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Off-line Remote Lottery System

ABSTRACT
An off-line remote lottery system which enables pl
type lotlery game oulcomes 30 from a randomized prize

computer 11, and view the outcomes on re
whicl

ayers to purchase instani-
datastream in a central
motely disposed gaining computers 20
h do not require an on-line connection during play.
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OFF-LINE RZIMOTE LOTTERY SYSTEM
BACKGR0UND
The present inverntion vrelates generally to
remots gaming systems, and mcre particularly, to =z
lottery system in which lottery cames typically
embcdied in a ﬁickec naving multiple chancss whick
represent z single outccme offered by a lottexry
avthority are rendered on a gaming computsr as an

"elactronic ticket," suct as, for example, a

decicated hand-held device or pregrammed general
personal computer, which enables a player o reveal
the ticket outcome with the same converience as
typical paper scratch-off ticksts a: any locatier
without the gaming computer ever havine to be
physically or electronically connected te z lotramy
system network during play, thersby zroviding
enhanced play value for the player and crasater
revenues for the lottery acthority.

In one type of commeca oriecr ars paper instant
ticket system, a computzr gersrates a rzndomizec
prize datastream comprised of a firnite ssries of
win/lose outccmes. Each outcome is assicned to =
lottery ticket, and each tickst contains one or mors
game chances which yield the assignes outccme. The
player cannot change the tickert outccme, he or she
merely scratches off certain arsas of the cicket in

accordance with the rules of the came to ravezl the

.outcome. The ticke: contains indiciz which provide

the 'player with a means o determine win/lose
resulss or prize status, arnd the cype of prizs
(e.¢., cash or a free ticket). The aggregazs of all
winning ocutcomes in any randomized priz s

is a predetermirned. percentage paycu: of cthe rtotal
revenues that would Zze gen a

of the tickets incorperating  that  rarcicular
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Each ticket is assigned a unigue ticke: serial
numper for validation purposes which idenci<ies that
ticket with a specific outccme, and & batc: numeer
which links the ticket to z master Carton in which
groups of tickets are shipped to lotrar ratailers
in specific quantities. The ticket serial number is
usually concealed beneath the foil ef the ticket.
The batch number is typically visible on the ticket
in the form of a bar code. all tickets in a given
mascer carton are part of the same ticket lot and

are sold at the same price point. Each master

re

caxton is labeled with a unigue mascer carton seria
number which is tracked by & cenzral computer
associated with the loctery autherity. The central
computer also stores every ticke: serial number and
the associated outcome for that tickat. When the
instant tickets are to be sold to customers, the
lottery retailer communicatas the master carton
serial number via his on-line agent terminzl to the
lottery central computer and thereby activaces all
of the paper instant tickets in each master carton.
This action activates all of the cicke= serial
numbers in that master carton, and typicallv causes
the lottery retailer’s lottery bank accoun: to be
automatically debited for the wholesalz cost of that
ma2ster carton within a specified time pericd.

To redeem a winning pager lottery ticket, the

‘player presents the same to 2 recdeeming agent,

either at a lottery retailer cor lottery office, or
mails the ticket in for redemption. To effectuate
the redemption process, the radeeming agent scans
the tar code on the ticke: which represents the
batch serial number cn the ticker through a bar code
scenner asscociated with the agent :ermiral. The
tickac agent also enters the ticket seria’ numkber
into the agent terminai. These ticket serial

numbers are transmitted to the central computer for
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purpeses of wvealidaticn. When the cencral computar
eives a wvalidaticn request, it activzctes an
on-line validation program which Queries =z ticket
value datzbase using the particular ticket a-d batch
serial numbers to confirm that the ticket czame from
an activated master carten. IZ the ticke:= value
catabase confirms a payout, the validation program
authcrizes the lottery retzailer to pay ths player
cash or provide ancther prize (e.c., a free ticksat).
In other paper instant tickst systems, chere is

no lottery central comruter which manaces the
system. The lottery retailer simply buys tickers
from a printer, resells them tc players, aad then

nandles all aspects cof wvalidation ard pavment cf

winnrings.
Pzper instant ticke: systems s freom
several drawbacks. These include the «ccsts of

printing tickets, the physical inventery costs, the
costs  to the lottery authority and retailer
asscciated with unsold tickets, the inability to
effectively offer low-price games {e.g., $0.25,
$0.10}, the limited game choices for tre plaver, and
the sctigma asscciated with paper ticksts as
appealing toward lower income players, among sthers.

As an alternative tc instant paper ctickets,
systams have been devised which replicate instant
ticksts on a computer terminal or gaming machine. An
xample is shown in U.S. Patent No. 5,324,033, which
disclcses an on-line videc caming system comprised

of a plurzlity of slave t=zrminals, a plur

master processing units, anc a centrsl

prccessor. A  plurality c¢f slave ctarminzls are

networkad to each master processing unii and al
the master processing unizs ars necworked to the
central game processcr. The central came rrocesscr
downlcads fixed pools of came plays o eac: master
processing unit. The slavs terminals reguest game
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plays from the fixed pcel in the master prccessing
unit. The group of slave terminals ccupled to a
particular master processing unitdisplay indications
of the chances of purchasing one of the ramaining
winning plays in that pool tec provide an element of
competition between players situazted &t the various
slave terminals. Thus, players at each slave
terminal may decide to wait for the dds of
purchasing a winning play to increase by szllowing
other competitors tc purchase some of the ramaining
non-wianing plays. Although this system is capable
of rendering instant ©paper  tickets in a video
a

n

format, its primary drawback is that iz 1
netwcrked on-line system. Zvery Dplay (cutcome)

requested by the slave terminal must be dcwnlecaded

on-line freom the mastexr processing unit.
Accordingly, this system is limiczed in that clayer
can c¢nly encage in lottery play at sgecified

locations.

Another on-line wvideco gaming system is
disclcsed in U.S. Patent No. 4,632,398. This system
comprises a plurality of remote terminals networked
to a central controller which generates a prize pool
based upen a pool seed which is fed to & random
numcer generator. The central controller divides the
prize pocl into mini-pools, each of whici has a

known amcunt of low-end prize value (e.c., all

prizes of $25 or less). There are a selected number

of larger prizes which are distributed among cthe
mini-pcols whers some mini-pcols have a large prize
and some have none. Mini-pools are assignec to each
endered on the

"

terminal for eachk game which 1is
terminal as nesded. The remote terminals have means
for randomizing each mini-pocl assigned c©2 cthe
terminal using a mini-pcel sesd prcvided by the
cerntral controller to feed a rancdom number generator
using a randemizing algorithm. When the central
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processor has assigned all mini-pcols within a pocl,
the centrzl processor creates a new pool. After
plavers have played a sufficient number of cames to
exhaust an entire mini-peol at a given remote
terminal, it ccnnects to the central controller and
is assigned a new mini-pool. This system also -has
sicnificant limitations. Because the prize
structure in the mini-pcols 1is assigned to ezch
remote terminal in & “dynamic state", i.e., the
remote terminal is assigned active ocutczomes before a
player engaces in play, it is necessary tc provide
various security measures in the remote terminals to
prevent an unscrupulous piayer from "looking ahead"
by "hacking" the machine and determining the outcome
sequence in any given wmini-pool. Otherwise, a
player might learn at what point in the mini-pecl a
large win will occur for the game being played and
then wait to play until when a favorable outccme is
due to occur. This characteristic thus makes such a
system unsuitable for an off-line arrangement where
players are free to purchase "tickets" and view the
outcomes at anv locaticn.

It is therefore Cdesirable to provids an
0oy games

off-line system in which 2 player can er

having a predefined outccme determined by a lottery
oredefined outcc

authority or the like orn a gaming device, without

the need to be physically or electrcnically linked
PyS o rte sy DF  Soetertistdany -

‘.to a central computer associated with the lottery

authority during play, whers “ticket" purchase and
redempticn of winnings may be done at virtually any
locat}_:')&, and where the lcttery autherity is nct at
r.is_i<-_ of beinc cheated since tChere are no Sacrats

stored in the device.
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SUMMARY OF THE INVENTION

According to a first aspect of the present invention, there is provided a method of
facilitating a sale of a gaming outcome, comprising receiving at a remote computer a
request by a player for at least one gaming outcome; determining at least one gaming
outcome; arranging for the player to provide payment in exchange for the at least one
gaming outcome and transmitting to the player from the remote computer an encoded
message containing the at least one gaming outcome, in which the encoded message is for
input by the player to a gaming computer, the gaming computer being off-line with

respect to the remote computer.

According to a second aspect of the present invention, there is provided a method
of facilitating a sale of a gaming outcome, comprising transmitting to a remote computer
a request by a player for at least one gaming outcome; arranging for the player to provide
payment in exchange for the at least one gaming outcome; receiving by the player from
the remote computer an encoded message containing the at least one gaming outcome;
inputting by the player the encoded message to a gaming computer, the gaming computer
being off-line with respect to the reméte computer and receiving by the player the at least

one gaming outcome from the off-line gaming computer.
These and other features and advantages of embodiments of the present
invention will be better understood with specific reference to the detailed description

which follows and the appended drawings.

BRIEF DESCRIPTION OF THE DRAWINGS

FIG. 1 is a schematic of the remote lottery system showing an LCC, Ats and
HTV in a first embodiment;

FIG. 2 is a block diagram of the LCC;

FIG. 3 is a diagram of an exemplary memory arrangement in the LCC;

FIG. 4 is a block diagram of the components in an HTV;

FIG. 5 is a block diagram of the controller in the HTV;

FIG. 6 is a diagram of an exemplary memory arrangement in the HTV;

FIGS. 7A and 7B are a flow chart of an exemplary outcome purchase;

(R:ALIBCCJ04026.doc: gmm
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FIG. 8 is a flow chart of an exemplary redemption sequence;

FIG. 9 is a schematic of a random prize datastream showing an example of
purchased and standby outcomes;

FIGS. 10A and 10B are a flow chart of an exemplary outcome purchase
sequence with standby outcomes;

FIG. 11 is a flow chart of an exemplary redemption sequence with standby

outcomes;

(THE NEXT PAGE IS PAGE 20)

[RALIBCC]03449 doc:wxb
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FIG. 12 is a schematic of an alternative
embodiment of the invention; and
FIG. 13 is a schematic of ancther alternative
embediment or tne invention.
DETAILED DEZSCRIEFTION QF THE PREFERRED EMBODIMENTS

With reference to the several views of the
drawings, there 1is depicted a lottery system
generally characterized in a first embodiment by the
reference numeral 10, and principally comprised of a
lottery authority 11  having. a LCC 12, a
telecommunications netwecrk 14 which provides ramots
terminal access to the LCC 12, a plurality of agent
terminals (AT 16 associated with various lottery
retailers 18, and a plurality of HTV units 20 which
reveal purchased ‘“tickets" outcomes. The texm
"lottery authority" is used in the general sense andé
is intended to include any wagering authority which
sells no choice (e.g., scratch-ofI lottery ticketsg,
bingo or a swespstakes) or psuedo-choice (e.g.,
video poker) games or races of skill having a

credetermined cutcome iz the player plays

‘correctly. The term "lottery retailers" includes

any merchant where an AT 16 is located. BAs
described in the foregoing, the term “"ticket" as
used herein means a single ocutcome. Thus, the
player is really purchasing outcomes from the LCC

which are transfzrred to the HTV 20 and revealed
through games generated on the ETV 20. As will be
explained in morz detzil below, the player need not
gc to a given lotterv retailer to purchase ocutcomes.
It is anticipated that, in alternative empccdiments

TiCl

w

the LCC 12 and AT 16 may be ccmbined into a singl
unit or sven intc a system which enables ocutcomes t:
be purchassd cver the telephone c¢r any intaraciive
cemmunications necwork. Alternatively, cuzcomes
could be purchased thrcugh RF comnunications between

a transceiver associated with the LCC 12 and a

12-
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transceiver associated with the HTV 20. These
embodiments are described further kelow.

FIG. 1 1is a schematic block diagram depicting
an overview of the system components in the first
embodiment. The LCC 12, telecommunications network
14 ané ATs 15 are ccecnnected in similar fashion as

those in the prior art used toc dispense instant

paper tickets. With respect <tTo the ©prasent
inventicn, each AT 16 may include & printer 22, bar
ccde scanner or other scanning device 24, a

communications incerface 26 for physically coupling
the HTV 20 co the AT 1§ to electrically ccmmunicate

z the HTV 20 througch a compatible

signals wi

communicatiens intexfacs 92 in the HTV 20, and/or a

read/write interface 27 for reading and writing data
to data memcry media such as a smart card 28. These
are used tc transfer outcomes to tze HTV 20 through
an  ocutcome cransfer message OTM and will be
described in mors detail below. The smart card 28
may also be used to update game programs in the HTV
20 tec allow for the generation of new games. In this
regard, new games may pe transfarred to the EIV 2C
to inexpensively test them for market acceptance by
players. The smart card 28 may alsco ke used tc
transfer advertising informaticn in connection with
lotteries in general.

FIG. 2 is a block diagram showing details of
the LCC 12, which generally inclucdes a CPU 30,
memory 32, an I/C interface 34 for loading programs
into memory 32, and & communicaticns interface 33
with the

for communicating threugh the network

ATs 15. The LCC 12 mav alsc comm through a

base station necwerk 15 wich a oo ity of base

stations b transceivers for casting anc

receiving signals to communicats nessages
directly bectween the LCC 12 and the HIV 20 in a=n

alternative embcdiment described below anc

13-
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illustrated in FIG. 13. The LCC has softwars or
firmware (hersinafter referred to as “pragrams" and
"data") which are used tc implement various
functions in the system. FIG. 3 depicts an exemplary
memory arrangement of programs and data sctored in
the LCC 12. Memory 32 includes an operating system
procram 33 which contrels the LCC 12 in a
conventional manner and need not be described in
detazil. The LCC 12 has a memory arez 36 in memory 32
for each HTV 20 in which specific information is
stored to enable the LCC 12 to assign outcomes tc
that HTV 20 and to keep track cf what has been
assigned te that HTV 20 to provids <£for the
redemption ¢f winnings and to ensurz that the 3TV 20
in connection with a given

is
transaction. Data in memory 36 may be ratrieved and

updated as required in order to perform the desired

functions. For purposes of
following description describes an HTV which 1
i

n

w

registered to a single player. However, it
anticipated that an KTV 20 may contain multiple
accounts for different players where access to the
HTV 20 is made available tnrough different
passwords. An ETV 20 must be initially
registered with the lottery authorizy 11 prior to
use. In this connection, identification information

is initially stored in memory 32 of the LCC 12. The

identification information includes a unit
identifier or HTV ID ("I") sctored in a Zield 37 and
optionally a chaining wvariabls ("C") storad in =
field 38. I may constitute a 64-bit identifier
which is unigue to each ETV 20. Similarly, C mav
constitute & 64-hit.representation ¢f the histcry cf

outcomes which have been purchased and transisrred
to the particular HTV 20. Accerdingly, < 1is updated
every time purchased ocutccmes are assigned o the

particular HTV 20 as & one-way function ci the

14-
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cutcomes purchased. Thus, C is unigue to each ETV 20
because it is a record of all transactions mads with
respect to that HTV 20. In one exemplary embodiment,
C is used as a way to prevent fraud by generatingc
an outcome purchase request message OPRM as a
function of both I and C in the HTV 20 where O2RM is
used to identify the particular HTV 20 <during
purchase and/cr redemption transactions. In this
ragard, the current OPRM for that HTV 20 is stored
in field 40 in the HTV memory area 36 in LCC memory
32 teo enable the LCC 12 to compare the generated
OPRM with the cne stored in memcry (which is uzdated
each time cutcomes are sold to the HTV 20) frcm the
last transaction to verify the identity of trs HTV
20. C and I may also be used as encryptizn or

authentication keys as describec below.

The LCC includes a precgram 42 for generating a

randcm prize datastream ("RPD") 44 whicha is z pool
containing & <finite series c¢f win/lose outcomes
Ol"'on (e.g.,...win §2, win s2, lose, lose,
win $10, lose, lose....etc). The aggregcate c¢f all

winning ouctcomes in any RPD 44 is a predetsrmined
percentage payout of the total revenues to be
generated by the sale of all '"tickets" reprssented
by the ocutcomes in the RPD 44. When a purchase is
made, the LCC 12 wutilizes & ‘“ticket" (ouzcome)
purchase program 48 which randomly selects the next
m outcomes from the RPD 44 (and gpessizly "standby
outcomes” - X to allow for reirvestment of winnings,
this will be cdescribed belcw) to be assigned to a
particular HTYV 20. The outcome purcrase program 48
then direczs the LCC 12 o generats the cutcome
transfer message QT™ which is subseguently

communicatad to and read bv che 20 to
HTV 20 to reveal the outcomes. There are several
wavs in which this can be impismentad. The cutccme

purchase procram 48 will also direct the LCC 12 to

-15-
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store the outcome transier message OTM in field 50,
a reccerd of the outcomes m assigned in field €2, anc
the standby outcomes x assigned in fisld 54.
Accompanying this data may be the price point for =
given “tickat" (outcome) such as $.25, $i, $2, etc.,
in field 56, the net payofi in field 58, and the
time/date in field 60. Thus, a record is generated
in the LCC 12 for each transaction with a given HTV
20.

In one embodiment, each HTV 20 may be assigned
a unique reference string ("HTVRS') which is stored
in field 46. An identical HTVRS is stored in the
particular HTV 20 as described below. The HTVRS 1is
a randem series of win/lose outcomes. When &
purchase is made, the ocutcome purchase procram 48
directs the LCC 12 to find the same outcomes or a
series of outcomes having the same net payoff in the
HTVRS. These outecomes or the net payoff may be
represented v one or mere memery addresses in the
HTVRS. The outcome purchase program directs the LCC
12 te generats an outccme transfer message OTM which
Tepresents that address or addresses in the XTVRS.
The ETV 20 can interpret OTM to £ind the same
outcomes or a series of outcomes with the same nec
payoff in its very own HTVRS. This will ze explained
in more detail below.

Another way in which the LCC 12 can assicn
outcomes is tarough the use of a one-way function
which utilizes a seed value to generate a ssguence

t are selected from the RPD 4<. The

of outcemes tnr
ETV memory area 36 ir the LCC memcry 32 includes
such =z one-way function in field 62. An identical

on is stored in the HTV 20 as

one-way func
descriped Dbslow. The seed value for tais cne-way

function becomes part c¢f an cutcome traansier ra2ssage

OTM.

-16-
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Still ancther way the LCC can assign ocutccmes
to the HTV 20 is by simply compressing the outcome
sequence intcz a smaller code which is then
decompressed in the HIV 29. Specifically, the LCC 1z

5 has a compression/decompression prcgram 64 which
takes a series of m cutcomes oj"‘oj+m’ selecred
by the outcome purchase program 48 and compresses
that sequence into a smaller variable which is par:c

of an outcome transfer message OTM. As part of ths

10 cmpression prccess, the outcomes Oj"'oj+.=-n may
be rearranged into a hierarchal order, i.e., numger
¢f losers, number c¢f $1 winners, number of $2

R winners, etc) if desired. Compression is useful in
E""' embecdiments where the outcome transfer messacge OTM
AP 13 is printed on a receipt or rendered irn the form of a
': w bar code, tec allow for manuzl entry of the cutcome
transier message OTM into the HTV 20 or scanning the

OTM as described below. Compression is alse useful
in the telsphonz embediment shown in FIG. 12 and
20 described below whers the player may communicace
messages ovar the telephcne in response to suitable
rrompts. In this regard, ccmprassion ané
decompressicr mav be used in ccmbination with any ¢f

the other methods of transferring outcomes, such as

25 for exampls, where the HTVRS address is transfarred.
In still  another embodiment, the outccme

purchase program 48 calculates the expected ne:

payoff of the m outccmes Oj"‘o-i- ard generates

an outcome transfer message OTM which represents

30 that net payoff. Iz this case, the HIV wouid
randomly gsnerats games which yield outcomes having

"

that net pavcifi. This methed is nct suitabie ic

standby outccmes.

in crder tg provide for added sacurity in thas
33 system, the ourcome =transfer messages OTM may &=
encryptad using keys known only to the LCC 12 and

the particulax HTV 20 stored in field 65. A=

A7-
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authentication/encryption program 68 providas for
the encryption and decryption cf messages
communicated from the LCC 12 and communicated to tha
LCC 12. similarly, messages generated by the LCC iz
may be made authenticatable by appernding message
authentication codes stored in field 70 such tha:z
only a particular HTV 20 using keys kanown cnly to
the LCC 12 and that ETV 20 can use the messace. As
described abeove, the chaining variable C and ths
unit identifier I may be used as keys to perfor:
encryption/decryptiocn and authentication.

Other programs resident in the LCC memory 232
include an accountinc program 72 which calculatss
the running cash balance for each HTV 20 and stores

the same in an account 73 in field 74. The

o

accounting program 72 is used tc track ch

"t

cumulative value of player winnings and losses afte
the player has cashed-out. The accountirg program 7z
enables the LCC 12 to duplicate a rlayer's credic
balance at any peint in the outcome sequence.

The LCC memory 32 further c¢ontains an audi:z
program 78 which stores a record of all transactions
with a particular HTV 20 in field 76.

The LCC memory 32 also inciudes a redempticn
program 79 which provides for verifying winnings to
enable a player to cash-cut. The redempticn program
78 is used to cash-out any winnings in a player's
current credit balance. The redemgtion procram 7%
directs the LCC 12 to read a redemption raguest
message RRM provided <ZIrom the ETV 20. Ths
redemption program also determines the number cf
standby outcomes which wexrs actually used by ths
player. ALl cf .this will be exgplained i mersz
detail below.

. In order to crcrovide for tracking player
history, data ccncerning a particular player may be

e
stored in field 8: and bonus award data may ke

18-
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stored in field 8C. In this manner, the loztery
authority 11 can rovide players with leyalty
rewards such as free outcomes for total ‘"tickets®

purchased or the like.

Referring now to FIGS. 4 and §,

preferred embodiment is
controller 82, a displav
Preferably the HTV 20

includes on=2

the HTV 2¢ in a
a hand-held unit having a

84, and player contvels 8g.

or mors c¢I the

follewing: a printer interface 8%a for conrecting
the KTV 20 to an external printer, an incarmal
printer 88b, a bar code scanner 90, & commurications
interface 92 compatible for connecting the HTV 20 to
the communications incerface 26 asscciated with an
AT 15 to enable the HTV 20 rto electrically
communicate directly with the AT 135, & rzad/write

interface %4 for reading data from and writing dacsa

to smart card 28,
20 directly to a
coupled to ths

shown in FIG.

115 coupled to 2 transceiver
and receiving messages
600 associated with LCC

embodiment shewn in FIG.

The player coatrols 86 may be integrated

display 84 in a touch-sc
knewn in the art. The
the

readable formasz

capability

bar code scamn=r 24 courled to the

controls 86 &

outcome transfer and

controller 82 inclucdes

memcry 100 comprised

conventicnal
optiorally housed in =z
the lottery

reveal to

a mocem 96

telecommunications

12 and described below,

reen arrancgement of the

to render

to enacle them to

axrangemenc.

fer

cnnectinc the HTV

negwork 14

LCC 12 in an alteraative embodiment

k and an antenna

112 fer broadcasting
to and from a base s:zation

12 in another alternative
13 &and describecd below.

into
type
display 84 may also include
a bar code

messages in

ne

scanned zy the

am
AL

15. The player

low the player tc selsct various game,

redempiicn  functions. The
a C?C ¢3, a2 clock 101 and
of RCM and RAM in a

The controller 82 may be

tamper-evident enclosure to

authoricy 1i any sustected

-19-
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tampering with the device. The CPJ 98 communicates
witnh the player controls 86 tarough a contrel
interface 103, and with video generation hardware
104 for driving the display 84, arnd sound generaticn
hardware 106 coupled to a speaker 108 for
communicating game sounds. A voice activated circui:z
110 of the type known in the art may be coupled to &
microphone 112 to enable messages to be communicated
to the CPJ 98 by spoken commands. The CPU 398
communicates with the printer interface 88a c¢r thes
internal princer 88b, kar code scanner 390, intariacs

92, read/wrirs interface 94, and modem %6 tarough

conventional I/0Q intarfaces shown generally in ths
bleck diagrar at 114. The CPU ¢8 may communicats
with RF circuitry 113 coupled to an antenna 115 for
communicating messages directly with the LCC 12 via
the base sctaticn as shown in the alternative
ambodiment in FIG. 13. In another application, the
ETV 20 may have a GPS receiver 111 coupled to
antenna 115 which communicates position information
to the CPU ¢&. In this manner the KTV 20 can be
prevented from operating unless it is locatad in 2
certain venue where gaming is permitted by a
position enabling/disabling program in memory.

The outcome transfer message OTM may Gte
communicated to the HTV 20 using cthe following
protocals. In a first embodiment, the AT 16 princs
the outceme transfer message OTM cn a rsceipt 30 and
the agent provides the OTM to the player. The
player simply enters the ocutcoms transfer message
OTM intec che HTV 20 using the plaver centrcls €.
Alternatively, the AT 1§ may print the cutcoms
transfer message OTM in a bar ccde rszadable format
to enable the bar code scanner 24 to simply scan ths
same. In either case, the receipt czn be printed
without ink using a carbonless two-part Zorm which

the player t2ars off to prevent anycne else frcm
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viewing the outcome transfer message OTHM anc then
trying to input it €O another HTV 20. In an
alternative emcodiment, the HTV 20 can connsct <
the AT 16 at interface 92 and the outcome transfer
message OTM may be communicated directly to the HIV
20. In anotner embodiment, the OTM may be written

to memory in the smart card 28 through the

read/writs interface 27 connected to the AT 1%4. The

player then plugs the smart card 29 intc the HTV 20
and the OTM may be read by the HTV 20 from the smarc
card 28. In a further embcdiment, the cutcome
transfer messace OTM may spoken into the microphons

112, either by the player, the agent or by an

sutomated voice over the telephcre 1in & telephone
emocdiment shewn in FIG. 12, and processad througn

the associazed voice activated circuic 113, i

another teleghcne embediment, the HIV 20 may ke
connected to the telephone network 514 directly and
the outceme transfer message OTM may be cemmunicated
to the HTV 20 throuckh the wmodem 3€. In the
embocdiment ghown in FIG. 13, the outccme transfer
message OTM may be communicated frem the LCC 12
through arn RF transmission from either the AT 16 cr
the LCC 12. Redemption request messages RRM from the
HTV 20 to enable players tc cash-cut winnings may be
similarly communicated.

Referring now to FIG. 6§, thers is depicred an
exemplary memcry arrangement 100 of programs and
data in the HTV 20. Memory 100 includes an
operating  svstam  generally indicated by  the
reference numeral 117 which controls tie HIV 20 in a
conventicnal manner. Wigh respect o the present
invention, =he other programs and data in memory
100 enable the HTV 20 to read cutcome transisxr
messages OTM Zrom the LTC 12 and to process these
messages in crder to generate games which yield the
outcomes. Tha HIV memory 100 may aisc include a
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position enable/disable program 101 which disables
the HTV 20 when positicn informacticn from tae GBS
receiver 111 indicates that the HTV 20 is located iz
a venue where gaming is imgermissible. Informaticr
on gambling venues for use by the pesiticen
enable/disable program may be stored in field 105.

As described above with respect to the LCC memory
32, each HTV stores a unit identifier I in fisld 11¢
and cptionally a chaining variable C in field 118.
The KTV 20 may also stcre a serial number $ in field
120. A password (or multiple passwords for multiple
players on a single HTV 20) is stored in field 122.
When a player activates the HTV 20, a passwori
security program 124 checks the player’s passwerd in
a2 conventional manner befors allcwing the plaver to
continue. The HTV memcry 100 further includss an
cutcome purchase program 125 which dirscts the HTV

20 to generate identification informaticn to be

transferred to the LCC 12, such as the cutcome
purchase reguest message OPRM, anc to read the
outcomes repressented in the outcome transfier messace
OTM. When read by the HTV 20, the cutcome transfer
message OTM is stored in memory 100 in field 128. I
the outcome transfer messagce OTM is compressed by
the LCC 12, a compression/cdecompression program 130
is called by the outcome purchase program 126 t2

decompress the cutcome transfsr message OTM into the

outccmé sequence. The m outcomes O... ‘Oj-»r\ ars
T b L

stored in field 132, I there are x stancby

outcomes O_...0 assigned, these are stored
s S¥X =

in field 13¢. RAccompanying this dacz may ks the

price point for each cutcoms

payoff in field 138, and the
field 140.
As descriked above with respect oo

t
the cutcome transfer message OTM may xrespresent one

or more memory addrssses in a rsference string
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HTVRS. Accordingly, each HTV 20 may stere an HIVRS
in field 14Z. In such an embodiment, the cutcoms
purchase procram 126 directs the ETV 20 te fiad ths
sequence of cutcomes Oj"'oj+m or th= net
paycff on that sequence in the HTVRS.

Alteranatively, the outcome transfer message OTM
may represent a seed value fcr a one-way function in
field 144. Thus, the outcome purchase program 12§

directs the ETV 20 to generate the desired cuzcomes

Oj"'oj+m
one-way function is stored in the LCC memory 32Z.

using the one-way function. The sams

As described above, the outccme transfer
messages OTM may be encrypted by the LCC 12 tc
prevent them frcm being used in ancther HTV 20. An
authenticaticn/encryption program 146 using
algorithms of the type known in ths art provides for
the encryption and decrystion of such messages
communicazed to andéd from the ETV 20C. Iz this
connection, the HTV 20 may store special keys fcor
encrypting and decrypting such messages in field
148. Similzrly, messages from the LCC 12 having
message authentication codes may be authenticacted by
the authenticatzion/encryrtion program 145 using keys
known only to the LCC 12 and the particular HIV 20
stored in fisld 150. As described above with respec:t
to the LCC memory 22, the chaining variable C whica
is unique co each HTV 20 may be used as a key to
perforﬁ'encryption/dec:yp:ion and authenzicaticn.

The HTV 20 includes a game generation program
("game program") 152 which provides for the

generatiorn of various games and win/lose scering o

n
te
iy
3
2
n

]
m
—
in
O

the displav 8¢. The game generation Lrc
inciude a tu-orial feor teaching rlavers how to play
the games and a

a help ‘functicn for each game. Thecse
games can be generatec with each having either a w

or lose outcome exactly corrsspenéing to  each

outcome Oj"‘cj+m represented by the outcome
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transfer message  OTM. Thus, the game merely
interprets or reveals the cutcome. Alternatively,
the games may be generated such that an m numcer of
games have a net payoff equal to the net paycff ir

the series o, .. The latter is not suirable

5 .Oj+m.
for embodiments where standby outcomes are assigned
as described below. & single game may have multiple
chances but orly cne ouzcome. The game prcgram 152
generates “no-choice" or nen-skill  games with a
predetermined outcome such as, for example, the type
commonly associated wich pull-ta>  type instant
lottery tickets, a sweepstakes, or bingo; or
psuedo-choice games with & predetermined ouccome
such as videc poker. In the case of the latter, the

outcome for z particular pcker game is predeternined

3

o o

th a max:imum payoff which is racoverasd
layer plays every hand correctly. If the player
lays incorrectly, the payout is less than the

maximum represented by the outcome for a particular
2

‘g

game. In addition, the game program 152 may generate

games which are races of gkill such as crossword

Puzzles or word descrambler games which mus:t be

completed within a specified period of time, If the
player completes the game in the time allotted, the
vplayer is paid the predetermined paycff on the
cutcome selected for thar game. If net, a win is net
credited to the ETV account 155 described kelow.
Programs for generating such games ave known in art.
The game pregram 152 can be designed rg require a
game identifier such thac the lcttery authority 1z
selects which games are to be played in conrection
with any outcomes thar are scld. in this regard,
the outcome ctransfer message OTM may includs an
instruction for the game prcgram 132 to generztz 3
specific game for those cutcomes. In order tc
provide for updating games ir the ETV 20, new came
pregrams cculd bz loaded into memory 100 in a
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cocnventional manner through the smarc card 23 cr by
plugging the HTV 20 into the AT 16 as described
cove and then uploading the apcuropriate software
instructicns.

The HTV memcry 100 also includes an accounting
program 154 wihich directs the HTV 20 to calculate
the running cash balance which is stored in an
account 155 in field 156. If there are several
players assigned to a given KTV 20, thers méy be
individual accounts for each player.

The HTV memory further includes z redemption
program 158 which is used to cash-out the player’'s

urrsnt crecdit balance in the player’s account 1535.

3]

The redemption program 158 enables the playsr tc
select a cash-out function on the HIV 20. The
redemption program 158 then directs the HITV 20 to
generate a redemption request message REM which is
communicated to the LCC 12 using methods similar to
the way in which outcome transfer messace OTM was
communicated toe the HTV 20, but inv reverse,
Redemption recuest messages RRM are used bv the
redemption program 79 in the LCC 12 to verify
cash-out requests by comparing KTV identification
data and outcome data (net winnings, the number of
games played) for a given HTV 20. The redemption
request message RRM may be generated on the display
84 of the KTV 20 and orally provided to the ageat at
a lottery retailer 18 for manual entry into the AT
16. The redemption request message RRM car be
printed onto & receipt 30, either by an internal or
external printer 88b associated with the HIV 20, or
bv a printer 22 at the lct:ery retailer via the
printer interface 88z, which receipt 3C is then
provided tc the agent. In this connectiorn, the
redemption reguest message RRM may Cce rendered on
tne display 84 c¢r cn the rsceipt 30 in a bar code

rzadable formz: and scanned by the bzr code scanner
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24 at the AT 16. In another embedimenz, the
redemstion request message RRM may be written to the
smart card 28 and then read therefrom by the AT 16.
In yet another embodiment, the redemption raquest
message RRM can be communicated t= the LCC 12 over
the telephcne network 14 via the modem $6. 1In still
another embodiment, the redemption request message
RRM may be communicated from the HTV 20 to the LCC
12  thrcugh an RF transmission to either the AT 15
or the LCC 12. The redemption reguest message RRM
may be encrypted by the HTV 20 using the
authentication/encryption program 146 in memery 106
for subsequent decryption by the LCC 12 using the
authentication/encrypticn program €& in memory 32.
The recdemption regquest message RRM can be encrypted
using encryption keys knewn only to the LCC 12 and
the specifiic HTV 20. These may include the uniz
identifier I and the chaining variable C.

The ETV memory 100 also inciudes an audiz
program 160 which steres a reccré cf all activity
pverformed on the HTV 20 in field 181 to assist in
protecting data integrity and to verify that the
various programs in memcry 100 have not been
tampered with. The audit prcgram 160 further
provides a record of player activity for the player
and the lottery authority 11 in che event of any
diszute.

Referring now tc FIGS. 72 and 7B, there is
shown a flowchart of an exemplary cutcome purchase

m “"tickets" (outcemes) from the LCC 12 through an

or ccnveniencs,

'y

at a lottery recailer 11.
the following assumes all outcomes zTe purchased at
a single ©price point. However, the outcomes
purchased frzm the RFD 44 may vrspresent different
price rpoints and may be purchased separarsly by
obtaining an outcome transfsr message for each price

point, or togéther by generating an outcome transfer
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message OTM which regresents outcomes  having
different price points. To becgin the purchase

sequence, the player first activates the ETV 20 and
enters his or her password which is checked Ly the
rassword security program 124. The player then
selects the puxrchase "ticket" function at step 300.
The outcome purchase prcgram 126 cdirects the ETV 20
tCc generate an outcome turchase reguest messags OPRM
as a one-way function ¢f I and C at stap 302. The
clayer provides the OPRM to the agent at the lcttery

the

retailer 11 at step 304. The agent then enters

m

OPRM into the AT 16 which transmics the OPRM ts th
LCC at step 30f. The serial numbexr OPRM could alsc
nave beer provided to the agent by any of the abeve

descrikbed metheds of communicatinc an  outccme

transizr message OTM or a redempticn rsguest message

RRM as described above. The LCC 1I runs its outccme

o

purchase prcgram 48 at step 308 which extracts I and
C from & for that HTV 20. At stez 310, the LCC
ancé C with the values Zor I and C stored

compares
in fields 37 and 38, raspectively, in the HTV memory
area 36 for that ETV 20. As descrized akove, I and C
ars inicially stored in the LCC 12 when the
particular HTV is registered with the lottery

authority 1i. C for a given ETV 20 is updated using

‘a  one-way function every time ouccomes ars

transferred te tihat HTV 20. If I and C match, thern
the LCC 12 serds a ready code tc the AT 16 at step
312. If not, then the LCC 12 cenies the ocutcoms
T beczuse the HTV 20 1is ncc

alterad iz scme way at stec

ication is v

hen provides the agent with the number

to be purchased for a giver pric
6

The agent enzers m and the pric h
AT 16 at step 3i8. Thaz AT 16 transmits m and the
Lec

price poin:t to the at step 32C. The cutcome
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purchase program 48 in LCC memory 32 then rzndomly
selects the nex: m unsold outcomes Oj"'oj+m
for that price point from the RPD 44 at step 322. It
also directs the LCC 12 to store the ocutcomes

Oj"‘oj+m
56, the net-payoff in field 58 and the time/date in

in field 5z, the prics point in field

field 60. The LCC 12 then generates an cutcome
transfer message OTM at step 324 using any one oFf
the methods described in the foregoing. The LCC 1:
can also store the outcome transfer messége c™M for
the given purchase in memory in fisld =0. Aas
discussed in the foregoing, the LCC 12 can use ths
authentication/encryption program 68 to encrvot the
Qutcome transfer message OTM, in chis example firs:
using I as an encryption key and then using C as an

encryption kev at step 326 (the OTM nesed nzt be

it could bpe made authenticatazie bv

encrypted,
appendincg message authentication ccdes which ars
authenticazed in the ETV 20 by ka2ys known caly tc
the LCC 12 and the HTV 20). It then updates C as a
one-way function of the outcome transfsr message -
C=£(0OTM}, and stores the new value for C in fi=ld 33
at step 328. The LCC 12 then transmic tc

transfer message OTM tc the AT 16 at step 330. The

ts the cu

AT prints a receipt 30 containing the OTM, the date,
time, price point and m at scep 332. The agent then
provides the receipt 30 containing the cutcome
transfer message OTM t: the player, and the »nlayer

pays the agent at step 334. At this time, an cutcome

A

purchase confirmaticn messace is communicated fro
the AT 15 to the LCC 12 a: step 236 which indicates
that the player has “irrevocablv"
outccmes reprase d
OTM. The claver then erncars the o

message OTM into the HTV 20 at scep

runs the eutzentication/encryrtion

Q
®

decrypr the outcome transfizr msssa
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C as the key and again using I as the kay at step
340. The outcome transfer message CTM is cthen stored
in field 128 in ETV memory 100 at step 342, LI the
ocutcomes ars simply ccmpressed inco a seguence
Oj"'oj+m (FIG. 9), the deccmpression/
ccmpression program 130 will decompress the seguernce
and store the same in field 132. The cuzcome
purchase pregram 130 may alsc stors the price point
in field 136, and net payoff in field 138.

outccme transfer message OTM represents an

in the HTVRS, the cutcome purchase program
search the HTVRS storad in field 142 for that
address or an acddress where a series of ouicome
reside with the same net payecff as Oj...o.
ne outcome transier message OTM represants

(ad

vaiue for a cne-way function storzd in
trhe cutcome purchase program 1320 will use

value to gensrate the same series cI

0....0. Altarnatively, the cutceme
j j+m :
message OTM mavy simo

vy represent the net-payofZ oa a

s

in whi case

number of m outcomes 0.,
J+m
the game program 152 generates a number cf games

Once the ocutcome messsace

with the same nec payc
OTM has been scored 1in step 342, the uccome
purchase pregram 126 updates C as & one-way Ifuncticn
of OTM and stores the new value fecr C in field 1
step 344. Thus, both the HTY 20 anc the L

ave new values for C stored in memory. The
hen plays games on the ETV 20 generated Dy tha came
>

a
k
t
crogram 132 which yield the cutccmes oj...o‘ .
cr the net peyciZI cn those outcomes at ste
The player’s accsunt balance is updated kv cthe
accounting program 154 as each outcome is ravezle
and storsd in accsunt 135 in i

FIG. 8 is &n exemplary cash-out S&guencs .o th
embocdiment cescribed azove. Essentially, tae
LCC 12 ancd the I1JC 1

[N}

identifies itselZ to <the

-29-




10

15

20

25

30

35

35~

authorizes a payefi oo the outcome sequenie
Oj...oj+m sold to that HTV 20. To becin the
redempticn sequence, the player first activates the
HTV 20 ané enters his or her password wnich is
checked by the password security program 124 as
descriped above. The player then chooses the
cash-out function at step 350. The rademption
program 158 in HIV memory 100 generates the
redemption reguest message RRM, in this example, as
a functicn of I and € at step 352. Thus, the
recemption request message RRM is similar to the
outcome purchase request messace OPRM described in
the outcome purchase sequence of FIGS. 7& and 7B.
The RRM mav also include the upcacad cash ralance in
account 135 which represents the payofZ on the
outcomes wnich were revealed. The value for C was
updated as a one-way function c¢f the outcome
transfer massage OIM at step 344 zbove. The value
for C wae also updated in the LCC memory 32 at step
328 above. The rplayer provides the redemption
request message RRM to the agent &t step 354. The
agent then activates a redemptior function on the AT
16 at step 356. The agent enters the redemgtion
request message RRM into the AT 16 which transmits
the RRM to the LCC 12 at steg 155. The LCC 1z then
runs the redemption program 79 which verifies the
redemption request message RRM by extracting I and C
and comparing the values for I and C with the values

stared in memory 32 in fields 37 and 38,

respectively, at step 360, If I and C do not match
the expected values at step 162, the LCC 12 cenies
the cash-cut reguest at Step 364. If I and C mach
the exgected values at step 362, then at SEt=D 364

the LCC 12 checks ths cash balance embcdied I

redempticn ra2dguest messacge REM against the amcunt

calculated (the payoif stored in £i2ld 58 for that

outcome seguence) as 2 resclt of the sals of the
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outccmes to the HTV 20 and storsd previously in the
HTV account 73 in fieid 74. The LCC 2 chen sexds a
validation message to the AT 1€ at ster 368 and the
amcunt is debited in account 73. The player may opt
to purchase mcre outccmes with the present cash

balance in account 73 &t step 370, in which case the

(0]

cutcome purchase sequence shown in FI 7 may be
rzpeated. Alternatively, the player is paid tv the
agent at step 372.

As descrized briefly abcve, an cutcome purchase

request fer m outcomes Oj"'oj+m mav be
accempanied by x sctandby outcomes OSA..OS‘K. The

standty outccmes ars supplied in a numker suf

to exhaust &ll winnings, or so &s to generate a

rge in at some gwmoint 1in the seguence cove a

piet

larg
pradetermined wvalue where the ocutcome purchase

program 126 in the ETV 20 will dirsct the HETV 20 to
step generating games ané provide a casi-out

instruction oz the display 84. Refarring now to
FIG. 9, there is shown a pcrticn cf an RPD 42 with
five (5) purchased ourtccmes Oj"‘°3+m which
have a net-payoff of $16. In this example, the

outceme purchase program 48 in the LCC 12 has
selected twenty four (24) standby  ouzcomes
Os,..Os+x in two grcups as shown. The standby
outcomes can be selected from anvwners in the RPD 44
but the groups are played in orcer. The relative
positions between the purchased outcomes m and the

standby outcomes x shcwn in the RPD 44 are

exemplary. Fcr the purpese of this examp

cutcomes ar2 purchased for §L. The play

on the purctased cutcomes o""’j+m'
r

5
J
the first group c¢i sixieen

player spends that $16 cn t!

il

(15) scandsy cutcomes znd those outzomes  yleld
net paycff c¢I $8, ths next group may conszituta
eight (8) cutccmes which yield a net payoff ci z

(0) in the first example (full exhausticn of
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winnings! fobd some large prize le.g., $5C0°
represented by the fourth outcome in the order shown
in the second example for the second grour.
Referring to the seccnd example, if the outcoms
sequenice in the second groupr is played in crder, and
the seguence of outcomes is lose, win $2, win S$2,

win §$500, the rplayer retains $4 in winnings after
the first standby group is played and $2+$1+S500 in
the second group for a net win of $507. The game
program 152 in the HTV 20 will direct the HTV 20 to
generate & casi-out message when such a larce
outcome is revealed. If there are any remaining
standby outccmes, in this example four losers, these
will be wvoided in the HTV 20 by the redsmptica
program 158. Similarly, those four standby cutcomes
will be vcided in the LCC 12 when the LCC 12 is
provided wit: a redemgrion request message RRM which
represents ail cutcomes transferred to that HEIV 2¢C,
including the m purchased outcomes, and the x
standby outcomes. Since the player may chcose t¢
cash-out at some time during the segquence beiore all
standby cuctcomes are revealed, the redempticn
request message RRM generated kv the ETV 2@
represents which standby outcomes wers revealed by
the HTV 20 and enables the LCC 12 to compute
proper paycif and to void any urused standby
outccmes in the LCC 12.

Referring now tc FIGS. 10A and 10B, thers is
shown an exemplary flowchart cf an outcome gurchase
seguence including m purchased cutcomes
Oj .. 'oj+rn eand x standby cutcomes Os‘ . 'Os+:<‘
The proteccl in the example is similar :to wha:z
happens in FIG. 7, sc recdundant staps will noc ke
repeated. Az ster 400, the ocutczcme purchase progran

48 in LCC memory randomly selects m  purchased
outcomes C... 'Oj +m and bY stanchy outzomes
o} the RPD 44, The LCC 12 then

s -
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generates an cutcome crznsfer messacs oT™
representinc the m outccmes and x standky outcomes
at step 402. The outcome transier message may
censist of a compressed sequence, address for
outcomes in the HTVRS or a seed value for & one-way
function as described above. The LCC 12 can update C
as a function of the cutcome transfer message QOTM
and store the same in memcry as described above at
step 404. Once the outcome transfsr message OTM has
been read anc auchencicated (if authenticatable} or
decrypted (if encrypted), it is stored in memory 100
in field 128 in the ETV 20 at step 40¢. In this
regard, the m cutcomes Oj"'oj+m may be stored
in field 132 and the szandby cutcomes
Og+:0g,, may be storad in field 134 of the
ETV memcry 100, The same data has been stored in the
LCC memory 32. AL step 408, the HTV updates C as a
cne-way functicn cf OTM. The HTV 20 then generates
games which vyield the m ocutccmes o....o.,“ or
the net payoifi crn those outcomes at stes

KTV 20 utilizes the accounting prcogram

0

cash-balance in account 135 at stepr 412. Up tc this
point, the prcotocol is generzlly the sams as shown
in FIG. 7. At step 414, the cufcome purchase program
126 directs the HTV 20 to display the opticn to

reinvest the cash-balance (winnings) in account 153.

=)

f the player wishes to cash-out, the cash-out
sequence in FIG. 7 may be followed. If the player
wants tc reinvest, the game program 152 will
generate a game which yields a standby cutccme in
Os"'os+x ac st2p 418. Th accountiag  grogram
154 in the ETV 20 updatss account 153 with a new
cash-balance and displavs the updata2d balance o the
winner cn the display 84, dependinc upon whethsr the
standby outcome was & winner or loser at step 418.
The ocutcome purchase Trogram 126 then voids thz last
a

standoy outccme revealed at step 42J and upd
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status (to ‘“revealed") of that outccme in the
sequence of standby outcomes scored in fisld 4. If
the last standby outcome revealed generztss a larg

Ze over some predetermined thresikold a: step 422,

el
I

h
r
the outcome purchase program 48 directs the ETV 20
to display =z message to the player that he cr she
must cash-out at step 424. The player Goes through
the redemption sequence in FIG. 11. If not, the
outcome purchase program 48 checks tc determine
whether there are any unused standkty outcomes
remaining in £field 54 at step 426. If not, the
player has exhaustad the cash-balance in accour: 155
and the HTV 20 generates a zero casi-balance on the

=

display 84 at step 428. If standby outcemes remain,
the player chooses whether to continue to reinves:
at step 430. IZ the playver selects reinvestmen:, the
HTV 20 will generate another game which yields the
next standby outcome at stsp 416. If the glayer
elects tc cash-out, the KTV 20 incdicates the
cash-balance in account 155 at ster 432 and the
player goes through the redemption sequence iz FIG.
1.

Referring ncw to FIG. 11, there is shewn an

‘exemplary cash-out sequence when there are standby

outcomes. To begin the redempticn sequence, the
player first activates the HTV 20 and enters his or
her password which is checked by the password
security program 124 as described akove. The zlayer
initiates the cash-out function at ster 500. The
redemption program 158 in HTV memorv 100 generztes a
status record c¢f the standby cutccmes and the

accompanying casn balance in account 135 RS3Y

r
ri

step 502 and a rademptlon recuest messace RRY as a
function ¢f I and C which appernds RSBY a:z stec 504.
The redempticn crogram 79 also voids any unused

standby outcomes stored in field 54. The redemption

request message RRM may bLke compressad by the
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decomrcression/compression program 14€ in ETV memory
00 inte z smeller message since the record of

1T

P

andby outcomes may be lengthy if the RRM is to be

isplaved on the HTV display 84 or printed out on a
receipt 30 (either in alphanumeric form or in z bar

st
di

code readable format). This example describes an
embodiment where the rlayer provides the redempticn
request message RRM to an agent at the lottery
recailer 18 at step 506. As described above, the
redemption reguest message may be communicatsd o
the AT 16 through other methcds. The agent selects
a redemption function on the AT 1§ at step 508. The
acent then enters the resdemption raguest message RRM
into the AT 16 and the AT 16 ccmmunicactes the
redempticn reguest message RRM to the LCT 12 a: s
510. The LCC then runs the redempticn program 79 tc
verify the redemption request messace REM Dy
extracting RSBY, I andéd C and ccmparing the values
fer I and C with those stored in memory 100 in
fieléds 37 and 38, respectively, at scep 512, If I
and C do not match the expected values at step 514,
the LCC 12 denies the cash-cut request at step 516.
If I and C match the expected values at ster 514,
then the LCC 12 uses the accounting prcgram 154 tc
calculate «the paycff on the standby outcomes
representad in RSBY ané credits the ETV account 153
in field 156. The LCC 12 cthen voids any unused
standby outccmes represented in tha RSBY at ster

520. The LCC 12 then sends a validatior message tc

Referrinc now to FIG. -2, ar LCZ 12 is courled
to & telecommunications network 147 naving

interactive vcice capabilicy and is accessifle by
dialiag a 90C rumper or the like <to enabls the
outceme purchase and radempiion to fe eflectuated
over the telephone i3, Alternatively, the

telecommunicaciens network
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interactive communications network, includinz t

Internet. The protocol is similar to that descriked
above with regard to purchase and redemption at ar
AT 16, except here the player simply kays ths
information into the telephone 13 in response t=
prompts from the system. Thus, the player firs:
communicates the HTV identification information iz
the form of an cutcome purchase regquest message OBRM
to the LCC 12. If HTV identification/racistration is
confirmed, the LCC 12 then provides a ‘"ready'
indication to the player with instructions to selec:
the number of outcomes to be purchased feor each
price point. The LCC 12 then generates an cutcoms
transfer message OTM as described above which ths
clayer manuzlly keys into the HIV 20. The systsn
operates Similarly tc redeem winnings. The ETV 2%
generates & redemption rsquest message RRM, and ths
player keys the redemption reques:t message into the
telephone. The redemption request message RRM is
communicated to the LCC 12, which verifies the
identity of the KTV 20 and the expected paveff. 2
credit is ther made to an account for the HTV/player
in the LCC 12. In a medification of this embodiment,
the HTV 20 cortains a mcdem 95 which enables it rtc
communicate directly over the teleccmmunications
network 14’ to communicate outcoms transfer messaces
OTM from the LCC 12 to the HIV 20 and xredempticn
request messages RRM from the HTV 20 tc the LCC 1zZ.
Alternatively, the HTV 20 mav inccrporate a cellular
phone (nct shown) for the same curpose. This
embediment is still considered to ke an cif-1l:

arrangement as therz is no need to nave an cn-

Y.

connection between the HTV and the LCC during pla

In a Zfurcher embsdiment shewn in FIG. -3, che
LCC 12 commurnicatas through a base scztion network
15 with a cf base staticns 630 f2

troadcasting and receiving RF messages. The HTV 29
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also includes a transceiver 113 for broadcasting
and receivinc RF communications such that all
purchase and redemption functions may be implemented
without the need for the player to travel to a
lottery retailer. The protocol is similar tc that
described above with  respect to the other

embodiments.
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The claims defining the invention are as follows:

1. A method of facilitating a sale of a gaming outcome, comprising:

receiving at a remote computer a request by a player for at least one gaming
outcome;

determining at least one gaming outcome;

arranging for the player to provide payment in exchange for the at least one
gaming outcome; and

transmitting to the player from the remote computer an encoded message
containing the at least one gaming outcome,

in which the encoded message is for input by the player to a gaming

computer, the gaming computer being off-line with respect to the remote computer.

2. The method of claim 1, in which receiving comprises:

receiving the request from the player via a numeric keypad of a telephone.

3. The method of claim 1, in which transmitting comprises:

transmitting the encoded message to the player via a telephone.

4. The method of claim 1, in which at least one of the at least one gaming outcome

1s a lottery outcome.

5. The method of claim 1, further comprising:

receiving a financial account identifier that is associated with the player.

6. The method of claim 1, in which the remote computer has no electronic

communication link with the gaming computer.

7. The method of claim 1, in which the encoded message is in human recognizable
format,
8. A method of facilitating a sale of a gaming outcome, comprising:

transmitting to a remote computer a request by a player for at least one gaming

outcome;

[RALIBCC]04026 doc:gmm
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arranging for the player to provide payment in exchange for the at least one
gaming outcome;

receiving by the player from said remote computer an encoded message
containing the at least one gaming outcome;

inputting by the player the encoded message to a gaming computer, the gaming
computer being off-line with respect to the remote computer; and

receiving by the player the at least one gaming outcome from the off-line gaming

computer.

9. The method of claim 8, in which transmitting comprises:

transmitting the request via a numeric keypad of a telephone.

10. The method of claim 8, in which receiving comprises:

receiving the encoded message from the remote computer via a telephone.

11, The method of claim 8, in which at least one of the at least one gaming outcome

is a lottery outcome.
12. The method of claim 8, further comprising:
transmitting to the remote computer a financial account identifier that is

associated with the player.

13. The method of claim 8, in which the remote computer has no electronic

communication link with the gaming computer.

14. The method of claim 8, in which the encoded message is in human recognizable

format.

[RALIBCC]04026 doc:gmm
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