As each piece 46 is activated, the player’s
account is so credited and the game proceeds as described above. The number of electronic
game pieces 46 allotted to a given player over any given time period can be established
within the rules of the game. In some contexts, it may be desirable not to set any limits.
Rather, each time a client returns, they will be given a new game piece 46.

Another way to facilitate Web traffic (especially with competitive sports fans) is to
provide access to the client’s statistics. For example, on the unactivated and activated
gaming pieces 24, 46 a scorecard link 40 and a leaderboard link 42 are provided. If the client
selects scorecard link 40, server 14 provides a graphic such as that illustrated in Figure 4. In
this embodiment, the client is able to acquire one new game piece 46 each day. As shown,
this client has acquired and activated seven game pieces 46. Thus, the sports figures from
each of those pieces 46 along with their acquired points (if known) are displayed. In this
manner, the client can determine how many points he has, and hence how well he is doing by
accessing the Web page provided by the server 14 and checking his scorecard 50.

The scorecard 50 displays the status of the lottery and allows a given client to
determine how many points he currently has in a given session of the interactive lottery. Of
course, to truly gauge his performance he will need to compare himself to the other lottery
contestants. Thus, by selecting leaderboard link 42, server 14 provides a graphic similar to
that illustrated in Figure 5. Namely, the point totals of the other lottery contestants are
displayed in an ordered format. Here, a particular contestant can tell how close he is to
winning. The format for the presented statistics can vary. For example, regardless of the
particular client’s point total, only the top ten point holders may be displayed. Alternatively,
every player can be displayed or the client’s score and all those above him may be listed.
There are a wide variety of formats that could be employed while providing sufficient
information. '

Thus, what has been provided herein is an interactive electronic gaming experience
that serves to enhance play, while simultaneously increasing traffic over a host’s web site.
The present invention provides a lottery style game where players are awarded sports figures

or other discernable actors (people or events) who will be participating in an upcoming event.
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The performance of the awarded figure will determine the value of the client’s game piece.
Thus, the client has an incentive to participate in the indicated event by closely observing it to
determine its outcome as well as the value of his game piece. The client will also be
motivated to repeatédly visit the web site to obtain as many game pieces as possible and to
monitor his performance in the lottery. In so doing, the client is increasing Web traffic across
the site which in turn increases the value of the advertising contained therein as well as
making the Web site more successful overall.

While the present invention has been described within the context of a lottery hosted
on a web site with content related to sports figures, it is to be understood that the particular
content of the game pieces and their Web based format are not meant to be limiting. That is,
the present invention includes any interactive electronic lottery system wherein the content of
the acquired game pieces is varied by determinable events in the future.

Those skilled in the art will further appreciate that the present invention may be
embodied in other specific forms without departing from the spirit or central attributes
thereof. In that the foregoing description of the present invention discloses only exemplary
embodiments thereof, it is to be understood that other variations are contemplated as being
within the scope of the present invention. Accordingly, the present invention is not limited in
the particular embodiments which have been described in detail therein. Rather, reference
should be made to the appended claims as indicative of the scope and content of the present

invention.
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CLAIMS

What is claimed is:
1. An interactive lottery comprising:

a game piece distributed prior to a reality-based event;

indicia on the game piece, the indicia indicating the reality-based event and a related
sub-event wherein a value is assigned to a possible outcome of the sub-event, wherein the
customer is not known prior to the reality-based event, but will be determinable after the
reality-based event has commended; and,

an administrator that distributes the game piece, monitors the event, determines the
outcome of the sub-event, and tabulates a total value of the game piece based on the

determined value of the sub-event.

2. The interactive lottery of Claim 1 wherein the reality-based event is a sporting event and

the sub-event is related to the participation of a sports figure in the sporting event.

3. The interactive lottery of Claim 2 wherein the indicia includes a point value associated

with the sports figure that will vary based on the sports figure’s performance.

4. The interactive lottery of Claim 1 wherein the lottery is administered through the use of a

computer network..

5. The interactive lottery of Claim 4 wherein a game piece is obtained from a server located

on the networks;

6. The interactive lottery of Claim 5 wherein a database is operatively coupled to the server,

the database containing information regarding the reality-based event and the sub-event.

7. The interactive lottery of Claim 6 wherein the information contained in the database

includes sporting events, sports figures and associated point values.

8. The interactive lottery of Claim 4 wherein the game piece is obtained by viewing a web

page.
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9. The interactive lottery of Claim 8 wherein a single lottery player may receive more than
one game piece, and the total value of each player’s game pieces determines the outcome of

the lottery.

10. The interactive lottery of Claim 8 wherein the status of the lottery is obtainable by

viewing a web page.

11. An interactive lottery system comprising:

a server and a database operatively coupled to a computer network wherein said
database contains information related to events and determinable sub-events; and

a computing subsystem operatively coupled to said server and configured to distribute
a game piece over the computer network, wherein the game piece includes indicia that define
an event and a sub-event obtained from the database and calculates a value of the game piece

based on the outcome of the sub-event.

12. The interactive lottery system of Claim 11 wherein the computing subsystem is

configured to display an unactivated game piece on a web page.

13. The interactive lottery system of Claim 12 wherein the computing subsystem is

configured to display an activated game piece on a web page.

14. The interactive lottery system of Claim 13 wherein the computing subsystem is

configured to display the status of the lottery on a web page.

15. The interactive lottery system of Claim 11 wherein the events are sporting events and the

sub-events are related to the performance of participants in the sporting events.

16. The interactive lottery system of Claim 11 wherein the computing subsystem is

configured determined the outcome in the event of a tie.

17. The interactive lottery system of Claim 11 wherein the computing subsystem is
configured to distribute a plurality of game pieces to a client, wherein the value of each game

piece distributed to the client is added together to generate a total point also for the client.
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18. The interactive lottery system of Claim 11 wherein the computing subsystem is
configured to collect information regarding a client by requiring the client to login prior to

receiving a game piece.

19. An interactive lottery system comprising:

an electronic game piece;

indicia on the game piece indicating a sporting event, a sports figure participating in
the event, and a sub-event related to the participation of the sports figure in the sporting
event;

a potential value assigned to the sub-event that becomes an actual value if the sub-
event occurs;

a database containing information related to the sporting event, sports 'ﬁgure and sub-
event; and

a computing subsystem operatively coupled to the database and configured to create
the electronic game piece using information from the database, to distribute the game piece
prior to the sporting event, and to calculate the value of the game piece using information for

the database.

20. The interactive fantasy lottery system of Claim 19 wherein the computing subsystem is

configured to display a user-activated game piece.

21. The interactive fantasy lottery system of Claim 20 wherein the computing subsystem is

configured to display the status of the lottery.

22. The interactive lottery of Claim 19 wherein the computing subsystem is configured to
distribute a plurality of game pieces to a client, wherein the value of each game piece

distributed to the client is added together to generate a total point value for the client.
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