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(54) Method for selection control

(57) The present invention relates to a method for
selection control for a virtual scratch-card game, com-
prising the steps: displaying a first layer (1a) of a plurality
of selectable game objects within a display area (5); ac-
tivating a first selected game object of said plurality of
selectable game objects in said first layer (1a); removing
said first selected game object from said first layer (1a)
and displaying a first game object of a plurality of selecta-

ble game objects in a second layer (2a) having a first
game symbol (A, B, C) of a plurality of game symbols;
activating a second selected game object of said plurality
of selectable game objects in said second layer (2a); and
removing said second selected game object in said sec-
ond layer (2a) and displaying a first game object of a
plurality of game objects in a third layer (3a) having a
second game symbol (A, B, C) of said plurality of game
symbols.
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Description

FIELD OF INVENTION

[0001] The present invention relates generally to vir-
tual games, and particularly to a method for selection
control for virtual games.

BACKGROUND

[0002] Today, several methods exist for selection con-
trol for virtual scratch-card games. All of these methods
have in common that a virtual scratch-card displays a
plurality of game objects, which game objects after se-
lection of such a game object displays a game symbol.

SUMMARY OF THE INVENTION

[0003] An object of the present invention is to improve
selection control for a virtual scratch-card game.
[0004] At an insight by the inventor improved selection
control is achieved by the possibility of removing already
displayed game symbols after reselecting a previously
selected game object.
[0005] A method implementing such a selection con-
trol is defined by the appended claims.
[0006] By providing a method for selection control for
a virtual scratch-card game, comprising the steps of dis-
playing a first layer of a plurality of selectable game ob-
jects within a display area; activating a first selected game
object of the plurality of selectable game objects in the
first layer; removing the first selected game object from
the first layer and displaying a first game object of a plu-
rality of selectable game objects in a second layer having
a first game symbol of a plurality of game symbols; acti-
vating a second selected game object of the plurality of
selectable game objects in the second layer; and remov-
ing the second selected game object in the second layer
and displaying a first game object of a plurality of game
objects in a third layer having a second game symbol of
the plurality of game symbols, an improved selection con-
trol is achieved by the possibility of removal of a previ-
ously selected game symbol.
[0007] By preferably also displaying each game sym-
bol displayed in the display area in a second display area
separate from the display area, also game symbols re-
moved from the display area can still be utilized for de-
termining a winning set.
[0008] By preferably providing the second layer with a
first background layer having a first attribute, and the third
layer with a second background layer having a second
attribute different from the first attribute, the selection
control of game objects in different levels is facilitated.
[0009] The method preferably also comprises the step
of displaying the first layer partly on top of the second
layer, in turn displayed partly on top of the third layer,
such that the second layer is partly visible and the third
layer is partly visible, whereby it is directly evident which

game objects relate to which layer. For a more simple
display structure, the method alternatively comprises dis-
playing the first layer on top of the second layer, in turn
displayed on top of the third layer.
[0010] Further features and advantages of the present
invention will be evident from the following description.

BRIEF DESCRIPTION OF THE DRAWINGS

[0011] The present invention will become more fully
understood from the detailed description of embodiments
given below and the accompanying figures, which are
given by way of illustration only, and thus, are not limita-
tive of the present invention, wherein:

Fig. 1 schematically shows a virtual, multi-layer,
scratch-card game according to an embodiment of
the present invention.

Fig. 2 schematically shows a virtual, multi-layer,
scratch-card game being displayed in 3D and being
scratched to multiple levels.

Fig. 3 schematically shows a virtual, multi-layer,
scratch-card game having multiple display areas ac-
cording to a second embodiment of the present in-
vention.

DETAILED DESCRIPTION OF EMBODIMENTS

[0012] In the following description, for purpose of ex-
planation and not limitation, specific details are set forth,
such as particular techniques and applications in order
to provide a thorough understanding of the present in-
vention. However, it will be apparent for a person skilled
in the art that the present invention may be practiced in
other embodiments that depart from these specific de-
tails. In other instances, detailed description of well-
known methods and apparatuses are omitted so as not
to obscure the description of the present invention with
unnecessary details.
[0013] A method for selection control for a virtual
scratch-card game according to a first embodiment of
the present invention will now be described with refer-
ence to Figs. 1-2.
[0014] The virtual scratch-card game will in this em-
bodiment be described as a virtual, multi-layer, scratch-
card game. Other virtual scratch-card games chance,
such as e.g. lottery games and pick and click are also
contemplated as virtual scratch-card games wherein uti-
lization of the inventive idea of removal of selected game
symbols is useful.
[0015] The virtual, multi-layer, scratch-card game
comprises a plurality of layers, in this case exemplified
by four layers. However, the inventive idea is applicable
also to three layers or more than four layers.
[0016] Each layer of the virtual, multi-layer, scratch-
card game comprises a plurality of game objects, in this
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case exemplified by a 3x3 matrix. Generally any form of
each layer is contemplated, such as smaller or larger
matrixes. Also asymmetric matrixes such as e.g. 5x10
are contemplated. Even though a square game object is
well defined and typically used, also irregularly shaped
game objects may be used on each layer, such as other
geometric shapes, digging a pit in ground, blowing a way
through a wall, or moving in a virtual room in 3D. Even
though well defined picks of well defined game objects
is straight forward, it is also possible to utilize e.g. random
picking of game objects. Random picking is in such a
case preferably selected by a player by activation of a
button. This may be particularly useful for an irregularly
shaped game object. Each layer preferably also compris-
es a background layer, which background layers prefer-
ably have attributes differing from each other.
[0017] Each virtual scratch-card game is preferably
generated in a server system, which in a secure way
communicates game data to a game device. The game
device can e.g. be an on-line device having a web brows-
er, such as a computer, cellular phone, or a TV, or an
off-line device having a dedicated virtual game applica-
tion, which e.g. is loaded with a number of games.
[0018] The topmost, first layer 1a preferably has no
background layer 1b, since no game symbols are dis-
played therein. It is however possible to provide also the
first layer 1a with a background layer. The first layer 1a
is displayed with a plurality of game objects within a dis-
play area 5. The nine game objects are in this case well
defined by visible lines, but all nine game objects could
e.g. be covered by a scenery obscuring the exact position
for the game objects. When a game object in the first
layer 1a is selected and activated by e.g. a mouse/marker
click, the selected game object is removed from the dis-
play. By removing a game object in the first layer 1a a
game object of a plurality of game objects in the second
layer 2a is displayed. The displayed game object of the
second layer 2a has a game symbol, e.g. A, of a plurality
of game symbols. The second layer 2a preferably has a
background layer 2b having an attribute, indicating that
it is a different layer than the first layer 1a.
[0019] For a typical virtual scratch-card game the
game symbols are monetary values representing a win-
ning value, e.g. by displaying three identical game sym-
bols. Alternative symbols could e.g. be letters (A, B, C),
colors (blue, green, red), animals (snake, mouse, cat),
or amount of material (amount of gold vein). The attribute
of a background layer can e.g. be a colored frame, a
color, a pattern, or a virtual 3D environment.
[0020] After the first game object has been removed
from the first layer 1 there are eight selectable game ob-
jects in the first layer and one selectable game object in
the second layer 2a. Now either a game object in the first
layer 1a is selected and activated, as is known in the art,
or a game object in the second layer 2a is selected and
activated, according to the present invention. By activat-
ing a game object in the second layer 2a, the selected
game object, and its game symbol, in the second layer

2a is removed and a game object of the third layer 3a is
displayed having a game symbol of the plurality of game
symbols. This game symbol of the third layer may be
identical to the game symbol of the second layer, or may
not be identical to the game symbol of the second layer.
However, the virtual scratch-card game typically requires
a plurality of equal game symbols for generating a win-
ning set of game symbols.
[0021] After a selectable game object of the second
layer 2 has been removed from the second layer 2a it is
possible to select and activate game objects also in the
third layer 3a. By activating a game object in the third
layer 3a, the selected game object, and its game symbol,
in the third layer 3a is removed and a game object of the
fourth layer 4a is displayed having a game symbol of the
plurality of game symbols. This game symbol of the fourth
layer may be identical to the game symbol of previous
layers, or may not be identical to the game symbol of
previous layers. However, the virtual scratch-card game
typically requires a plurality of equal game symbols for
generating a winning set of symbols. Although the meth-
od has been described by selecting and removing game
objects directly on top of each other, the first nine picks
could e.g. select and activate all nine game symbols of
the second layer 2a, before any selection and activation
of deeper game objects is made.
[0022] The described virtual, multi-layer, scratch-card
game has 27 possible game symbols to display. A pos-
sible game may include having nine picks to find three
identical game symbols. A player have in such a case
not the possibility to display all game objects, but may
anyway need to remove already displayed game symbols
in the second layer to be able to access game symbols
in the third or fourth layer. Another possible game may
include having 27 picks to find three identical game sym-
bols. A player have in such a case the possibility to display
all game symbols, but will need to remove some already
displayed game symbols in the second layer to be able
to access game symbols in the third or fourth layer. The
number of picks and/or the number of required game
symbols making up a winning set can be varied obtaining
different types of virtual, multi-layer, scratch-card games.
Another type of game can e.g. include finding as many
similar game symbols as possible, preferably with a lim-
ited number of picks in relation to the number of possible
game symbols, wherein nine similar game symbols pro-
vides the highest pay-out for the game.
[0023] Another variant for pay-out from a game may
e.g. include having multiple winning sets of game sym-
bols. In such a case it is necessary to have some form
of collect button, such that a player can select to collect
a winning set instead of trying to go for a winning set
having a higher pay-out.
[0024] Display of the different layers of game objects
may be done in a plurality of ways. The first layer 1 may
be a 2D display completely on top on the second layer
2, which in turn is completely on top of the third layer 3,
which in turn is completely on top of layer 4. In this way
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a player will perceive the game as having only one layer
with exchangeable game objects. The different layers
are however preferably displayed in 3D partly overlap-
ping each other: the first layer partly on top of the second
layer, in turn displayed partly on top of the third layer,
such that the second layer is partly visible and the third
layer is partly visible, whereby it is directly evident which
game objects relate to which layer. This type of display
is illustrated in Fig. 2.
[0025] A second embodiment of the present invention
will next be described with reference to Fig. 3. This sec-
ond embodiment of the present invention is identical to
the first embodiment described above apart from the fol-
lowing. The game objects are displayed in a first display
area 5 and game symbols displayed in the first display
area 5 is also displayed in a second display area 6. The
main effect of that the game symbols are also displayed
in the second display area 6 is that even though a game
symbol in e.g. layer 2a or 3a, which is removed due to
re-scratching of the game object, is still in the game. The
game is preferably ended by either that all available picks
have been used, and no winning set has been displayed,
or that a desired winning set has been displayed and a
collect button 7 is activated, preferably in a third display
area.
[0026] It will be obvious that the present invention may
be varied in a plurality of ways. Such variations are not
to be regarded as departure from the scope of the present
invention as defined by the appended claims. All such
variations as would be obvious for a person skilled in the
art are intended to be included within the scope of the
present invention as defined by the appended claims.

Claims

1. A method for selection control for a virtual scratch-
card game, characterized by

- displaying a first layer (1a) of a plurality of se-
lectable game objects within a display area (5);
- activating a first selected game object of said
plurality of selectable game objects in said first
layer (1a);
- removing said first selected game object from
said first layer (1a) and displaying a first game
object of a plurality of selectable game objects
in a second layer (2a) having a first game symbol
(A, B, C) of a plurality of game symbols;
- activating a second selected game object of
said plurality of selectable game objects in said
second layer (2a); and
- removing said second selected game object in
said second layer (2a) and displaying a first
game object of a plurality of game objects in a
third layer (3a) having a second game symbol
(A, B, C) of said plurality of game symbols.

2. The method as claimed in claim 1, characterized by

- displaying each game symbol displayed in said
display area (5) in a second display area (6) sep-
arate from said display area (5).

3. The method as claimed in claim 1 or 2, wherein said
second layer (2a) has a first background layer (2b)
having a first attribute, and said third layer (3a) has
a second background layer (3b) having a second
attribute different from said first attribute.

4. The method as claimed in any of claims 1-3, char-
acterized by

- displaying said first layer (1a) on top of said
second layer (2a), in turn displayed on top of
said third layer (3a).

5. The method as claimed in any of claims 1-3, char-
acterized by

- displaying said first layer (1a) partly on top of
said second layer (2a), in turn displayed partly
on top of said third layer (3a), such that said
second layer (2a) is partly visible and said third
layer (3a) is partly visible.

6. The method as claimed in any of claims 1-5, wherein
said virtual game is a virtual multi-layer game.
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