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(54) Gaming scoring system

(57) Disclosed hereinis agaming server, land-based
gaming terminal, and an interactive peer-to-peer gaming
system relating to a gaming application utilising a first
gaming table (3010) and a predefined number of first
tokens (3015), wherein said first gaming table (3010) in-
cludes a plurality of cells corresponding to said number
of first tokens (3015), each cell of said first gaming table
being associated with a unique identifier, and further
wherein each of said first tokens has an associated value.
The method comprises the steps of: populating (1015)
said first gaming table by storing each of said first tokens
in one of said cells of said first gaming table; iteratively
selecting (1020), by a first player, one of said cells of said
first gaming table to reveal one of said first tokens stored
therein, until each of said first tokens has been revealed:;
and utilising said values associated with said first tokens
to determine a score for said first player, based on an
order in which said first tokens were revealed.
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Description
Related Applications

[0001] This application is related to Australian Provi-
sional Patent Application No. 2008904067 entitled
"Gaming method and system", filed on 8 August, 2008
in the name of Anthony Robert Farah, the entire contents
of which are incorporated herein by reference.

[0002] This application is related to Australian Provi-
sional Patent Application No. 2008904616 entitled
"Gaming method and system", filed on 5 September,
2008 in the name of Anthony Robert Farah, the entire
contents of which are incorporated herein by reference.
[0003] Thisapplicationisrelatedto International (PCT)
Application No. PCT/AU2009/001015 entitled "Deter-
mining a game score based on differences between con-
secutive token values", filed on 7 August, 2009 in the
name of Anthony Robert Farah, the entire contents of
which are incorporated herein by reference.

[0004] This application is related to Australian Patent
Application No. 2010200417 entitled "Gaming method
and system", filed on 5 February, 2010 in the name of
Anthony Robert Farah, the entire contents of which are
incorporated herein by reference.

Field of the Invention

[0005] The present invention relates generally to en-
tertainment and, in particular, to a gaming method and
system.

Background

[0006] Games of chance, skill, and entertainment exist
in many different formats and are played using a variety
of different gaming platforms. Such platforms can in-
clude, for example, cards, board games, playing fields,
and computing devices.

[0007] Itis desirable for a game to attract a player and
retain the attention of the player throughout the duration
of the game.

[0008] Thus, a need exists to provide an improved
gaming method and system.

Summary

[0009] Itis an object of the present invention to over-

come substantially, or at least ameliorate, one or more
disadvantages of existing arrangements.

[0010] Described herein are a gaming system, meth-
od, and computer program product that utilise a first gam-
ing table and a predefined number of tokens. The gaming
table includes a number of cells that correspond to the
number of tokens and each token has an associated val-
ue. The tokens are stored in the cells of the gaming table,
with one token in each cell, until all of the cells are pop-
ulated. A player then selects a cell of the gaming table
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to reveal the token stored therein. The player continues
to select cells of the gaming table to reveal the tokens
stored therein, until all of the tokens have been revealed.
The gaming system, method, and computer program
product of the present disclosure compute a score for a
player by utilising the values associated with the tokens,
based on an order in which the tokens were revealed.
[0011] In one implementation, the values associated
with consecutively revealed tokens are utilised to deter-
mine a relative value for each pair of revealed tokens.
The relative values for all of the pairs of revealed tokens
are summed to obtain a total score for that player. Thus,
the gaming system, method, and computer program
product of this embodiment compute a score for a player
based on the relative difference between values associ-
ated with consecutively selected tokens. The gaming
system, method, and computer program product may op-
tionally include a starting value to compute an initial score
based on a relative difference between the starting value
and a first revealed token. The gaming system, method,
and computer program product may optionally include a
finishing value to compute a finishing score based on a
relative difference between the finishing value and a final
revealed token. The gaming system, method, and com-
puter program product may optionally both a starting val-
ue and a finishing value.

[0012] In another implementation, a predefined or-
dered sequence of values is utilised to determine a score
for the player, in conjunction with the order in which the
tokens were revealed. The value of each token is com-
pared to a value in the predefined ordered sequence of
values corresponding to the order in which that token
was revealed to determine a score associated with each
revealed token. In one embodiment, the predefined or-
dered sequence of values corresponds to a number of a
turnin which atoken is revealed. In another embodiment,
the predefined ordered sequence of values is predefined
by a competing player, a gaming administrator or oper-
ator, or a random number generator.

[0013] In one implementation, the gaming system,
method, and computer program product of the present
disclosure involve game play between two players. Each
player populates a gaming table with a set of tokens,
wherein the other player is unable to witness how the
opposing player has populated their respective gaming
table. Thus, a first player populates a first gaming table
with a first set of tokens and a second player populates
a second gaming table with a second set of tokens. The
first player reveals the second set of tokens stored in the
gaming table of the second player by iteratively selecting
cells of the second gaming table. Similarly, the second
player reveals the first set of tokens stored in the first
gaming table by iteratively selecting cells of the first gam-
ing table.

[0014] The selection of cells by the first player and the
second player may occur in an interleaved manner, with
the first player and second player taking turns to select
a cell from the gaming table of the other player. Alterna-
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tively, the first player and second player can each provide
a list or sequence of cells in the order in which the tokens
are to be stored in their gaming table and provide a list
or sequence of cells in the order in which the tokens are
to be revealed from the gaming table of the other player.
[0015] According to another aspect of the present dis-
closure, there is provided an apparatus for implementing
any one of the aforementioned methods.

[0016] According to a further aspect of the present dis-
closure, there is provided a computer program product
including a computer readable medium having recorded
thereon a computer program for implementing any one
of the methods described above.

[0017] Other aspects of the invention are also dis-
closed.

Brief Description of the Drawings

[0018] One or more embodiments of the present in-
vention will now be described with reference to the draw-
ings, in which:

Fig. 1 is a flow diagram of a method of gaming ac-
cording to an embodiment of the present disclosure;
Figs 2A to 2H are a flow diagram of a method of
gaming according to an embodiment of the present
disclosure;

Fig. 3 is a schematic representation of a gaming
method and system according to an embodiment of
the present disclosure;

Fig. 4 is a flow diagram of a method of determining
scores for the gaming method and system of Figs 1
to 3;

Fig. 5 is a schematic block diagram representation
of a gaming system according to an embodiment of
the present disclosure;

Figs 6A and 6B are a flow diagram of player inter-
action while playing a gaming method according to
an embodiment of the present disclosure;

Fig. 7 is a schematic block diagram of a general pur-
pose computer upon which arrangements described
can be practised;

Figs 8A to 8C are schematic block diagram repre-
sentations of preselection interfaces in accordance
with embodiments of the present disclosure;

Fig. 9 is a schematic block diagram representation
of a gaming system in accordance with an embodi-
ment of the present disclosure;

Fig. 10 is a flow diagram of a method of determining
scores for the gaming method and system of the
present disclosure;

Fig. 11 is a flow diagram of a method of determining
scores for the gaming method and system of the
present disclosure;

Fig. 12 is a flow diagram of a method of determining
scores for the gaming method and system of the
present disclosure3;

Fig. 13 is a flow diagram of a method of determining
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scores for the gaming method and system of the
present disclosure;

Fig. 14 is a flow diagram of a method of determining
scores for the gaming method and system of the
present disclosure; and

Fig. 15 is a flow diagram of a method of determining
scores for the gaming method and system of the
present disclosure.

Detailed Description

[0019] Where reference is made in any one or more
of the accompanying drawings to steps and/or features
that have the same reference numerals, those steps
and/or features have for the purposes of this description
the same function(s) or operation(s), unless the contrary
intention appears.

Overview

[0020] Disclosed herein is a gaming method and sys-
tem. According to one embodiment, a plurality of prede-
fined tokens is provided, wherein each token is associ-
ated with a value. A gaming table with a corresponding
number of gaming cells is also provided, wherein each
cell is associated with a unique cell identifier. Each gam-
ing cell is capable of storing one of the tokens.

[0021] The gaming table represents an area on which
the game is to be played, and can be implemented using,
for example, a physical table, a portion of real estate on
adisplay of an electronic device, such as adisplay screen
of a mobile phone handset or computing device, or an
area of a proprietary gaming and wagering terminal. Oth-
er physical and virtual implementations can equally be
practised without departing from the spirit and scope of
the present disclosure.

[0022] In one mode of play, each of the tokens is allo-
cated to a corresponding one of the gaming cells and
stored therein. The tokens are not initially revealed to a
player. The player utilises the cell identifiers to select one
of the gaming cells and the corresponding token stored
therein is revealed. The player then selects a second
gaming cell to reveal the token stored in the second gam-
ing cell. The game continues until the player has selected
all of the gaming cells and all of the tokens have been
revealed.

[0023] A score is then determined based on the se-
quence in which the tokens were revealed.

[0024] As each token has an associated value, one
embodiment determines relative differences between
values associated with consecutively selected tokens by
calculating an absolute value between successively re-
vealed tokens. The sum of the absolute values is the
score awarded to the player for that game; the lower the
score, the better.

[0025] Inone embodiment, a predefined starting value
is provided to enable an initial score to be determined,
based on a value of the first selected token. The initial
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score is the absolute value between the starting value
and the value of the first selected token. The initial score
is included in the sum of the absolute values to determine
the score awarded to the player. In a further embodiment,
a predefined finishing value is provided to enable a fin-
ishing score to be determined, based on a value of the
final selected token. The finishing score is the absolute
value between the finishing value and the value of the
final selected token. The finishing score is included in the
sum of the absolute values to determine the score award-
ed to the player. In another embodiment, a starting value
and a finishing value are provided to enable an initial
score and a finishing score to be determined in the man-
ner described above. Each of the initial score and the
finishing score is included in the sum of the absolute val-
ues to determine the score awarded to the player.
[0026] An alternative embodiment utilises a prede-
fined ordered sequence of values to determine the score,
based on the sequence in which the tokens were re-
vealed. The method determines a relative difference be-
tween values associated with the selected tokens and
corresponding values in the predefined ordered se-
quence of values. The sum of the relative differences is
the score awarded to the player for that game; the lower
the score, the better. In one embodiment, the predefined
ordered sequence of values is a set of numbered turns.
In another embodiment, the predefined ordered se-
quence of values is assigned by a random number gen-
erator, a competing player, a game administrator, or oth-
er means.

[0027] Inone embodiment, the tokens are allocated to
the gaming cells by a competitor of the player, or a game
controller. The game controller can be another person
or a program executing on a computing device.

[0028] In one embodiment in which the tokens are al-
located to the gaming cells by a game controller, thus
populating the gaming table with the tokens, a first player
and a second player provide a first and second sequence
of identifiers, respectively, corresponding to cells of the
gaming table. The gaming method determines a first se-
qguence of tokens stored in the gaming table by utilising
the first sequence of identifiers. Similarly, the gaming
method determines a second sequence of tokens stored
in the gaming table by utilising the second sequence of
identifiers. Determining the first and second sequences
may be readily performed, as the identifiers in the first
and second sequences of identifiers correspond directly
to cells of the gaming table.

[0029] The gaming method determines a first score for
the first player, based on relative differences between
values associated with consecutive tokens in the first se-
quence of tokens, and determines a second score for the
second player, based on relative differences between
values associated with consecutive tokens in the second
sequence of tokens. The gaming method then deter-
mines a winner, based on the first score and the second
score. Any number of players can compete in this em-
bodiment by each providing a sequence of identifiers cor-
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responding to cells of the gaming table. A score is deter-
mined for each player, as described above, and then a
winner is determined.

[0030] In another embodiment, an interactive gaming
method and system are provided to facilitate the playing
of a game between two players. An instance of a game
includes three main phases: "setup", "attack", and "scor-
ing". During the "setup" phase, each player populates a
gaming table with a sequence of tokens. Thus, a first
player and asecond player are provided with correspond-
ing first and second gaming tables. Each gaming table
includes a number of gaming cells. A first set of tokens
is allocated to the first player and a second set of tokens
is allocated to the second player. The first and second
sets of tokens are identical, and each token in the re-
spective sets is associated with a value. The first player
selects a gaming cell on the first gaming table for each
one of the tokens in the first set of tokens. Similarly, the
second player selects a gaming cell on the second gam-
ing table for each one of the tokens in the second set of
tokens. The first gaming table is hidden from the second
player and the second gaming table is hidden from the
first player while the tokens are being placed.

[0031] Once each of the first and second players has
populated their respective firstand second gaming tables
with the respective first and second sets of tokens, the
game enters the "attack" phase. During the "attack"
phase, the first player and the second player take turns
to select a gaming cell from the playing table of the other
player. The gaming cells are selected by utilising unique
identifiers associated with each of the cells. When a cell
is selected, the token stored therein is revealed to the
other player.

[0032] The values associated with the predefined to-
kens form a sequence. ltis desirable for a playertoreveal
tokens in an order that corresponds to the sequence of
the values associated with the tokens (or an inversion
thereof). The scoringis dependenton the absolute values
between successively revealed tokens, and thus the low-
est score is achievable by revealing the tokens in the
same order as defined by the values associated with the
tokens (or in reverse). Calculating absolute values be-
tween successively revealed tokens provides a score
based on relative differences between values associated
with consecutively selected tokens.

[0033] Once all of the gaming cells for the first and
second gaming tables have been selected and all of the
tokens from the first and second sets of tokens have con-
sequently been revealed, the game passes to the "scor-
ing" phase. The "scoring" phase calculates the absolute
values between the tokens in the order in which the to-
kens were revealed and then the absolute values are
added to provide a total. The player with the lower total
is the winner. If the totals are the same, it is a draw.
[0034] The tokens can be numbers, icons, pictures, or
any graphical symbol. The tokens are arranged in a se-
quential order by virtue of the values associated with the
tokens. It is desirable to identify the tokens in the same
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sequential order, or the reverse thereof, to minimise the
score.

[0035] In an alternative embodiment, the "attack"
phase and the "scoring" phase occur in parallel, such
that one or more interim scores are provided to the play-
ers during the attack phase. In one implementation, the
"attack" phase and the "scoring" phase are interleaved
to provide each player with a progress score after each
token has been revealed. Such an embodiment provides
the players with immediate feedback relating to their
progress in the game.

[0036] Inoneimplementation, the players are informed
only of their respective score. In another implementation,
the scores of the first and second players are provided
to each of the first and second players, and thus both
first and second players will have an indication of their
performance relative to the other player, and thus will
have an indication of their relative chances of success.
[0037] A further embodiment provides information to
the players at one or more intervals during play of the
game. The information is based on the sequence of to-
kens chosen to that time and may include, for example,
one or more of: a player’s current score, a maximum
possible score for that player based on the remaining
tokens, a minimum possible score for that player based
on the remaining tokens, a range of possible scores for
that player based on the remaining tokens, an opponent’s
score, amaximum possible score for the opponent based
on the remaining tokens, a minimum possible score for
the opponent based on the remaining tokens, a range of
possible scores for the opponent based on the remaining
tokens, a probability of the player winning based on the
current position of the game, and a probability of the op-
ponent winning based on the current position of the
game. The players can then utilise the information to
make decisions relating to further bets and stakes that
may be wagered on the game.

[0038] Oneembodiment of the present disclosure pro-
vides each of firstand second players with a gaming table
in the form of a 3 x 3 grid upon which the first and second
players have to place the numbers 1 (one) through to 9
(nine) in any cell within the gaming table without the other
player knowing where they have placed their numbers
on their gaming table. Once a player has completed plac-
ing the numbers on the gaming table, that player must
wait until their opponent has also setup their gaming ta-
ble. Once both players have prepared their respective
gaming tables (placed the numbers 1 through to 9 within
each cell in the game), the game is ready to begin.
[0039] One player will make the first guess at identify-
ing a number on the opposing player’s gaming table. The
player will select a cell, using a unique identifier associ-
ated with the cell, and the opponent will reveal what
number they had placed in the selected cell. The player
will then record the revealed number on his score sheet.
As there are 9 numbers stored in the 9 cells of the 3 x 3
grid of the gaming table, each player will have 9 attacking
attempts to identify where the numbers are located on
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their competitor’'s gaming table. The attacking attempts
and their order define an "attack sequence".

[0040] Theideaofthe gameisthatthe opposing player
will attempt to guess where the player has placed their
numbers and with each attempt identify a sequence. The
goal of the game is to guess where each number is and,
with every attempt, guess a low scoring sequence. The
total score is determined by determining relative differ-
ences between values associated with consecutively se-
lected first tokens and then adding each of the absolute
differences between each score sequence. In this par-
ticular example, the lowest scoring sequences are
1,2,3,4,5,6,7,8,9 and 9,8,7,6,5,4,3,2,1. The player with
the lowest score wins the game. The lowest possible
score for this embodiment is 8.

[0041] For example, if the first player selects the cells
in the order in which those cells contain the numbers 1
to 9, the revealed sequenceis 1,2, 3,4,5,6,7,8,9. The
scoring is set out below:

Score Sequence achieved {1,2,3,4,5,6,7,8,9}

Score 1 &2 1-2=-1]=1
Score 2&3 2-3=|-1=1
Score 3&4 3-4=]1=1
Score 485 4-5=1|-1|=1
Score 5&6 56=|-1=1
Score 6&7 6-7=|-1=1
Score 7&8 7-8=-1=1
Score 8&9 8-9=|-1=1
Total Score 1+1+1+1+1+1+141 =8
[0042] If the first and second player attain the same

Total Score, it is a draw. Draws can be handled in many
different ways. For example, another complete or partial
game can be played, the prize can be split, or a bonus
round can be instigated. Such a bonus round may in-
clude, for example:

i. BLACK/RED. Each player must select a colour
from a colour range. Each player must then guess
what the other player has selected. The player that
guesses correctly in a single iteration of the
BLACK/RED round wins the game.

ii. Pick the number. Each player must select a
number from a predefined number range. The player
who guesses the other player’'s number in a round
of pick the number wins. If both players guess the
respective number in the first round then another
round of "Pick the number" must be played.

iii. Closest guess. Each player must select a
number from a predefined number range. Each op-
ponent has to guess what number their opponent
picked. The player that guesses the number which
is the closest in value to the other participant’s cho-
sen number, wins.

iv. Random number generator. A winner is allocat-
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ed by a random number generator executing on a
processor of a computing device.

v. Best Player. A winner is identified as the player
whose total score was lower to the other player in a
prior score sequence before the draw occurred. The
prior score sequence can include all scores deter-
mined before the draw occurred or any subset there-
of.

vi. Best Last Play. A winner is identified as the play-
er who scored the lowest score in a previous score
sequence(s). The previous score sequence can in-
clude a score derived from a most recent pair of to-
kens, or a score derived from any sequence of re-
vealed tokens before the draw occurred.

vii. Replay. A new game is played due to the draw
occurring.

viii. Share Prize. The players share the WIN out-
come.

ix. Lowest Number First. The player who revealed
the lowest number(s) first is determined as the win-
ner, the lowest number corresponding to the lowest
value associated with one of the tokens.

x. Highest Number First. The player who revealed
the highest number(s) first is determined as the win-
ner, the highest number corresponding to the highest
value associated with one of the tokens.

[0043] Other embodiments utilise a gaming table hav-
ing a 2 x 2 grid of cells with a sequence of tokens from
1 to 4, a gaming table having a 4 x 4 grid of cells with a
sequence of tokens from 1 to 16, a gaming table having
a 5 x 5 grid of cells with a sequence of tokens from 1 to
25, and so forth. Yet other embodiments utilise gaming
tables with cells not arranged in a grid formation. For
example, the cells can be placed in one or more lines,
the cells can be arranged to form a picture or geometric
representation, orthe cells can be placed randomly within
the gaming table. As long as the cells are associated with
unique identifiers, any number of cells can be utilised in
any desired arrangement.

[0044] Fig. 1 is a flow diagram of a process 1000 for
playing a game in accordance with one embodiment of
the present disclosure. In this embodiment, the prede-
fined tokens are the numbers 1, 2, 3,4, 5,6, 7, 8, 9 and
the value associated with each token is the number itself.
Thus, 1 has avalue of 1, 2 has a value of 2, 3 has a value
of 3, 4 has a value of 4, 5 has a value of 5, 6 has a value
of 6, 7 has a value of 7, 8 has a value of 8, and 9 has a
value of 9. The sequences 1, 2, 3,4, 5,6,7, 8,9 and 9,
8,7,6,5, 4,3, 2,1 will produce a lowest possible sum
of "8" for the absolute values of successive tokens. In
this embodiment, a gaming table consisting of 9 cells
arranged in a 3 x 3 grid is provided to each of a first and
a second player.

[0045] The gaming process 1000 commences at a Be-
gin step 1005 and progresses to step 1010, in which the
first and second players register to play an instance of
the game. The actual step of registration will depend on
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the platform on which the game is being played. In a
board game environment, registration may include col-
lecting tokens and a gaming table. In a mobile telephone
environment, selecting a gaming application on a mobile
handset may register the user with aremote gaming serv-
er via a communications network. Optionally, depending
on the application, a user may be required to transfer
personal information. In an ad-hoc wireless network en-
vironment, such as Bluetooth, the establishment of an
ad-hoc wireless connection may constitute the registra-
tion. In an online computing environment, registration
may include the steps of browsing a website and provid-
ing personal information.

[0046] Control passes to step 1015, in which the first
and second players set up a respective gaming table by
placing each of the tokens 1 to 9 in a cell of the 3 x 3 grid.
The aim of the game is to identify the locations of a com-
peting player’s sequence of numbers on a corresponding
gaming table.

[0047] Instep 1020, thefirst player attacks by selecting
a first cell in the 3 x 3 grid of the gaming table of the
second player . The first player is free to choose any cell,
and selects the cell by using unique identifiers associated
with each of the cells. In one embodiment, the columns
of the 3 x 3 grid of the gaming table are allocated "A",
"B", "C", respectively, and the rows "1", "2", "3", respec-
tively, as identifiers. Thus, the top-left cell is designated
A1 and the bottom-right cell is designated C3. The token
stored in the selected cell is then revealed to the first
player.

[0048] Control passes to step 1025 and the second
player attacks by selecting a cell of the gaming table of
the first player. The token stored in the selected cell is
then revealed to the second player. Control passes to
decision step 1030, which determines whether the game
has completed. If the game has not completed, No, con-
trol returns to step 1020 and the first player attacks again.
However, if at step 1030 the game has completed, Yes,
control passes to step 1035. Step 1035 determines a
winner based on scores derived during the gaming proc-
ess. Values associated with each token are utilised to
determine a score for the sequence in which the tokens
were revealed by each of the first player and the second
player. Control then passes to step 1040 and the process
1000 terminates.

[0049] As described above, it is possible for the "at-
tack" phase and the "scoring" phase to run in parallel. In
such an embodiment, scores are calculated after each
token is revealed by an "attacking" move, and thus the
winner is readily determined once all tokens have been
revealed.

[0050] The example of Fig. 1 will now be described in
greater detail with reference to Fig. 2, Fig. 3, and Fig. 4.
A finite sequence of tokens 1, 2, 3,4, 5,6, 7, 8, 9is to
be utilised by each of the first player and the second
player. As described above with reference to Fig. 1, the
gaming table for this example includes 9 cells arranged
in a 3 x 3 grid. Fig. 3 shows a gaming system 3000 with
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a gaming table 3010 with columns denoted "A", "B", and
"C" and rows denoted "1", "2", and "3". The gaming sys-
tem 3000 also includes an array 3015 of the sequence
of tokens "1, 2, 3,4,5,6,7, 8,9".

[0051] Figs 2A to 2H show a flow diagram explaining
the steps of Fig. 1 in more detail. A gaming process 2000
begins at a begin step 2002 of Fig. 2A and proceeds to
a player registration step 2004. Control passes to step
2006, in which the first player prepares the first gaming
table by placing each of the tokens 1 to 9 in cells of the
first player's choosing. Control passes to 2008 and the
second player prepares the second gaming table by plac-
ing each of the tokens 1 to 9 in the cells of the second
player’s choosing. At this stage, the tokens placed by the
second player in the cells of the second gaming table are
not visible to the first player and the tokens placed by the
first player in the first gaming table are not visible to the
second player. It will be appreciated that steps 2006 and
2008 can be reversed or performed in parallel, without
departing from the spirit and scope of the present disclo-
sure.

[0052] In this example, the gaming table 3010 of Fig.
3 represents the second gaming table. Arrows from the
array 3015 to the gaming table 3010 indicate the manner
in which the second player has populated the gaming
table in this example. Thus, cell A1 contains "2", cell B1
contains "8", cell C1 contains "6", cell A2 contains "7",
cell B2 contains "1", cell C2 contains "9", cell A3 contains
"4" cell B3 contains "3", and cell C3 contains "5".
[0053] Fig. 4 is an example of a scoring sheet 4000
that can be utilised to track scores during an instance of
a game. The scoring sheet 4000 shows a first column
consisting of 9 cells into which tokens revealed during
game play can be placed. The scoring sheet 4000 also
shows a second column next to the first column. The
second column consists of 8 cells, wherein the second
column is displaced relative to the first column, such that
each cell of the second column straddles two cells from
the first column. The cells of the second column are for
storing the absolute values of the tokens stored in the
adjacent cells of the first column. For the sake of brevity
and clarity, the first gaming table and scoring chart for
the second player are not shown.

[0054] Once the first player and second player have
prepared their respective firstand second gaming tables,
control passes from step 2008 to 2010, in which the first
player makes a first attacking attempt by choosing a cell
on the grid of the second playing table. In step 2012, the
token placed in the selected cell is revealed to the first
player. If the first player selects cell A2, the token "7" is
revealed to the first player. For scoring purposes, "7" is
placed in the first cell of the first column of Fig. 4. In this
example, the tokens and their associated values are the
same. In alternative embodiments, the value associated
with the revealed token is utilised for scoring purposes.
[0055] Control passes to step 2014 for the first attempt
of the second player. The second player chooses a cell
on the grid of the first playing table and control passes
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to step 2016 of Fig. 2B in which the token placed in the
selected cell is revealed to the second player.

[0056] Control passes fromstep2016to 2018, inwhich
the first player makes a second attacking attempt by
choosing a second cell on the grid of the second playing
table. In step 2020, the token placed in the selected cell
is revealed to the first player. The first player knows that
the first token revealed was "7" and that the smallest
score will be achieved by selecting the cell in which the
second player placed either the "6" or the "8", as the
absolute difference between "7" and "6" is 1 and the ab-
solute difference between "7" and "8" is 1.

[0057] If the first player selects cell C1, the token "6"
is revealed to the first player. The token "6" is placed in
the second cell of the first column of Fig. 4. Control pass-
es to step 2022, which determines a first score for the
first player by calculating the absolute value of the differ-
ence between the values associated with the tokens re-
vealed by the first and second attempts of the first player.
The first score is the relative difference between the val-
ues associated with the tokens revealed by the first and
second attempts of the first player. In this example, the
first and second attempts revealed tokens "7" and "6",
which have an absolute difference of 1. Thus, the first
score of the first player is 1. This first score is entered in
the first cell of the second column of Fig. 4.

[0058] Control passes to step 2024 for the second at-
tempt of the second player. The second player chooses
a second cell on the grid of the first playing table and
control passes to step 2026 in which the token placed in
the selected cell is revealed to the second player. Control
then passes to step 2028 to determine a first score of the
second player.

[0059] Control passes from step 2028 to 2030 of Fig.
2C, in which the first player makes a third attacking at-
tempt by choosing a third cell on the grid of the second
playing table. In step 2032, the token placed in the se-
lected cell is revealed to the first player. The first player
knows that the most recently revealed token was "6" and
that the smallest score will be achieved by selecting the
cell in which the second player placed the "5", as the
absolute difference between "7" and "6" is 1. Token "7"
was selected in the first attacking attempt.

[0060] If the first player selects cell B3, the token "3"
is revealed to the first player. The token "3" is placed in
the third cell of the first column of Fig. 4. Control passes
to step 2034, which determines a second score for the
first player by calculating the absolute value of the differ-
ence between the values associated with the tokens re-
vealed by the second and third attempts of the first player.
In this example, the second and third attempts revealed
tokens "6" and "3", which have an absolute difference of
3. Thus, the second score of the first player is 3. This
second score is entered in the second cell of the second
column of Fig. 4.

[0061] Control passes to step 2036 for the third attempt
of the second player. The second player chooses a third
cell on the grid of the first playing table and control passes
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to step 2038 in which the token placed in the selected
cellis revealed to the second player. Control then passes
to step 2040 to determine a second score of the second
player.

[0062] Control passesfromstep 2040to 2042, in which
the first player makes a fourth attacking attempt by
choosing a fourth cell on the grid of the second playing
table. In step 2044, the token placed in the selected cell
is revealed to the first player. The first player knows that
the most recently revealed token was "3" and that the
smallest score will be achieved by selecting the cell in
which the second player placed either the "2" or the "4",
as the absolute difference between "3" and "2" is 1 and
the absolute difference between "3" and "4" is 1.
[0063] If the first player selects cell C2, the token "9"
is revealed to the first player. The token "9" is placed in
the second cell of the first column of Fig. 4. Control pass-
es to step 2046 of Fig. 2D, which determines a third score
for the first player by calculating the absolute value of the
difference between the values associated with the tokens
revealed by the third and fourth attempts of the first play-
er. In this example, the third and fourth attempts revealed
tokens "3" and "9", which have an absolute difference of
6. Thus, the third score of the first player is 6. This third
score is entered in the third cell of the second column of
Fig. 4.

[0064] Control passes to step 2048 for the fourth at-
tempt of the second player. The second player chooses
afourth cell on the grid of the first playing table and control
passes to step 2050 in which the token placed in the
selected cell is revealed to the second player. Control
then passes to step 2052 to determine a third score of
the second player.

[0065] Control passesfromstep 2052 to 2054, in which
the first player makes a fifth attacking attempt by choos-
ing a fifth cell on the grid of the second playing table. In
step 2056, the token placed in the selected cell is re-
vealed to the first player. The first player knows that the
most recently revealed token was "9" and that the small-
est score will be achieved by selecting the cell in which
the second player placed the "8", as the absolute differ-
ence between "9" and "8" is 1.

[0066] If the first player selects cell A1, the token "2"
is revealed to the first player. The token "2" is placed in
the fifth cell of the first column of Fig. 4. Control passes
to step 2058, which determines a fourth score for the first
player by calculating the absolute value of the difference
between the values associated with the tokens revealed
by the fourth and fifth attempts of the first player. In this
example, the fourth and fifth attempts revealed tokens
"9 and "2", which have an absolute difference of 7. Thus,
the fourth score of the first player is 7. This fourth score
is entered in the fourth cell of the second column of Fig. 4.
[0067] Control passes to step 2060 for the fifth attempt
of the second player. The second player chooses a fifth
cellon the grid of the first playing table and control passes
to step 2062 of Fig. 2E in which the token placed in the
selected cell is revealed to the second player. Control
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then passes to step 2064 to determine a fourth score of
the second player.

[0068] Control passes from step 2064 to 2066, in which
the first player makes a sixth attacking attempt by choos-
ing a sixth cell on the grid of the second playing table. In
step 2068, the token placed in the selected cell is re-
vealed to the first player. The first player knows that the
most recently revealed token was "2" and that the small-
est score will be achieved by selecting the cell in which
the second player placed either the "1" or the "3", as the
absolute difference between "2" and "1" is 1 and the ab-
solute difference between "2" and "3" is 1.

[0069] If the first player selects cell C3, the token "5"
is revealed to the first player. The token "5" is placed in
the sixth cell of the first column of Fig. 4. Control passes
to step 2070, which determines a fifth score for the first
player by calculating the absolute value of the difference
between the values associated with the tokens revealed
by the fifth and sixth attempts of the first player. In this
example, the fifth and sixth attempts revealed tokens "2"
and "5", which have an absolute difference of 3. Thus,
the fifth score of the first player is 3. This fifth score is
entered in the fifth cell of the second column of Fig. 4.
[0070] Control passes to step 2072 for the sixth at-
tempt of the second player. The second player chooses
a sixth cell on the grid of the first playing table and control
passes to step 2074 in which the token placed in the
selected cell is revealed to the second player. Control
then passes to step 2076 to determine a fifth score of the
second player.

[0071] Control passes from step 2076 to 2078 of Fig.
2F, in which the first player makes a seventh attacking
attempt by choosing a seventh cell on the grid of the
second playing table. In step 2080, the token placed in
the selected cell is revealed to the first player. The first
player knows that the most recently revealed token was
"5" and that the smallest score will be achieved by se-
lecting the cell in which the second player placed the "4".
[0072] If the first player selects cell B1, the token "8"
is revealed to the first player. The token "8" is placed in
the seventh cell of the first column of Fig. 4. Control pass-
es to step 2082, which determines a sixth score for the
first player by calculating the absolute value of the differ-
ence between the values associated with the tokens re-
vealed by the sixth and seventh attempts of the first play-
er. In this example, the sixth and seventh attempts re-
vealed tokens "5" and "8", which have an absolute dif-
ference of 3. Thus, the sixth score of the first player is 3.
This sixth score is entered in the sixth cell of the second
column of Fig. 4.

[0073] Control passes to step 2084 for the seventh at-
tempt of the second player. The second player chooses
a seventh cell on the grid of the first playing table and
control passes to step 2086 in which the token placed in
the selected cell is revealed to the second player. Control
then passes to step 2088 to determine a first score of the
second player.

[0074] Control passes from step 2088 to 2090, in which
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the first player makes an eighth attacking attempt by
choosing an eighth cell on the grid of the second playing
table. In step 2092, the token placed in the selected cell
is revealed to the first player. The first player knows that
the most recently revealed token was "8" and that the
remaining tokens are 1 and 4. Thus, the smallest score
for this attempt will be achieved by selecting the cell in
which the second player placed either the "4".

[0075] If the first player selects cell A3, the token "4"
is revealed to the first player. The token "4" is placed in
the second cell of the first column of Fig. 4. Control pass-
es to step 2094 of Fig. 2G, which determines a seventh
score for the first player by calculating the absolute value
of the difference between the values associated with the
tokens revealed by the sixth and seventh attempts of the
first player. In this example, the sixth and seventh at-
tempts revealed tokens "8 and "4", which have an abso-
lute difference of 4. Thus, the seventh score of the first
player is 4. This seventh score is entered in the seventh
cell of the second column of Fig. 4.

[0076] Control passes to step 2096 for the eighth at-
tempt of the second player. The second player chooses
an eighth cell on the grid of the first playing table and
control passes to step 2098 in which the token placed in
the selected cell is revealed to the second player. Control
then passes to step 2100 to determine a seventh score
of the second player.

[0077] Control passesfromstep2100to0 2102, in which
the token placed in the ninth and remaining cell on the
grid of the second playing table is revealed to the first
player. As there is only one cell remaining, there is no
input required from the first player. The remaining cell is
B1 and the token "1" is revealed. "1" is placed in the ninth
cell of the first column of Fig. 4. Control passes to step
2104, which determines an eighth score for the first play-
er by calculating the absolute value of the difference be-
tween the values associated with the tokens revealed by
the eighth and ninth attempts of the first player. In this
example, the eighth and ninth attempts revealed tokens
"4"and "1", which have an absolute difference of 3. Thus,
the ninth score of the first player is 3. This eighth score
is entered in the eighth cell of the second column of Fig. 4.
[0078] Control passes to step 2106 in which the token
placed in the ninth and remaining cell on the grid of the
gaming table of the first player is revealed to the second
player. Control then passes to step 2108 to determine
an eighth score of the second player.

[0079] Control passes from step 2108 to step 2110 of
Fig. 2H. Step 2110 calculates a total score for the first
player by adding up the first score (1), the second score
(3), the third score (6), the fourth score (7), the fifth score
(3), the sixth score (3), the seventh score (4), and the
eighth score (3) to produce a total of 30. The first score
(1), the second score (3), the third score (6), the fourth
score (7), the fifth score (3), the sixth score (3), the sev-
enth score (4), and the eighth score (3) represent a first
set of absolute values for the sequence of revealed to-
kens for the first player. Thus, the sum of the relative
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differences between the values associated with consec-
utively selected tokens provides the total score for the
firstplayer. Control passes to step 2112, which calculates
a total score for the second player in a manner similar to
that described with reference to step 2110. It will be ap-
preciated that the scores of the first and second player
can equally be determined in any order or in parallel.
[0080] Fig. 13 is an example of an alternative scoring
sheet 13000 that can be utilised to track scores during
an instance of a game. In this embodiment, a predefined
starting value and a predefined finishing value are pro-
vided. In this example, the starting value is "1" and the
finishing value is "9". The starting value and the finishing
values depend on the particular application and can be,
for example, predefined values set by a competing play-
er, agame administrator, or arandom number generator.
[0081] The scoring sheet 13000 shows a first column
consisting of 9 cells into which tokens revealed during
game play can be placed. The scoring sheet 13000 also
shows a second column next to the first column. The
second column consists of 10 cells for storing interme-
diate scores determined from the tokens stored in the
adjacent cells of the first column.

[0082] Inthe example of Fig. 13, a sequence of tokens
isrevealedintheorder?7,6, 3,9, 2,5, 8,4, 1. The method
determines arelative difference between the starting val-
ue "1" and the value of the first token "7" to produce a
first score, or initial score, of |1 - 7| = 6. In contrast to the
embodiment and scoring sheet of Fig. 4, a first score is
produced in response to the value of the first revealed
token, by determining the relative difference between the
starting value and the value of the first revealed token.
The player does not need to wait for the second token to
be revealed before receiving a first score. The method
then determines a relative difference between the value
of the first token "7" and the value of the second token
"6" to produce a second score, 17 - 61 = 1.

[0083] The method iterates to produce a series of
scores based on the relative differences between con-
secutively revealed tokens. Accordingly, the method de-
termines a relative difference between the value of the
second token "6" and the value of the third token "3" to
produce a third score, 16 - 31 =3. The method determines
a relative difference between the value of the third token
"3" and the value of the fourth token "9" to produce a
fourth score, 13 - 91 = 6. The method determines a rel-
ative difference between the value of the fourth token "9"
and the value of the fifth token "2" to produce afifth score,
[9-2|=7.

[0084] The method determines a relative difference
between the value of the fifth token "2" and the value of
the sixth token "5" to produce a sixth score, 12 - 51 = 3.
The method then determines a relative difference be-
tween the value of the sixth token "5" and the value of
the seventh token "8" to produce a seventh score, 15 -
81 = 3. The method determines a relative difference be-
tween the value of the seventh token "8" and the value
of the eighth token "4" to produce an eighth score, 18 -
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41 = 4. The method determines a relative difference be-
tween the value of the eighth token "4" and the value of
the ninth token "1" to produce a ninth score, |4 - 1| = 3.
The method then determines a relative difference be-
tween the value of the ninth token "1" and the value of
the finishing value "9" to produce a tenth score, or finish-
ing score, of [1 — 9| = 8. The total score is the sum of
the first to tenth scores, 6+1+3+6+7+3+3+4+3+8=44.
[0085] Fig. 14 is an example of an alternative scoring
sheet 14000 that can be utilised to track scores during
an instance of a game. In this embodiment, a starting
value is provided. In contrast to the embodiment of Fig.
13, no finishing value is provided in this embodiment. In
this example, the starting value is "1". The starting value
depends on the particular application and can be, for ex-
ample, a predefined value set by a competing player, a
game administrator, or a random number generator.
[0086] The scoring sheet 14000 shows a first column
consisting of 9 cells into which tokens revealed during
game play can be placed. The scoring sheet 14000 also
shows a second column next to the first column. The
second column consists of 9 cells for storing intermediate
scores determined from the tokens stored in the adjacent
cells of the first column.

[0087] Inthe example of Fig. 14, a sequence of tokens
is revealed in the same order as for Fig. 13:7, 6, 3, 9, 2,
5, 8, 4, 1. As described above with reference to Fig. 13,
the method determines a first score by determining the
relative difference between the starting value "1" and the
value of the first revealed token "7". The method then
proceeds in a similar manner to that described above
with reference to Fig. 13 to produce second to ninth
scores based on the sequence in which the tokens were
revealed. In contrast to Fig. 13, there is no finishing value
in this embodiment, so the total score is the sum of the
first to ninth scores 6+1+3+6+7+3+3+4+3=36.

[0088] Fig. 15 is an example of an alternative scoring
sheet 15000 that can be utilised to track scores during
an instance of a game. In this embodiment, a finishing
value is provided. In contrast to the embodiment of Fig.
13, no starting value is provided in this embodiment. In
this example, the finishing value is "9". The finishing value
depends on the particular application and can be, for ex-
ample, a predefined value set by a competing player, a
game administrator, or a random number generator.
[0089] The scoring sheet 15000 shows a first column
consisting of 9 cells into which tokens revealed during
game play can be placed. The scoring sheet 15000 also
shows a second column next to the first column. The
second column consists of 9 cells for storing intermediate
scores determined from the tokens stored in the adjacent
cells of the first column.

[0090] Inthe example of Fig. 15, a sequence of tokens
is revealed in the same order as for Fig. 13: 7, 6, 3, 9, 2,
5, 8, 4, 1. The method determines a first score by deter-
mining the relative difference between the value of the
first revealed token "7" and the value of the second re-
vealed token "6", in a manner similar to that described
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above with reference to Fig. 4. The method then pro-
ceeds to produce second to eighth scores by determining
the relative differences between the values of consecu-
tively revealed tokens. In contrast to Fig. 4, the embod-
iment of Fig. 15 determines a ninth score by determining
the relative difference between the last revealed token
"1" and the value of the finishing value "9", |1 — 9| = 8.
The sum of the scores provides a total score for the play-
er, 1+3+6+7+3+3+4+3+8=38.

[0091] Fig. 10 is an example of another scoring sheet
10000 that can be utilised to track scores during an in-
stance of a game, wherein a predefined ordered se-
quence of values is utilised to determine the score, based
on the sequence in which the tokens were revealed. In
one embodiment, the predefined ordered sequence of
values is a set of numbered turns. In another embodi-
ment, the predefined ordered sequence of values is as-
signed by arandom number generator, a competing play-
er, a game administrator, or other means. In one embod-
iment, the predefined ordered sequence of values is de-
rived from an earlier instance of a game, such as a most
recently selected sequence of tokens by a current player
or adifferent player. For example, the predefined ordered
sequence of values can be based on a sequence of to-
kens from an earlier instance of the game, such as a
winning sequence, a losing sequence, or randomly se-
lected sequence.

[0092] In the example of Fig. 10, the predefined or-
dered sequence of values is a set of numbered turns,
with values from 1 to 9 corresponding to turns 1 t0 9. The
method determines a relative difference between the val-
ue of the token selected by a player on a first turn and
the value "1", corresponding to the first turn, to produce
a first score. The method then determines a relative dif-
ference between the value of the token selected by a
player on a second turn and the value "2", corresponding
tothe second turn, to produce a second score. The meth-
od iterates to produce a score for each revealed token.
[0093] In the example of Fig. 10, a sequence of 9 to-
kens is revealed by a player during play of a game. The
tokens are numbered 1, 2, 3, 4, 5, 6, 7, 8, 9. The scoring
sheet 10000 shows a first column consisting of 9 cells
corresponding to an ordered sequence of 9 turns with
values from 1 to 9. The scoring sheet 10000 also shows
asecond columninto which tokens revealed during game
play can be placed in the order in which the tokens are
selected. The scoring sheet 10000 further shows a third
column next to the second column, into which an inter-
mediate score can be calculated for each revealed token.
[0094] Inthe example of Fig. 10, the sequencein which
the tokens arerevealedis 7,6, 3,9, 2, 5, 8, 4, 1. The first
token revealed was "7" and the first score is the absolute
difference between the number of the turn, "1", and the
value of the first token "7". Thus, the first score is | 1 —
7 | = 6. The second token revealed was "6" and the sec-
ond score is the absolute difference between the number
of the turn, "2", and the value of the second token "6".
Thus, the second score is | 2— 6 | = 4. The third token
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revealed was "3" and the third score is the absolute dif-
ference between the number of the turn, "3", and the
value of the third token "3". Thus, the third score is | 3—
3| =0. The fourth token revealed was "9" and the fourth
score is the absolute difference between the number of
the turn, "4", and the value of the fourth token "9". Thus,
the fourth scoreis |4 -9 | =5.

[0095] The fifth token revealed was "2" and the fifth
score is the absolute difference between the number of
the turn, "5", and the value of the fifth token "2". Thus,
the fifth score is | 5 - 2 | = 3. The sixth token revealed
was "5" and the sixth score is the absolute difference
between the number of the turn, "6", and the value of the
sixth token "5". Thus, the sixth scoreis |6 -5|= 1. The
seventh token revealed was "8" and the seventh score
is the absolute difference between the number of the turn,
"7", and the value of the seventh token "8". Thus, the
seventh score is | 7 - 8 | = 1. The eighth token revealed
was "4" and the eighth score is the absolute difference
between the number of the turn, "8", and the value of the
eighth token "4". Thus, the eighth score is | 8 - 4 | = 4.
The ninth token revealed was "1" and the ninth score is
the absolute difference between the number of the turn,
"9" and the value of the ninth token "1". Thus, the ninth
score is | 9— 1| = 8. The total score for the player is the
sum of the intermediate scores associated with each of
the revealed tokens, producing a total of
6+4+0+5+3+1+1+4+8 = 32.

[0096] Fig. 11 is an example of another scoring sheet
11000 that can be utilised to track scores during an in-
stance of a game, wherein a predefined ordered se-
quence of values is utilised to determine the score, based
on the sequence in which the tokens were revealed.
[0097] In the example of Fig. 11, the predefined or-
dered sequence of values is a predefined ordered se-
quence of values assigned by a random number gener-
ator, a competing player, a game administrator, or other
means. In this particular example, the predefined ordered
sequence of valuesis 4,7, 2,5, 9, 3, 6, 8, 1. The method
determines arelative difference between the value of the
token selected by a player with a corresponding value
from the ordered sequence of values to produce a score
for each selected token.

[0098] In the example of Fig. 11, a sequence of 9 to-
kens is revealed by a player during play of a game. The
tokens are numbered 1, 2, 3,4, 5,6, 7, 8, 9. The scoring
sheet 11000 shows a first column consisting of 9 cells
corresponding to an ordered sequence of 4,7, 2,5, 9, 3,
6, 8, 1. The scoring sheet 11000 also shows a second
column into which tokens revealed during game play can
be placed in the order in which the tokens are selected.
The scoring sheet 11000 further shows a third column
next to the second column, into which a score can be
calculated for each revealed token.

[0099] IntheexampleofFig. 11,the sequenceinwhich
the tokens arerevealedis 7, 6, 3,9, 2, 5, 8, 4, 1. The first
token revealed was "7" and the first score is the absolute
difference between the first value in the predefined or-
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dered sequence of values, "4", and the value of the first
token "7". Thus, the first score is |4—7 | = 3. The second
token revealed was "6" and the second score is the ab-
solute difference between the second value in the pre-
defined ordered sequence of values, "7", and the value
of the second token "6". Thus, the second scoreis | 7 —
6 | = 1. The third token revealed was "7" and the third
score is the absolute difference between the third value
in the predefined ordered sequence of values, "2", and
the value of the third token "3". Thus, the third score is |
2— 3| = 1. The fourth token revealed was "9" and the
fourth score is the absolute difference between the fourth
value in the predefined ordered sequence of values, "5",
and the value of the fourth token "9". Thus, the fourth
scoreis | 5—9|=4.

[0100] The fifth token revealed was "2" and the fifth
score is the absolute difference between the fifth value
in the predefined ordered sequence of values, "9", and
the value of the fifth token "2". Thus, the fifth score is | 9
— 2| =7. The sixth token revealed was "5" and the sixth
score is the absolute difference between the sixth value
in the predefined ordered sequence of values, "3", and
the value of the sixth token "5". Thus, the sixth score is
| 3— 5| = 2. The seventh token revealed was "8" and
the seventh score is the absolute difference between the
seventh value in the predefined ordered sequence of val-
ues, "6", and the value of the seventh token "8". Thus,
the seventh score is | 6 — 8 | = 2. The eighth token
revealed was "4" and the eighth score is the absolute
difference between the eighth value in the predefined
ordered sequence of values, "8", and the value of the
eighth token "4". Thus, the eighth score is | 8 —4 | = 4.
The ninth token revealed was "1" and the ninth score is
the absolute difference between the ninth value in the
predefined ordered sequence of values, "1", and the val-
ue of the ninth token "1". Thus, the ninth score is | 1 - 1
| = 0. The total score for the player is the sum of the
intermediate scores associated with each of the revealed
tokens, producing a total of 3+1+1+4+7+2+2+4+0 = 24.
[0101] Fig. 12 is an example of another scoring sheet
12000 that can be utilised to track scores during an in-
stance of a game, wherein a predefined ordered se-
quence of values is utilised to determine the score, based
on the sequence in which the tokens were revealed. In
the example of Fig. 12, the tokens correspond to the
twelve signs of the Zodiac, wherein a value is assigned
to each sign in accordance with Table 1:

Table 1
(Y) (Aries) Value 500
H (Taurus) Value 1000
I (Gemini) Value 1500
53 (Cancer) Value 2000
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(continued)

62 (Leo) Value 2500
m) (Virgo) Value 3000
o (Libra) Value 3500
m.. (Scorpio) Value 4000
v (Sagittarius) | Value 4500
\00 (Capricorn) Value 5000
ann (Aquarius) Value 5500
AV, (Pisces) Value 6000

[0102] In the example of Fig. 12, the predefined or-
dered sequence of values is a predefined ordered se-
quence of values assigned by a random number gener-
ator, a competing player, a game administrator, or other
means. In this particular example, the predefined ordered

sequence of values is(Y)‘,H , ]I , 95, CSZ m’ ,

2 m. 2, Yo 2 ¥ . The method deter-
mines arelative difference between the value of the token
selected by a player with a corresponding value from the
ordered sequence of values to produce a score for each
selected token.

[0103] In the example of Fig. 12, a sequence of 12
tokens is revealed by a player during play of agame. The
scoring sheet 12000 shows a first column consisting of

12 cells corresponding to an ordered sequence of (Y) ,

I, Q.M ol v Y%, xm,

¥ with the values shown in Table 1. The scoring sheet
12000 also shows a second column into which tokens
revealed during game play can be placed in the order in
which the tokens are selected. The scoring sheet 12000
further shows a third column next to the second column,
into which a score can be calculated for each revealed
token.
[0104]

the tokens are revealed is m,, m.. , (Y) , 52 I[ )
X085, e ¥, 8, M), & Thefirst token

nAAAL
AnA

Inthe example of Fig. 12, the sequence in which

revealed was and the first score is the absolute
difference between the first value in the predefined or-

dered sequence of values, " K with value 500, and

the value of the first token"za ", 5500. Thus, the first
score is | 500 — 5500 | = 5000. The second token re-

vealed was m.. " and the second score is the absolute
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difference between the second value in the predefined
ordered sequence of values, 6 " with value 1000, and

the value of the second token m-. "4000. Thus, the sec-
ond score is | 1000 — 4000 | = 3000. The third token

revealed was " " and the third score is the absolute
difference between the third value in the predefined or-

dered sequence of values, "TT " with value 1500, and

the value of the third token "(Y)‘ " 500. Thus, the third
score is | 1500 - 500 | = 1000. The fourth token revealed

was" K and the fourth score is the absolute difference
between the fourth value in the predefined ordered se-

quence of values, "00 " with value 2000, and the value

of the fourth token "
| 2000 — 2500 | = 500.

[0105] The fifth token revealed was "TT ' " and the fifth
score is the absolute difference between the fifth value

" 2500. Thus, the fourth score is

in the predefined ordered sequence of values, 62 "with

value 2500, and the value of the fifth token 1T ", 1500.
Thus, the fifth score is | 2500 - 1500 | = 1000. The sixth

token revealed was ";)Z" " and the sixth score is the ab-
solute difference between the sixth value in the prede-
fined ordered sequence of values, " "D "with value 3000,

and the value of the sixth token "X " 4500. Thus, the
sixth score is | 3000—4500 | = 1500. The seventh token

revealedwas" @ "and the seventh score is the absolute

difference between the seventh value in the predefined
ordered sequence of values, » L1 with value 3500, and

the value of the seventh token "5 ", 2000. Thus, the
seventh score is | 3500 - 2000 | = 1500. The eighth token

revealed was " " and the eighth score is the absolute
difference between the eighth value in the predefined

ordered sequence of values, m.. " with value 4000, and

the value of the eighth token "'\00 " 5000. Thus, the
eighth score is | 4000 — 5000 | = 1000.

[0106] The ninth token revealed was "¥ " and the
ninth score is the absolute difference between the ninth
value in the predefined ordered sequence of values,

" >V " with value 4500, and the value of the ninth token
"3 ", 6000. Thus, the ninth score is | 4500 - 6000 | =

1500. The tenth token revealed was 8 " and the tenth
score is the absolute difference between the tenth value

in the predefined ordered sequence of values, " \00 "with
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value 5000, and the value of the tenth token 8 " 1000.
Thus, the tenth score is | 5000 - 1000 | = 4000. The elev-

enth token revealed was m’ "and the eleventh score
is the absolute difference between the eleventh value in

the predefined ordered sequence of values, "o " with

value 5500, and the value of the eleventh token " "
3000. Thus, the eleventh score is | 15000 — 3000 | =

2000. The twelfth token revealed was "')‘( " and the
twelfth score is the absolute difference between the
twelfth value in the predefined ordered sequence of val-

ues, " " with value 6000, and the value of the twelfth

token "X ", 3500. Thus, the twelfth score is | 6000 —
3500 | = 2500. The total score for the player is the sum
of the scores, producing a total of 5000 + 3000 + 1000
+ 500 + 1000 + 1500 + 1500 + 1000 + 1500 + 4000 +
2500 + 2500 = 25,000.

[0107] Returning to Fig. 3H, having determined the to-
tal scores for the first and second players, control passes
to a decision step 2114, which determines whether the
total score of the first player is not equal to the total score
of the second player. If the scores are equal, No, control
passes to step 2116 in which the first and second player
play a "draw round". If the total scores of the first and
second players are not equal, Yes, control passes from
step 2114 to decision step 2118, which determines
whether the total score of the first player is less than the
total score of the second player. If the total score of the
first player is less than the total score of the second play-
er, Yes, control passes to step 2120 which allocates the
first player as the winner. Control passes to step 2124,
which awards a prize, and the method 2000 terminates
at step 2126. However, if at step 2118 the total score of
thefirstplayeris notless than the total score of the second
player, No, control passes to step 2122 which allocates
the second player as the winner. Control then passes to
step 2124.

[0108] The "draw round" of step 2116 can be imple-
mented in many different ways. For example, the first
and second players can play another game or a subset
thereof. Alternatively, the first and second players can
each pick a number from a predefined range of numbers,
with the winner being the player who selected a higher
(or lower) number. As described above, a draw can also
be settled using "BLACK/RED", "pick the number", "Clos-
est guess”, Draw can be settled based on the prior per-
formance of players in the game, such as the player
whose total score was lower to the other player in a prior
score sequence before the draw occurred or the player
who scored the lowest score in the previous score se-
quence(s) or the player who discover the lowest or high-
est number(s) first during the game. In a further alterna-
tive, a winner is allocated by a random number generator
executing on a processor of a computing device.
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[0109] Fig. 6 is a flow diagram 6000 of a user experi-
ence of playing a game in accordance with the present
disclosure. The process 6000 begins at a Begin step
6005 and proceeds to the display of a welcome screen
at step 6010. Control passes to step 6015 in which the
player enrols in the game. Step 6020 presents an empty
gaming table for the player to populate with a sequence
of tokens. In this embodiment, control passes to step
6025 in which the player is asked to populate the gaming
table for a given token. Alternatively, the player is asked
to populate a cell of the gaming table.

[0110] Control passes to decision step 6030 which de-
termines whether the player has populated the gaming
table. If the player has not populated the gaming table,
No, control passes to 6035 which presents the updated
table to the player and returns control to step 6025 to
continue populating the gaming table. However, if that
decision step 6035 the player has populated the gaming
table, Yes, control passes to step 6040 which presents
the player’'s completed gaming table. Control passes to
step 6045 which determines whether an opponent has
populated a corresponding gaming table. If no, control
returns to 6040 in which the player's own completed gam-
ing table is again presented. Control again returns to de-
cision step 6045 and once the opponent has populated
their gaming table, Yes, control passes to step 6050 of
Fig. 6B which presents the opponent’s table with unre-
vealed numbers masked to the first player.

[0111] Step 6055 asks the first player to pick a cell on
the table of the opponent and control passes to decision
step 6060. Step 6060 determines whether each player
has attacked every cell on their opponent’s gaming table.
If Yes, control passes to a further decision step 6065.
However, if each player has not attacked every cell on
their opponent’s gaming table, No, control returns to step
6055.

[0112] Decision step 6065 determines whether a win-
ner has beenidentified. If No, control passes to step 6070
to play a draw round and then control returns to decision
step 6065. If a winner has been determined at step 6065,
Yes, control passes to step 6075 which announces a
winner and assigns a prize. Control passes to step 6080
and the process terminates.

Game Variants

[0113] One embodiment of the present disclosure al-
lows a player to re-arrange, during play of the game, one
or more of the tokens that are yet to be revealed among
the cells that are yet to be selected by a competing player.
Thus, a player that is about to have a token revealed
from his gaming table is allowed to re-allocate a prede-
fined number of the remaining tokens that are yet to be
revealed in the cells that are yet to be selected by a com-
peting player. The number of tokens that can be re-allo-
cated can vary from zero to all of the remaining tokens,
depending on the particular application.

[0114] This variant of the game provides an extra level
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of entertainment and skill, as the players try to identify a
search pattern being employed by an opponent. For ex-
ample, if the player believes that the opponent is simply
traversing a grid of a gaming table from left to right and
top to bottom, the player can reorder the remaining to-
kens to produce a sequence that will yield a poor score
for the opponent.

[0115] A further embodiment of the present disclosure
allows a player to place a bet or stake associated with
an instance of the game. The stake may simply comprise
an entry fee for playing the game. In one embodiment,
a player is able to increase the stake or bet during the
game play. In one implementation, a player is able to
change the stake or bet on each attacking iteration. This
embodiment allows a player to increase a stake or bet if
the player progressively reveals a sequence of consec-
utive tokens, thus yielding a high degree of confidence
in obtaining a low, winning score. The players may be
able to agree mutually to increase their wager amounts
during these rounds. The bets or stakes can be real mon-
ey or credits managed by a third party. Alternatively, the
bets or stakes can be virtual money or credits.

Player Participation

[0116] As described above, various embodiments of
the gaming method in accordance with the present dis-
closure can be implemented in many ways, including: (i)
standalone with a single player against a competitor or
a single competitor against a game controller; and (ii)
peer-to-peer with two players competing directly against
each other. The objective in each implementation is for
a player to obtain the lowest score. Thus, in standalone
mode the player competes against a database of known
low scores and in the peer-to-peer mode the player com-
petes against the score of the opponent.

[0117] A number of contestants can be organised in
many ways to play a series of games to identify an overall
winner. In one implementation, a series of peer-to-peer
games are played among the contestants in a knockout
format, where one contestant is eliminated from each
game until an ultimate winner is determined. Thus, a
group of 32 contestants will require 16 initial peer-to-peer
matches. The winners of those matches will play a sec-
ond round of 8 matches, with the winners of those match-
es playing a further 4 matches. The winners of the round
of 4 matches will play the semi-finals and the winners of
the semi-finals will play the final match to determine the
ultimate winner. Such playoff arrangements can be en-
hanced by seeding contestants and utilising byes to fill
the playoff roster, as commonly utilised in sporting com-
petitions.

[0118] An alternative implementation utilises a round-
robin tournament, wherein each participant plays every
other participant an equal number of times. The partici-
pantwith the lowest cumulative score wins the entire tour-
nament.

[0119] A further implementation provides a tourna-
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ment beginning with a round-robin component to identify
a subset of the contestants. The subset of contestants
then compete in playoffs and then ultimately compete in
a grand final peer-to-peer contest.

Prizes

[0120] Different embodiments of the gaming method
and system of the present disclosure utilise different prize
schemes. In one implementation, the score itself is the
prize and no further benefitis awarded to the player. Such
a prize is utilised in a computing device, for example, in
which the player sequentially guesses the locations of
the tokens of a predefined sequence. A score is deter-
mined based on the values associated with the tokens
and in light of the sequence in which the player guessed
the respective tokens. One implementation of such a
computing device includes a database of lowest scores,
so that a player can compare himself to other players
and/or his earlier attempts.

[0121] Afurtherembodimentis associated with a prize
pool. Each player pays a fee upon registration. A portion
of the prize pool is then paid to the winner. The prize pool
can optionally include prizes for 2nd, 3rd and even sub-
sequent places. The specific prizes awarded will depend
on each particular implementation.

Gaming Platforms
Board Game

[0122] One embodiment of a gaming method and sys-
tem in accordance with the present disclosure provides
a gaming table in the form of a board having printed ther-
eon a number of cells. Each of the cells is associated
with a unique identifier, so that each cell can be readily
referenced by an opposing player. The unique identifiers
can be grid references, such as A1 to C3 for the 3 x 3
grid embodiment described above. Alternatively, any oth-
er unique identifiers such as numbers, letters, colours,
or a combination thereof can equally be utilised. The
number of cells is equal to the number of tokens that is
to be placed on the gaming table; each token is placed
on a cell during play of the game, as described above.

[0123] Each gaming table is associated with a corre-
sponding set of tokens, with each token having an asso-
ciated value. One embodiment of the gaming table pro-
vides a scoring area, such as that shown in Fig. 4. Alter-
native scoring tables and wheels can equally be utilised.
A further embodiment provides a player with a first gam-
ing table showing where the player has placed his tokens
and a second gaming table that the player completes as
the tokens from the opposing player’s table are revealed.

Computing Device

[0124] One embodiment utilises a computing device
to allow a player to compete either against the computing
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device itself or with a second player coupled to the same
computing device. The second player can be coupled
directly to the computing device or alternatively the sec-
ond player can be coupled to the computing device via
a communications network, such as the Internet, or via
an ad-hoc wireless link, such as provided by Bluetooth.
In a single player mode, an application executing on a
processor in the computing device populates a gaming
table with a set of tokens. The gaming table is presented
to the player via a display means, with all of the cells
initially covered. As the player selects cells, the selected
cells are each, in turn, uncovered to reveal the tokens
located therein. The computing device records the se-
quence inwhich the player selects the cells to be revealed
and the tokens that are revealed at each turn to determine
a score. Visual and audio feedback are readily provided
via the display means and speakers.

[0125] The computing device can be implemented by,
for example, but is not limited to, a portable handheld
gaming computer, a personal digital assistant (PDA), a
dedicated gaming machine, a mobile telephone handset,
a laptop computer, a desktop computer, or a proprietary
gaming and/or wagering terminal. The player can provide
input in many ways, including using a QWERTY keypad,
a numeric keypad, a touchscreen, a joystick, a scratch
pad, a stylus, or any combination thereof.

[0126] The method of gaming may be implemented
using a computer system 7000, such as that shown in
Fig. 7, wherein the processes of Figs 1 to 4 and 6 may
be implemented as software, such as one or more appli-
cation programs executable within the computer system
7000. In particular, the steps of the method of gaming
are effected by instructions in the software that are car-
ried out within the computer system 7000. The instruc-
tions may be formed as one or more code modules, each
for performing one or more particular tasks. The software
may also be divided into two separate parts, in which a
first part and the corresponding code modules perform
the registration, setting up, playing and scoring methods
and a second part and the corresponding code modules
manage a user interface between the first part and the
user. The software may be stored in a computer readable
medium, including the storage devices described below,
for example. The software is loaded into the computer
system 7000 from the computer readable medium, and
then executed by the computer system 7000. A computer
readable medium having such software or computer pro-
gram recorded on it is a computer program product. The
use of the computer program product in the computer
system 7000 preferably effects an advantageous appa-
ratus for gaming and entertainment.

[0127] AsseeninFig. 7, the computer system 7000 is
formed by a computer module 7001, input devices such
as a keyboard 7002 and a mouse pointer device 7003,
and output devices including a printer 7015, a display
device 7014 and loudspeakers 7017. The input devices
may also include, but are not limited to, one or more of
a customised keypad, a touchscreen, a scratch pad, and
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a stylus, which are not illustrated. An external Modulator-
Demodulator (Modem) transceiver device 7016 may be
used by the computer module 7001 for communicating
to and from a communications network 7020 via a con-
nection 7021. The network 7020 may be a wide-area
network (WAN), such as the Internet or a private WAN.
Where the connection 7021 is a telephone line, the mo-
dem 7016 may be a traditional "dial-up" modem. Alter-
natively, where the connection 7021 is a high capacity
(e.g., cable) connection, the modem 7016 may be a
broadband modem. A wireless modem may also be used
for wireless connection to the network 7020.

[0128] The computer module 7001 typically includes
atleast one processor unit 7005, and a memory unit 7006
for example formed from semiconductor random access
memory (RAM) and read only memory (ROM). The mod-
ule 7001 also includes an number of input/output (I/O)
interfaces including an audio-video interface 7007 that
couples to the video display 7014 and loudspeakers
7017, an I/O interface 7013 for the keyboard 7002 and
mouse 7003 and optionally one or more of a joystick, a
customised keypad, a touchscreen, a scratch pad, and
a stylus (not illustrated), and an interface 7008 for the
external modem 7016 and printer 7015. In some imple-
mentations, the modem 7016 may be incorporated within
the computer module 7001, for example within the inter-
face 7008. The computer module 7001 also has a local
network interface 7011 which, via a connection 7023,
permits coupling of the computer system 7000 to a local
computer network 7022, known as a Local Area Network
(LAN). As also illustrated, the local network 7022 may
also couple to the wide network 7020 via a connection
7024, which would typically include a so-called "firewall"
device or similar functionality. The interface 7011 may
be formed by an Ethernet™ circuit card, a wireless Blue-
tooth™ or an IEEE 802.11 wireless arrangement.
[0129] The interfaces 7008 and 7013 may afford both
serial and parallel connectivity, the former typically being
implemented according to the Universal Serial Bus
(USB) standards and having corresponding USB con-
nectors (not illustrated). Storage devices 7009 are pro-
vided and typically include a hard disk drive (HDD) 7010.
Other devices such as a floppy disk drive and a magnetic
tape drive (not illustrated) may also be used. An optical
disk drive 7012 is typically provided to act as a non-vol-
atile source of data. Portable memory devices, such op-
tical disks (e.g., CD-ROM, DVD), USB-RAM, and floppy
disks for example may then be used as appropriate
sources of data to the system 7000.

[0130] The components 7005, to 7013 of the computer
module 7001 typically communicate via an interconnect-
ed bus 7004 and in a manner which results in a conven-
tional mode of operation of the computer system 7000
known to those in the relevant art. Examples of comput-
ers on which the described arrangements can be prac-
tised include IBM-PCs and compatibles, Sun Sparcsta-
tions, Apple Mac™ or alike computer systems evolved
therefrom.
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[0131] Typically, the application programs discussed
above are resident on the hard disk drive 7010 and read
and controlled in execution by the processor 7005. Inter-
mediate storage of such programs and any data fetched
from the networks 7020 and 7022 may be accomplished
using the semiconductor memory 7006, possibly in con-
cert with the hard disk drive 7010. In some instances, the
application programs may be supplied to the user encod-
ed on one or more CD-ROM and read via the correspond-
ing drive 7012, or alternatively may be read by the user
from the networks 7020 or 7022. Still further, the software
can also be loaded into the computer system 7000 from
other computer readable media. Computer readable me-
dia refers to any storage medium that participates in pro-
viding instructions and/or data to the computer system
7000 for execution and/or processing. Examples of such
media include floppy disks, magnetic tape, CD-ROM, a
hard disk drive, a ROM or integrated circuit, a magneto-
optical disk, or a computer readable card such as a PC-
MCIA card and the like, whether or not such devices are
internal or external of the computer module 7001. Exam-
ples of computer readable transmission media that may
also participate in the provision of instructions and/or data
include radio or infra-red transmission channels as well
as a network connection to another computer or net-
worked device, and the Internet or Intranets including e-
mail transmissions and information recorded on Web-
sites and the like.

[0132] The second part of the application programs
and the corresponding code modules mentioned above
may be executed to implement one or more graphical
user interfaces (GUIs) to be rendered or otherwise rep-
resented upon the display 7014. Through manipulation
of an input device such as the keyboard 7002 and the
mouse 7003, a user of the computer system 7000 and
the application may manipulate the interface to provide
controlling commands and/or input to the applications
associated with the GUI(s).

[0133] The method of gaming may alternatively be im-
plemented in dedicated hardware such as one or more
integrated circuits performing the functions or sub func-
tions of registration, populating a gaming table, playing,
and scoring. Such dedicated hardware may include
graphic processors, digital signal processors, or one or
more microprocessors and associated memories.

Mobile Telephone Handset

[0134] In one implementation, the gaming system uti-
lises amobile telephone handset. The game is presented
as an application running on the handset as a standalone
application or alternatively over a communications net-
work from a remote server to the mobile telephone hand-
set. For example, the game can be implemented as a
JAVA-based game, interactive video voice response
service and/or 3rd party gaming systems.

[0135] Anembodiment of the gaming method and sys-
tem implemented on a mobile telephone handset is con-
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strained by the capabilities of an available network pro-
vider and capabilities of a user’'s mobile handset. In one
embodiment, a player utilises a mobile telephone hand-
set to access a gaming server via a communications net-
work.

[0136] Fig. 5 is a schematic block diagram represen-
tation of a system 5000 on which an embodiment of the
gaming process of Figs. 1 to 4 and 6 may be practised.
In particular, Fig. 5 shows an arrangement that facilitates
the playing of a game between a first player on a first
mobile telephone handset and a second player on a sec-
ond mobile telephone handset. The first player utilises a
mobile browser 5005 to communicate via a mobile net-
work 5010 to a gaming server 5015. Similarly, a second
player uses a second mobile browser 5050 to communi-
cate via a mobile network 5045 to the gaming server
5015.

[0137] Some of the device game experiences require
interconnectivity with one or more third party systems
between the gaming server and the mobile telephone
handset. In one implementation, third party systems pro-
vide an integration service between the mobile telephone
handset and its associated capabilities and the gaming
server. Accordingly, the embodiment shown in Fig. 5 in-
cludes a third party system 5060 located between the
mobile network 5010 and the gaming server 5015. Sim-
ilarly, a third party system 5070 is located between the
mobile network 5045 and the gaming server 5015.
[0138] The gaming server 5015 includes a first player
service module 5020 which acts as an interface for ex-
changing data with the first mobile browser 5005. The
first player service module 5020 is coupled to a game
application 5025. The gaming server 5015, in the em-
bodiment shown, includes a second player service mod-
ule 5040 for exchanging data with the second mobile
browser 5050. The second player service module 5040
is also coupled to the game application 5025. Coupled
to the game application 5025 is a storage means 5030.
In the embodiment shown in Fig. 5, the storage means
includes a player database 5032, a prize database 5034,
and a game database 5036.

[0139] The gaming application 5025 manages the fol-
lowing functionality:

. Games Sessions;

. Player Sessions;

. Scoring;

. Wagering;

. Prizes;

. Reporting;

. Administration;

. and other associated aspects to the conduct of
the game(s).

O~NO OO~ WON -

The gaming application 5025 also facilitates the ex-
change of data between the player service and the as-
sociated databases.

[0140] The use of a 3 x 3 gaming table can be easily
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represented on a mobile telephone handsetinterface and
the phone keys 1,2,3,4,5,6,7,8,9 are also in a 3 x 3 grid
which can be utilised to receive input from the user in an
efficient manner. For example, during player setup, a
player can readily utilise the keypad to select a cell to
locate a token, perhaps in response to a prompt from the
game application 5025, such as "Where inthe game table
do you want to place the number x? Use your keypad to
confirm". The keypad can also be readily utilised during
the "attack" mode, to select a cell to be revealed. For
example, the game application 5025 can ask "Where on
the game table do you do you think the {next best se-
quence number} is? Use your keypad to guess."
[0141] Mobile communication devices with touch-
screens enable a user to use their touch to determine
directly the interaction between the device and them-
selves. Consequently, the user can thus place tokens in
cells and select cells to be revealed simply by touching
the appropriate portion of screen real-estate at the rele-
vant time.

[0142] Oneimplementation of the gaming server 5015
provides a "player service" that facilitates the provision
of agame in accordance with the present disclosure over
multiple platforms. Such platforms include different mo-
bile telephone handsets and communication carrier ca-
pabilities. Examples of the connectivity provide by the
player service include, but are not limited to:

1. HTML mobile browser - a mobile browser that sup-
ports HTML (or derivatives thereof such as XHTML)
connects to the player service and is treated similarly
to a standard web browser allowing the handset
browser to be served pages from web servers within
the player service.

2. JAVA mobile browser - the JAVA based browser
client receives game service information through the
player service via XML.

3. Interactive Video and Voice Response - the mobile
call browser (which is the software that handles nor-
mal phone and video calls) is able to dial into the
"player service" via telephone circuits (ISDN). The
mobile browser connects to an IVVR system, which
allows a player to view and interact to the game via
an interactive video service.

4. 3rd Party Systems - proprietary third party systems
may be integrated into the player service via pub-
lished application programming interfaces (APIs)
and supporting software development kits (SDKs).
This allows extension of the gaming experience
across proprietary platforms.

[0143] In one implementation, the mobile telephone
handset utilises Unstructured Supplementary Services
Data (USSD) for transmitting information from the mobile
browser 5005 to the gaming server 5015 via a Global
System for Mobiles (GSM) mobile telephony network. A
USSD Gateway routes USSD messages from the sign-
aling network to service applications and back. USSD is
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a session-based protocol, unlike Short Message Service
(SMS) and Multimedia Messaging Service (MMS), and
thus a USSD session needs to be allocated to each and
every interaction. USSD sessions are able to connect
users directly to a gaming application executing on the
gaming server 5015.

Online Adaptation

[0144] As described above, the game is adaptable to
be played in a computing device. In one implementation,
the game is played in a manner similar to that described
above with respect to mobile telephone handsets, except
in this implementation the browser is a web based HTML
browser.

3rd Party (Gaming) Systems

[0145] Proprietary third party gaming systems will also
be integrated via published APIs and supporting SDKs.
This will allow extension of the gaming experience across
proprietary platforms. For example, proprietary platforms
may be provided by wagering agencies and betting pro-
viders. Such a 3rd party gaming system may provide, for
example, a gaming terminal that includes the functional-
ity of the remote computing device 5005 of Fig. 5 and the
3rd party system 5060 of Fig. 5 in an integrated device.
[0146] Fig. 9 is a schematic block diagram represen-
tation of a gaming system 9000 in accordance with an
embodiment of the present disclosure. The gaming sys-
tem 9000 includes a land-based gaming terminal 9010,
which is coupled to a server 9060 via a communications
interface. The gaming terminal 9010 is suitable for instal-
lation in a casino, gaming hall, or other establishment
that provides gaming facilities, and may be implemented,
for example, using one or more features of the computer
system 7000 of Fig. 7. In one implementation, the server
9060 is located remotely from the gaming terminal 9010.
[0147] The gaming terminal 9010 provides a player
with a dedicated gaming terminal for playing a game in
accordance with the present disclosure. The gaming ter-
minal 9010 includes a display 9020 and a user interface
9030. The user interface 9030 receives commands from
a player and can be implemented, for example, using
keys, a touch screen, a computer mouse, a pointing de-
vice, a trackball, a scratchpad, or any combination there-
of. In the embodiment shown, the gaming terminal 9010
also includes optional screens 9050 that provide a player
of the gaming terminal 9010 with privacy from other play-
ers. The screens 9050 also shield the player of the gam-
ing terminal 9010 from external distractions, resulting in
a better gaming experience.

[0148] An exploded view 9035 of the user interface
9030 includes one or more function keys 9040 and a
numeric keypad 9045. The display 9020 shows a gaming
table in accordance with the present disclosure. In this
arrangement, the gaming table is a 3 x 3 grid. As de-
scribed above, the gaming table can take any shape or
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form that allows each cell of the gaming table to be as-
sociated with a unique identifier.

[0149] The server 9060 executes a computer-imple-
mented gaming method in accordance with the present
disclosure. In one arrangement, the server 9060 corre-
sponds to the gaming server 5015 from Fig. 5. The server
9060 exchanges data with the gaming terminal 9010 to
deliver a gaming experience to the player of the gaming
terminal 9010. The server 9060 can be coupled to the
gaming terminal 9010 via a communications network, a
dedicated transmission line, a wireless communications
link, a wired communication link, or other suitable trans-
mission means. The server 9060 controls user registra-
tion, prize pools, and game interaction.

[0150] The player utilises the user interface 9030 to
select a cell of the gaming table and thus reveal a token
stored therein. In one arrangement, the player selects
another cell, thus revealing another token, and repeats
the process until all of the cells have been selected and
all of the tokens stored in the gaming table have been
revealed. In another arrangement, the player enters an
attack sequence, which provides a sequence of cells of
the gaming table in the order in which tokens stored in
those cells are to be revealed. Depending on the partic-
ular game, the sequence may include all of the cells of
the gaming table. In an alternative arrangement, the play-
er provides a first sequence that includes a predefined
number of cells of the gaming table and the playeris able
to provide a subsequent sequence of cells to be revealed,
in response to values associated with the tokens re-
vealed when the first sequence is applied to the gaming
table. In one arrangement, the player can modify a wager
when entering the subsequent sequence.

[0151] The player also utilises the user interface 9030
to populate one or more gaming tables with a set of to-
kens, wherein the populated gaming table is used to com-
pete against another player. Interaction between com-
peting players is controlled by a game controller execut-
ing on the server 9060.

[0152] The gaming system 9000 of Fig. 9 also shows
a second gaming terminal 9070 that is coupled to the
server 9060. The server 9060 can be coupled to the sec-
ond gaming terminal 9070 via a communications net-
work, a dedicated transmission line, a wireless commu-
nications link, a wired communication link, or other suit-
able transmission means.

[0153] The second gaming terminal 9070 provides a
user interface in the form of a touch screen 9065. In this
example, the touch screen 9065 includes a plurality of
gaming tables 9085, 9090, 9095. In the example shown,
each of the gaming tables 9085, 9090, 9095 is a 4 x 4
grid. The touch screen 9065 also includes one or more
function keys 9075 and a numeric keypad 9080. The
player can utilise the function keys 9075 and the numeric
keypad 9080 to populate one or more of the gaming ta-
bles 9085, 9090, 9095 and to select cells of one or more
of the gaming tables 9085, 9090, 9090 that are to be
revealed. The player can also utilise the function keys
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9075 and the numeric keypad 9080 to enter an attack
sequence, which provides a sequence of cells of the re-
spective gaming table in the order in which tokens stored
in those cells are to be revealed.

[0154] Inone arrangement, a player of the gaming ter-
minal 9010 is able to compete against a player of the
second gaming terminal 9070 or any other player of a
gaming terminal coupled to the server 9060. The server
9060 controls exchange of data among the gaming ter-
minals to allow players to compete against each other.

Preselection

[0155] According to a further embodiment of the
present disclosure, a player preselects a gaming table
and an attack sequence by populating cells of a gaming
table with tokens and providing a sequence of attacking
moves before agame commences. Such an embodiment
allows a player to submit a populated gaming table and
a sequence of attacking moves within a time before a
game commences. The time can be a time defined by a
computer on which the game is being played, for exam-
ple, or can be the time up until the game is initiated, such
as by pressing a "Start" button. In an alternative embod-
iment, the time is a scheduled date and time.

[0156] Preselecting a gaming table and an attack se-
quence allows a game to be played at a later time without
the player necessarily being available at the time the
game is actually played. In an online implementation of
a gaming system in accordance with the present disclo-
sure, a player is able to preselect a gaming table and an
attack sequence when coupled to a game application,
such as the game application 5025 of Fig. 5, and then
compete in a game executed by the game application
5025 at a later time even if the player is offline and no
longer connected to the game application 5025 at the
time the game is executed.

[0157] In one embodiment, a player preselects an at-
tacking sequence that is less than the required number
of attacking moves required to complete a game. For
example, the game described above with reference to
Fig. 3 requires an attacking sequence of 9 moves. In this
example, the player preselects a gaming table and an
initial attacking sequence of less than 9 moves. The
preselected gaming table and the initial attacking se-
quence are utilised for an initial phase of the match
against a competing player who has also preselected a
gaming table and an initial attacking sequence. In one
implementation, once the initial phase is complete the
player then selects further attacking moves in response
to the competing player's moves, as described above
with reference to steps 1020, 1025, and 1030 of Fig. 1.
[0158] In an alternative implementation, the player se-
lects one or more successive attacking sequences that
are less than or equal to the remaining number of moves
required to complete the game. In a further implementa-
tion, a combination of attacking sequences and attacking
moves are utilised. For example, the game described
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above with reference to Fig. 3 can be implemented with
a player required to provide an initial attacking sequence
of 3 moves, a second attacking sequence of 2 moves,
and then 4 final moves in response to attacking moves
of a competing player.

[0159] Any combination of attacking sequences and
attacking moves can be implemented, depending on the
particular application. For example, one implementation
applies different rules to competing players for the at-
tacking sequences and moves that are to be preselected.
This can be utilised, for example, to provide a form of
handicapping. A novice player may be allowed to choose
each attacking move during game play, for example, thus
allowing the player to respond to any pattern that might
be identified from revealed tokens. However, an expert
player may be required to preselect an entire attacking
sequence for a game, thus preventing the expert player
from responding to any pattern that might be identified
from revealed tokens during game play.

[0160] Inone embodiment, the player plays in a single
player mode against an application executing on a proc-
essor in a computing device. The player preselects a
gaming table and an attack sequence. The application
populates a second gaming table, for example by using
a random number generator, and generates a corre-
sponding attack sequence to utilise against the player.
The game then commences in the manner described
above to determine a winner.

[0161] In an alternative embodiment, a plurality of
competing players preselect respective gaming tables
and attack sequences. In one implementation, a tourna-
ment is arranged for the competing players and the
preselected gaming tables and attack sequences are uti-
lised to determine a winner. The tournament can include,
for example, a series of peer-to-peer matches in which
a single player competes directly against another single
player, with players being eliminated after each match.
Alternatively, the tournament can include, for example,
around-robintournamentin which each player plays eve-
ry other player an equal number of times. The tournament
can also include a combination of peer-to-peer matches
and round-robin matches.

[0162] The tournament can also include, for example,
a master gaming board and master attack sequence,
wherein each of the preselected gaming tables and at-
tack sequences of the competing players is utilised in a
peer-to-peer match against the master gaming board and
master attack sequence to identify a winner. In one im-
plementation, the master gaming board and master at-
tack sequence are populated by a game application by
using a random number generator.

[0163] As described above, a number of methods are
available for resolving a drawn match, including for ex-
ample: (i) splitting the prize; (ii) playing another game or
a subset thereof; (iii) picking a number from a predefined
range of numbers, with the winner being the player who
selected a higher (or lower) number; (iv) "BLACK/RED";
(v) "pick the number"; (vi) "Closest guess"; (vii) "Best Last
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Play"; (viii) "Best Player"; (viii) "Lowest Number First"; or
(ix) "Highest Number First".

[0164] A further method for determining a winner in the
case of a drawn match is to assign one of the tokens or
a plurality of the tokens that are utilised for populating
the gaming table as a "draw breaking token". For exam-
ple, one implementation of the method described above
with reference to Figs 1 to 4 assigns the token with an
associated value of "8" as the draw breaking token. The
winner is the player who first found the draw breaking
token during play of the game. When a plurality of tokens
are used as the "draw breaking token", the winner is the
player who first revealed all of the draw breaking tokens
during play of the game.

[0165] Alternatively, a further game is played, wherein
each player allocates a game breaking token to a cell of
a draw gaming table. The game breaking token in this
embodiment can also be one of the tokens utilised for
populating the gaming table from the initial game or al-
ternatively the game breaking token can be a new token.
The draw gaming table can be the same as the gaming
table on which the drawn game was played, or can be
different from the gaming table on which the drawn game
was played. When the draw gaming table is the same as
the gaming table and the draw breaking token is prese-
lected (i.e., the location of the draw breaking token is
selected by the player(s) before the initial game is
played), the sequence of attacking moves from the initial,
drawn match can be applied to the respective draw gam-
ing tables to identify the location of the draw breaking
tokens and thus determine a winner. Alternatively, a fur-
ther sequence of preselected attacking moves is applied
to the respective draw gaming tables.

[0166] Inapeer-to-peergame in which the draw break-
ing token has not been preselected, the players involved
in the drawn match place a respective game breaking
token in a cell of their respective draw gaming tables and
then take turns to select a cell of the drawn gaming table
of the other player in an attempt to identify the game
breaking token. The player that identifies the game
breaking token of the other player in fewer moves is the
winner. In one implementation, each player preselects a
location of the draw breaking token before play of the
initial game commences. In an alternative implementa-
tion, each player provides a preselected draw sequence
of attacking moves to be utilised for identifying the loca-
tion of the draw breaking token. The placing by the play-
ers of the draw breaking token and any preselection of
a draw sequence of attacking moves can be required
before the initial game commences or can occur in re-
sponse to the draw, or a combination thereof.

[0167] In a further preselection embodiment, a player
provides a preselected "draw round selection". The draw
round selection is utilised to determine a winner in the
case in which a preceding game results in a draw. The
actual nature of a draw round selection chosen by a play-
er is dependent on the manner of resolution that is in
effect for that particular gaming implementation.
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[0168] Forexample, foranimplementation that utilises
the "BLACK/RED" method, a player selects a "draw
round selection" of either BLACK or RED. Similarly, for
an implementation that utilises the "play another game"
method, a player provides another populated gaming ta-
ble for use in resolving a draw. In one implementation,
the player also provides a preselected draw attack se-
quence. In an alternative implementation, the original at-
tack sequence is used in conjunction with the populated
gaming table that was provided for use in resolving the
draw.

[0169] Depending on the particular implementation, a
player may be required to preselect a gaming table, an
attack sequence, a draw round selection, or any combi-
nation thereof.

[0170] Fig. 8Ais a schematic block diagram represen-
tation of a preselection interface 8100 that can be utilised
by a player to preselect a gaming table and an attack
sequence in accordance with an embodiment of the
present disclosure. In this embodiment, a draw is re-
solved by identifying a game breaking token in a draw
breaking table. The preselection interface 8100 includes
a gaming table 8110 and an array 8120 for storing an
attack sequence. The gaming table 8110 includes a
number of cells corresponding to a predefined number
of tokens. In the example shown in Fig. 8A, the gaming
table 8110 corresponds to the example described above
with respect to Fig. 1, in which 9 tokens are utilised.
[0171] As described above, the player populates the
gaming table 8110 by allocating each of the tokens to a
corresponding cell ofthe gaming table 8110. Inthe prese-
lection implementation, the player also selects an attack
sequence before the game commences and the attack
sequence is stored in the array 8220. Thus, the sequence
of attacking moves is preselected, and individual attack-
ing moves are not made in response to an attack from a
competing player.

[0172] The preselection interface 8100 also includes
a draw round selection table 8130. In this implementa-
tion, a draw is resolved by using the method described
above in which a draw breaking token is placed in a draw
gaming table 8130. In the example of Fig. 8A, the draw
gaming table 8130 corresponds to the gaming table
8110. The player preselects the draw breaking token by
placing the draw breaking token in a single cell of the
draw gaming table 8130. In this particular example, the
predefined tokens and gaming table correspond to the
example of Figs 1 to 3, and token "8" is assigned to be
the draw breaking token. As can be seen from the draw
breaking table 8130, the player has preselected cell B2
as the location of the draw breaking token.

[0173] The preselected attack sequence stored in the
array 8120 and utilised in the initial, drawn game is uti-
lised in conjunction with the draw round selection table
8130 and a corresponding attack sequence and draw
round selection table from a competing player to identify
awinner. The winner is the player that identifies the draw
breaking token of the competing player in fewer moves.
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[0174] In the scenario in which the gaming table and
the draw breaking table are the same and the draw break-
ing token is one of the tokens for populating the gaming
table, a single gaming table can be utilised, with the lo-
cation of the draw breaking token preselected by identi-
fying a cell of the gaming table. For example, with refer-
ence to Fig. 8A a player can preselect the gaming table
by populating the cells with tokens from 1 to 9 and then
select any one of those cells for the draw breaking token.
[0175] Fig. 8B is a schematic block diagram represen-
tation of a preselection interface 8200 that can be utilised
by a player to preselect a gaming table and an attack
sequence in accordance with an embodiment of the
present disclosure. In this embodiment, a draw is re-
solved by playing a new game that utilises the attack
sequences from the drawn game. The preselection in-
terface 8200 includes a gaming table 8210 and an array
8220 for storing an attack sequence. The gaming table
8210 includes a number of cells corresponding to a pre-
defined number of tokens. As described above, the play-
er populates the gaming table 8210 by allocating each
of the tokens to a corresponding cell of the gaming table
8210. In the preselection implementation, the player also
selects an attack sequence before the game commences
andthe attack sequenceis storedinthe array 8220. Thus,
the sequence of attacking moves is preselected, and in-
dividual attacking moves are not made in response to an
attack from a competing player.

[0176] The preselection interface 8200 also includes
a draw round selection table 8230. In this implementa-
tion, a draw is resolved by playing a new game. In the
example of Fig. 8B, the draw gaming table 8230 corre-
sponds to the gaming table 8210. The player preselects
the draw breaking table by populating the table 8230 with
a set of predefined draw breaking tokens. In one imple-
mentation, the draw breaking tokens correspond to the
tokens utilised in the gaming table 8210. In an alternative
implementation, the draw breaking tokens are different
from the tokens utilised in the gaming table 8210. For
example, in one implementation larger values are asso-
ciated with the draw breaking tokens in order to create
larger scores, which in turn reduces the chance of a fur-
ther draw and thus provides a greater chance of identi-
fying awinner. In this particular example, the preselected
attack sequence stored in the array 8220 is applied to a
draw gaming table of the competing player and an attack
sequence utilised by the competing player during the
drawn match is applied to the draw gaming table 8230
to identify a winner.

[0177] Fig. 8Cis a schematic block diagram represen-
tation of a preselection interface 8300 that can be utilised
by a player to preselect a gaming table and an attack
sequence in accordance with an embodiment of the
present disclosure. In this embodiment, a draw is re-
solved by playing a new game with a new attack se-
quence. The preselection interface 8300 includes a gam-
ing table 8310 and an array 8320 for storing an attack
sequence. The gaming table 8310 includes a number of
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cells corresponding to a predefined number of tokens. In
the example shown in Fig. 8C, the gaming table 8310
corresponds to the example described above with re-
spect to Fig. 1, in which 9 tokens are utilised.

[0178] As described above, the player populates the
gaming table 8310 by allocating each of the tokens to a
corresponding cell ofthe gaming table 8310. In the prese-
lection implementation, the player also selects an attack
sequence before the game commences and the attack
sequence is stored inthe array 8320. Thus, the sequence
of attacking moves is preselected, and individual attack-
ing moves are not made in response to an attack from a
competing player.

[0179] Asindicated above, in this embodiment a draw
is resolved by playing a new game with a new attack
sequence. Accordingly, the preselection interface 8300
also includes a draw round selection table 8330 and a
draw attack sequence array 8340. The player preselects
the draw breaking table by populating the draw breaking
table 8330 with a set of draw breaking tokens. In one
implementation, the set of draw breaking tokens is equal
to the number of cells on the draw breaking table 8330.
In an alternative implementation, a single draw breaking
token is placed in the draw breaking table 8330.

[0180] The player preselects the draw attack se-
quence array 8340 by providing a sequence of attacking
moves to be utilised in the event that a draw occurs from
the initial game. In the example of Fig. 8C, the gaming
table 8310 and the draw breaking table 8330 are the
same shape and configuration, with the same number of
cells. However, the gaming table 8310 and the draw
breaking table 8330 can equally be different from each
other. In the event that the initial game is a draw, the
draw attack sequence stored in the draw attack sequence
array 8340 is applied to a draw gaming table of a com-
peting player and a draw attack sequence preselected
by the competing player is applied to the draw gaming
table 8330 to identify a winner. In the case in which a
single draw breaking token is utilised, the winner is the
player whose attacking sequence identifies the draw
breaking token of the competing player in fewer moves.
[0181] Anexample of multiple players playing a prese-
lected game will now be described with reference to Fig.
5. In this example, a first player and a second player
register to play a game by purchasing first and second
tickets, respectively. The first and second tickets provide
the respective first and second players with a chance to
win a portion of a prize controlled by a game administra-
tor. In this particular example, the game administrator
controls the gaming server 5015 and the first and second
players are registered in the game database 5036 upon
purchase of the respective first and second tickets.
[0182] In one implementation, the purchase of a ticket
involves the preselection of a gaming table and an attack
sequence. The preselection of the gaming table and at-
tack sequence are completed by the player purchasing
the ticket. In an alternative implementation, the player
can optionally select to have a preselected gaming table
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and attack sequence provided by the game administra-
tor. Depending on the particular implementation, a ticket
can be associated with a single gaming table and attack
sequence or multiple gaming tables and corresponding
attack sequences. Pricing may vary, depending on the
number of gaming tables associated with each ticket.
[0183] Inthe example of Fig. 5, the first player utilises
the mobile browser 5005 to interact with the gaming serv-
er 5015 to purchase the first ticket. Similarly, the second
player utilises the mobile browser 5050 to interact with
the gaming server 5015 to purchase the second ticket.
In an alternative implementation, a player purchases a
ticket from a retail outlet that interacts with the gaming
server 5015.

[0184] Each player that is registered with the gaming
server 5015 before a predefined deadline has a chance
of sharing a portion of a prize pool. Inone implementation,
the gaming server provides a master gaming board and
master attack sequence and each preselected gaming
table and attack sequence competes against the master
gaming board and master attack sequence to identify
one or more winners based on the resulting scores. For
example, all players that attain a score greater than or
equal to a predetermined threshold may enter a subse-
quent stage of the game. In one particular implementa-
tion, the identified winners then compete against one an-
other in a tournament to identify an ultimate winner. As
described above, the tournament may include round-rob-
in matches, peer-to-peer matches, or a combination
thereof. In one embodiment, the identified winners utilise
the same preselected gaming table and attack sequenc-
es in the tournament against one another. The tickets
can optionally include a draw resolution selection to as-
sist in allocating prizes among players.

[0185] In a further embodiment, a first player prese-
lects a first gaming table and a first attack sequence by
populating cells of the first gaming table with tokens and
providing a first attack sequence of attacking moves. The
first player submits a request, via a gaming server, to a
second player to compete against each other. The first
player also submits the populated first gaming table and
the first attack sequence to the gaming server. In one
implementation, the first gaming table and the first attack
sequence are provided to the gaming server in the form
of a unitary computer file, multiple computer files, an SMS
message, or any combination thereof. Other implemen-
tations may equally be practised without departing from
the spirit and scope of the invention.

[0186] The second player receives the request, which
may be as soon as the request is sent or at any later
time, such as when the second player next logs on to a
website coupled to the gaming server. When the second
player accepts the request, the second player populates
a second gaming table with tokens and provides a sec-
ond sequence of attacking moves. The second player
submits the second gaming table and the second attack
sequence to the gaming server and the game is then
initiated, with a winner being determined almost instan-
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taneously. Thus, the second player receives a result
shortly after accepting the request and providing the sec-
ond gaming table and second attack sequence. This may
be minutes, hours, days, or even months after the request
from the first player. The first player is then notified of the
result. Such notification may occur, for example, via e-
mail, SMS, Facebook wall, MySpace, or via an applica-
tion residing on the gaming server.

[0187] In an alternative implementation, the first and
second players each provide an attack sequence, and
the gaming server populates a single gaming table. The
attack sequences provided by the first and second play-
ers are applied to the gaming table and a winner is sub-
sequently determined.

Conclusion

[0188] The present disclosure provides a method of
gaming utilising a first gaming table and a predefined
number of first tokens. The first gaming table includes a
plurality of cells corresponding to the number of first to-
kens and each cell of the first gaming table is associated
with a unique identifier. This enables a player to readily
identify a cell to be populated or selected. Each of the
first tokens has an associated value. In one embodiment,
relative differences between consecutively revealed to-
kens are utilised to compute a score for the player. This
score can be computed at the end of a game, or interim
scores can be displayed during game play.

[0189] The method includes the step of populating the
first gaming table by storing each of the first tokens in
one of the cells of the first gaming table. Population of
the cells can be performed by a game controller. Alter-
natively, the cells of the first gaming table are populated
in response to commands from a competing player.
[0190] The first player provides selection commands
to select one of the cells of the first gaming table to reveal
one of the first tokens stored therein. The first player pro-
vides further selection commands until each of the first
tokens has been revealed. The first player can provide
each selection command individually, with a first token
revealed before a further selection command is provided.
Alternatively, the first player provides a sequence of se-
lection commands, in which first tokens corresponding
to cells identified in the sequence of selection commands
are revealed. The sequence of selection commands can
correspond to the number of first tokens, or any subset
thereof.

[0191] The method utilises the values associated with
the first tokens to determine a score for the first player,
based on an order in which the first tokens were revealed.
Utilising the values to determine the score can be based
on relative differences between values associated with
consecutively selected first tokens. Alternatively, a pre-
defined ordered sequence of values can be used to de-
termine the score by comparing values associated with
the selected tokens to corresponding values in the pre-
defined ordered sequence of values. Thus, the order in
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which the first tokens are revealed has a direct impact
on the score for the first player.

[0192] Inthe exampleinwhichthe cells of the firstgam-
ing table are populated in response to commands from
a competing player, the first player can seek to improve
his or her score by attempting to identify patterns of be-
haviour relating to the competing player. This may be
based, for example, on information relating to gaming
tables previously populated by the competing player.
Such information may be collected by the first player or
may be provided in varying levels of detail by a system
implementing a method in accordance with the present
disclosure.

Industrial Applicability

[0193] Itis apparent from the above that the arrange-
ments described are applicable to the computer, tele-
communications and gaming industries.

[0194] The foregoing describes only some embodi-
ments of the present invention, and modifications and/or
changes can be made thereto without departing from the
scope and spirit of the invention, the embodiments being
illustrative and not restrictive.

[0195] In the context of this specification, the word
"comprising" means "including principally but not neces-
sarily solely" or "having" or "including", and not "consist-
ing only of. Variations of the word "comprising", such
as "comprise" and "comprises" have correspondingly
varied meanings.

Claims
1. A gaming server comprising:

a memory for storing data and a computer pro-
gram;

a processor coupled to said memory for execut-
ing said computer program stored in said mem-
ory;

a first player service module for providing an in-
terface for communication with a first remote
computing device;

a database storing player information and game
information; and

a game application forming part of said compu-
ter program, said game application including in-
structions for performing the method steps of:

receiving player information from said first
remote computing device via said first play-
er service module and storing said player
information in said database; and

delivering to said first computing device, via
said first player service module, a game in-
volving afirstgaming table and a predefined
number of first tokens, wherein said first
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gaming table includes a plurality of cells cor-
responding to said number of first tokens,
each cell of said first gaming table being
associated with a unique identifier, and fur-
ther wherein each of said first tokens has
an associated value;

controlling population of said first gaming
table by storing each of said first tokens in
one of said cells of said first gaming table;
receiving at least one selection command
from said first computing device;

revealing to said first computing device, in
response to each one of said selection com-
mands from said first computing device, one
of said first tokens stored in a cell corre-
sponding to said selection command; and
utilising said values associated with said
firsttokens to determine a score for said first
player, based on an order in which said first
tokens were revealed and a predefined or-
dered sequence of values.

The gaming server according to claim 1, wherein
said game application includes further instructions
for, when utilising said values associated with said
first tokens to determine a score, performing the fur-
ther steps of:

for each of said first tokens, determining an in-
termediate score based on a relative difference
between the value associated with the first token
and a value in said predefined ordered se-
quence of values corresponding to the order in
which the first token was revealed; and
summing each of said intermediate scores.

The gaming server according to either one of claims
1 and 2, wherein said predefined sequence of or-
dered tokens corresponds to a sequence of num-
bered turns.

The gaming server according to either one of claims
1 and 2, wherein said predefined sequence of or-
dered tokens is defined by one of a gaming admin-
istrator, a competing player, and a random number
generator.

The gaming server according to claim 1, further com-
prising:

a second player service module for providing an
interface for communication with a second re-
mote computing device;

wherein said gaming application includes in-
structions for performing the further method
steps of:

receiving commands from said second
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computing device, via said second player
service module, for populating said first
gaming table; and

populating said first gaming table with said
first tokens, based on said commands re-
ceived from said second computing device.

6. The gaming server according to claim 5,

wherein said gaming application includes instruc-
tions for performing the further method steps of:

delivering to said second computing device, via
said second player service module, a game in-
volving a second gaming table and a predefined
number of second tokens, wherein said second
gaming table includes a plurality of cells corre-
sponding to said number of second tokens, each
cell of said second gaming table being associ-
ated with a unique identifier, and further wherein
each of said second tokens has an associated
value;

receiving commands from said first computing
device, via said first player service module, for
populating said second gaming table; and
populating said second gaming table with said
second tokens by storing each of said second
tokens in one of said cells of said second gaming
table, based on said commands received from
said first computing device;

receiving at least one selection command from
said second computing device;

revealing to said second computing device, in
response to each one of said selection com-
mands from said second computing device, one
of said second tokens stored in a cell corre-
sponding to said selection command; and
utilising said values associated with said second
tokens to determine a score for said second
player, based on an order in which said second
tokens were revealed and a predefined ordered
sequence of values.

The gaming server according to any one of claims
1 to 6, wherein said database stores at least one of
wagering information, prize information and gaming
statistics.

The gaming server according to any one of claims
5to 7, wherein:

said gaming server is coupled to a communica-
tions network,

said first remote computing device is selected
from: a portable handheld gaming computer; a
personal digital assistant (PDA); a dedicated
gaming machine; a mobile telephone handset;
a laptop computer; a desktop computer; and a
proprietary gaming terminal; and
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said second remote computing device is select-
ed from: a portable handheld gaming computer;
a personal digital assistant (PDA); a dedicated
gaming machine; a mobile telephone handset;
a laptop computer; a desktop computer; and a
proprietary gaming terminal.

A land-based gaming terminal comprising:

amemory storing data and a computer program;
a processor coupled to said memory for execut-
ing said computer program;

a display coupled to said processor;

a communications interface for controlling flow
of data with a gaming server;

auser interface for enabling afirst player to input
commands; and

a gaming application forming part of said com-
puter program, said gaming application includ-
ing instructions for performing the steps of:

sending, to said display, information relat-
ing to a first gaming table, said first gaming
table including a plurality of cells corre-
sponding to a predefined number of first to-
kens, wherein each cell is associated with
a unique identifier;

receiving data from said gaming server for
populating said first gaming table;
populating said first gaming table by storing
each of said first tokens in one of said cells
of said firstgaming table, in accordance with
said data received from said gaming server;
receiving from said user interface at least
one selection command input by said first
player;

revealing on said display, in response to
each one of said selection commands input
by said first player, one of said first tokens
stored in a cell corresponding to said selec-
tion command; and

utilising said values associated with said
first tokens to determine a score for said first
player, based on an order in which said first
tokens were revealed and a predefined or-
dered sequence of values.

10. The land-based gaming terminal according to claim

1.

9, wherein said data received from said gaming serv-
er for populating said first gaming table is derived
from commands received by said gaming server
from a second gaming terminal.

The land-based gaming terminal according to either
one of claims 9 and 10, wherein said user interface
includes at least one of a keypad, a touch screen, a
computer mouse, a pointing device, a trackball, a
scratchpad, or any combination thereof.
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12. An interactive peer-to-peer gaming system utilising:

(i) a first gaming table and a predefined number of
first tokens, wherein said first gaming table includes
a plurality of cells corresponding to said number of
first tokens, each cell of said first gaming table being
associated with a unique identifier, and further
wherein each of said first tokens has an associated
value, and (ii) a second gaming table and a prede-
fined number of second tokens, wherein said second
gaming table includes a plurality of cells correspond-
ing to said number of second tokens, each cell of
said second gaming table being associated with a
unique identifier, and further wherein each of said
second tokens has an associated value, said gaming
system comprising:

a first computing device for receiving, from afirst
user, first populating commands and a first se-
quence of identifiers corresponding to cells of
said first gaming table;

a second computing device for receiving, from
a second user, second populating commands
and a second sequence of identifiers corre-
sponding to cells of said second gaming table;
a gaming server coupled to said first computing
device via a first communications link and cou-
pled to said second computing device via a sec-
ond communications link, said gaming server
including:

a memory for storing data and a computer
program;

a processor coupled to said memory for ex-
ecuting said computer program stored in
said memory;

a gaming application forming part of said
computer program, said gaming application
including instructions for performing the
steps of:

receiving from said first computing de-
vice, via said first communications link,
said first populating commands and
said first sequence of identifiers;
receiving from said second computing
device, via said second communica-
tions link, said second populating com-
mands and said second sequence of
identifiers;

populating said first gaming table with
said first tokens based on said second
populating commands;

populating said second gaming table
with said second tokens based on said
first populating commands;

revealing, in a consecutive manner
based on said first sequence of identi-
fiers, first tokens stored in said first
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gaming table;

revealing, in a consecutive manner
based on said second sequence of
identifiers, second tokens stored in said
second gaming table;

utilising said values associated with
said first tokens to determine a first
score for said first player, based on an
order in which said first tokens were re-
vealed and a first predefined ordered
sequence of values;

utilising said values associated with
said first tokens to determine a second
score for said second player, based on
an order in which said first tokens were
revealed and a second predefined or-
dered sequence of values; and
determining a winner, based on said
first score and said second score.

The gaming system according to claim 12,

wherein said first communications links utilises at
least one of a mobile telephony network, an ad-hoc
wireless network, a telephony network, a LAN, a
WAN, and the Internet;

wherein said second communications links utilises
at least one of a mobile telephony network, an ad-
hoc wireless network, a telephony network, a LAN,
a WAN, and the Internet;

wherein said first computing device is one of a port-
able handheld gaming computer, a personal digital
assistant, a dedicated gaming machine, a mobile tel-
ephone handset, a laptop computer, a desktop com-
puter, and a proprietary gaming and wagering ter-
minal; and

wherein said second computing device is one of a
portable handheld gaming computer, a personal dig-
ital assistant, a dedicated gaming machine, a mobile
telephone handset, a laptop computer, a desktop
computer, and a proprietary gaming and wagering
terminal.

A gaming system utilising a gaming table and a pre-
defined number of tokens, wherein said gaming table
includes a plurality of cells corresponding to said
number of tokens, each cell of said gaming table
being associated with a unique identifier, and further
wherein each of said tokens has an associated val-
ue, said gaming system comprising:

afirst computing device for receiving, from a first
user, a first sequence of identifiers correspond-
ing to cells of said gaming table;

a second computing device for receiving, from
a second user, a second sequence of identifiers
corresponding to cells of said gaming table;

a gaming server coupled to said first computing
device via a first communications link and cou-
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pled to said second computing device via a sec-
ond communications link, said gaming server
including:

a memory for storing data and a computer
program;

a processor coupled to said memory for ex-
ecuting said computer program stored in
said memory;

a gaming application forming part of said
computer program, said gaming application
including instructions for performing the
steps of:

populating said gaming table with said
tokens;

receiving from said first computing de-
vice, via said first communications link,
said first sequence of identifiers;
receiving from said second computing
device, via said second communica-
tions link, said second sequence of
identifiers;

utilising said first sequence of identifi-
ers to determine a first sequence of to-
kens stored in said gaming table;
utilising said values associated with
said first sequence of tokens to deter-
mine a score for said first player, based
on an order in which said first tokens
were revealed and a first predefined or-
dered sequence of values;

utilising said second sequence of iden-
tifiers to determine a second sequence
of tokens stored in said gaming table;
utilising said values associated with
said second sequence of tokens to de-
termine a second score for said second
player, based on an order in which said
second tokens were revealed and a
second predefined ordered sequence
of values;

determining a winner, based on said
first score and said second score.

15. A computer readable storage medium, having a pro-

gram recorded thereon, where the program is con-
figured to make a computer execute a procedure of
gaming utilising a first gaming table and a predefined
number of first tokens, wherein said first gaming ta-
ble includes a plurality of cells corresponding to said
number of first tokens, each cell of said first gaming
table being associated with a unique identifier, and
further wherein each of said first tokens has an as-
sociated value, said procedure comprising the steps
of:

populating said first gaming table by storing
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each of said first tokens in one of said cells of
said first gaming table;

iteratively selecting, by a first player, one of said
cells of said first gaming table to reveal one of
said first tokens stored therein, until each of said
first tokens has been revealed; and

utilising said values associated with said first to-
kens to determine a score for said first player,
based on an order in which said first tokens were
revealed and a predefined ordered sequence of
values.
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