
Processed by Luminess, 75001 PARIS (FR)

(19)
EP

4 
16

7 
20

4
A

1
*EP004167204A1*

(11) EP 4 167 204 A1
(12) EUROPEAN PATENT APPLICATION

(43) Date of publication: 
19.04.2023 Bulletin 2023/16

(21) Application number: 22198616.9

(22) Date of filing: 29.09.2022

(51) International Patent Classification (IPC):
G07F 17/32 (2006.01)

(52) Cooperative Patent Classification (CPC): 
G07F 17/3293; G07F 17/326; G07F 17/3276 

(84) Designated Contracting States: 
AL AT BE BG CH CY CZ DE DK EE ES FI FR GB 
GR HR HU IE IS IT LI LT LU LV MC MK MT NL NO 
PL PT RO RS SE SI SK SM TR
Designated Extension States: 
BA ME
Designated Validation States: 
KH MA MD TN

(30) Priority: 15.10.2021 US 202117502049

(71) Applicant: Hirsch, David Brian
Indianapolis, IN 46260 (US)

(72) Inventor: Hirsch, David Brian
Indianapolis, IN 46260 (US)

(74) Representative: Bewley, Ewan Stuart
InCompass IP Europe Limited 
51 Paddock Mead
Harlow, Essex CM18 7RR (GB)

(54) A SYSTEM FOR A MASSIVE MULTI-PLAYER GAME OF SKILL

(57) A gaming system includes a server and player
device. The server randomly selects shared icons from
an icon space then requests a first wager from each play-
er. For each active player, the server randomly selects
a set of player icons from the icon space. After the server
collects the first wager, the server displays the shared
icons to all active players, sets a timer, and requests a
second wager from each player. Until all player icons are

displayed, each active player is presented a next subset
of the hole cards and each player that makes the wager
is declared as active. After all player icons are presented,
a winner(s) is/are declared based upon a score of the
player icons of each player combined with the shared
icons. In one embodiment, the icon space includes a
cherries icon, a bar icon, a lemon icon, a lucky-7 icon,
and a bell icon.
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Description

FIELD

[0001] This invention relates to the field of entertain-
ment and more particularly to a system to administer
massive multi-player games of skill for traditional gaming
formats where the number of players who can typically
play is limited.

BACKGROUND

[0002] Games of skill typically rely upon the knowledge
and/or ability of the players in determining the outcome.
However, almost all games of skill possess some level
of randomness or chance.
[0003] A game of skill depends, at least somewhat,
upon each player’s skills, but being a game, there is still
some level of randomness, otherwise, the most skillful
player will always win. Typically, operators of games of
skill establish rules and scoring criteria that are fair with
completely objective standards that are outside the con-
trol of the players and the game operator.
[0004] Some games of skill, because of physical and
practical limitations, only enable a relatively small
number of players to play at any given time.
[0005] One example of a widely played game of skill
of this type is poker. Millions of people play poker each
week. Traditionally, poker is played in a table setting with
a single deck of cards. A single deck of cards has 52
individual cards. In traditional formats of poker, each
player will have a certain number of cards that are exclu-
sive to them. As such, the number of people who can
play in a single game of poker is limited. For example, in
the poker game of Texas Hold’em, each player is dealt
two cards face down, known as "hole cards", and then
five community cards are dealt face down, then exposed
in three sequential stages (three first, then another one,
and then the last one). Hole cards are exclusive to each
player, whereas the community cards are not exclusive
and are available to all players to incorporate into their
hands. Each player seeks the best five card poker hand
from any combination of the seven cards of the five com-
munity cards and their own two hole cards. Therefore,
after accounting for the five community cards, a single
game or table of Texas Hold’em can only accommodate
23 players at most (each player receiving two hole cards,
or 46 cards hole cards total plus the five Community
Cards, which totals 51 cards of the 52 cards in the deck).
Skill is involved as one makes decisions at various points
in the game and the outcome of such decisions is often
enhanced by skills of the players. For example, in poker,
a player that understands probabilities will statistically
outplay another player who makes random decisions.
[0006] A further physical limitation relates to the
number of seats at a given table. Although up to 23 people
could conceivably play Texas Hold’em at a single table,
physically accommodating 23 people is highly-impracti-

cable due to space limitations. This is not only true of
Texas Hold’em when played with real cards in an actual
physical location, but also when played online; either
through a browser or other mobile interface because
screen real estate is limited. As such, most operators of
Texas Hold’em limit the number of players in a single
game to ten or less at any given time.
[0007] Another practical limitation is time. Poker
games, including Texas Hold’em, utilize what is common-
ly referred to as "table wagering" where wagering is per-
formed sequentially by each player in various rounds.
Table wagering can be complicated and time consuming.
For example, Texas Hold’em has three stages when ad-
ditional community cards are dealt or revealed to the play-
ers. In the first stage, commonly referred to as "the flop",
a series of three cards are revealed to the players. In the
next stage, an additional single card, commonly referred
to as "the turn" is dealt, and then in the third stage, a final
card, commonly referred to as "the river" is dealt. Rounds
of sequential betting take place before and after the flop
and then after each subsequent stage. During each
round of betting, players make wagering decisions se-
quentially and have the option to check, call, raise, or
fold. Betting order typically flows clockwise around the
table of play for at least one rotation. However, several
full rotations might occur before a given round is conclud-
ed. Normally, players have a limited time to make their
betting decisions (i.e. 30 seconds or less to submit a de-
cision or a forced fold is imposed). A single round of wa-
gering might last a single rotation and end in a matter of
seconds, or multiple rotations might occur, which can
take several minutes to conclude. When more players
are playing in a given game, more sequential player de-
cisions are required and the game will usually take much
longer. At some point, the duration of a game becomes
impracticable and certainly less enjoyable for the players.
This is another reason why many operators limit the
number of players in a single game to ten or less.
[0008] A final consideration relates to the way tradi-
tional poker games are scored and the number of players
who win at the end of a given game. In Texas Hold’em,
each player seeks the best five card poker hand from
any combination of the seven cards of the five community
cards and their own two hole cards. Traditionally, poker
hands are measured based on a standard set of rules.
For example, three-of-a-kind beats two of a kind, and a
full house beats a flush, and so on. These rules provide
an adequate level of granularity for games with a limited
number of players; however, further granularity is needed
for games where thousands or even hundreds of thou-
sands of entrants are playing. In poker or Texas Hold’em,
after the final round of table wagering has concluded, the
remaining players reveal their hands and the player with
the best hand wins the entire pot unless there is a tie.
Although this winner-takes-all formulation works well
when the number of players of a given game is limited,
it becomes less attractive as when larger numbers of
people play. For example, if ten people play and there is
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one winner, the winning hand is in the top ten percent.
However, if a thousand people play, and one person wins,
that same winning hand represents 1/10th of one percent.
Although the prize pool would be considerably larger, the
odds of winning fall significantly leaving 999 players with
no payout at all. For many players, this result would be
less attractive.
[0009] What is needed are new game formats of tra-
ditional games, such as poker, that (1) enable larger num-
bers of players to play in a single game, (2) employ sim-
pler betting mechanics, (3) can be played in shorter du-
rations, (4) employ a scoring system that provides greater
granularity and differentiation amongst the players, and
(5) utilize payout schemes that are more appropriate for
games with larger numbers of players where a greater
number or percentage of players have the potential to
win at the game’s conclusion.

SUMMARY

[0010] People are typically more likely to participate in
games where their knowledge and skill gives them an
edge, particularly when the winners of a given game have
paid an entry fee to participate and/or could win money
based on the outcome.
[0011] Additionally, people are more likely to partici-
pate in games of skill that enable more players to play,
are easier to play, shorter in duration, offer a higher level
of scoring differentiation and a greater chance of winning.
[0012] This is especially true for games that require an
entry fee or wagering and offer a progressive prize pool
because the potential for winning larger prizes increases
with the number of players.
[0013] In one embodiment, a gaming system includes
a server and a plurality of player client devices, each
associated with a player. There is defined an symbol
space containing a set of possible symbols (e.g., num-
bers such as the integers 1 to 45 or letters...). The server
creates a set of community symbols that contains a ran-
dom set of symbols from the symbol space then requests
a wager concurrently from each client device and starts
a time period. After the time period ends, for the each
player client device that made the wager within the time
period: the server collects the wager and adds the wager
to a pot, the server displays the set of community symbols
on a display of each client device, randomly selects play-
er symbols from the symbol space, reveals a first subset
of the player symbols to this player on the client device
of that player, and concurrently requests a next wager
from each client device to open a second round of betting;
and the server starts a next time period. Until all betting
rounds have concluded: after the next time period ends,
for each client device that made the next wager within
the next time period: the server collects the next wager
and adds the next wager to the pot, the server displays
a next subset of the player symbols to the player on the
client device of that player, and the server concurrently
requests the next wager from each client device; and the

server restarts the next time period. After all betting
rounds have concluded, a plurality of winners is declared
based upon a score of the player symbols of that player
and the set of community symbols using a payout algo-
rithm in conjunction with a payout table.
[0014] In another embodiment, a method of gaming by
a set of players includes randomly selecting a set of com-
munity symbols from a digital representation of a symbol
space, then on a display associated with each player,
requesting a first wager within a time period. After the
time period expires, for each player that made the first
wager within the time period: adding the first wager to a
pot and adding each player to a set of active players then
for each player in the set of active players, randomly se-
lecting player symbols from the symbol space and for
each player in the set of active players, displaying the
set of community symbols and a subset of the player
symbols for that player on the display associated with
that player and concurrently requesting a next wager
from each player that is in the set of active players and
starting a next time period. Until all player symbols are
revealed, after the next time period expires, removing
each player that failed to make the next wager from the
set of active players, then for each player that remains
in the set of active players: adding the next wager to the
pot, displaying a next subset of the player symbols for
that player on the display associated with that player and
concurrently displaying a request that the next wager be
made within the next time period by each player on the
display associated with each player in the set of active
players; and resetting the next time period. After all of
the player symbols are revealed to each player that is in
the set of active players, for each player in the set of
active players: generating a score for each player using
a combination of the player symbols for that player and
the set of community symbols, and declaring a plurality
of winners based upon a ranking of the score for each
player.
[0015] In another embodiment, a gaming system is dis-
closed including computer readable instructions execut-
ed by a processor causing the system for gaming to ran-
domly select a set of community symbols from a symbol
space. The computer readable instructions executed by
the processor then causing the system for gaming to re-
quest a wager concurrently from each player of the set
of players and to start a time period and after the time
period ends, the computer readable instructions execut-
ed by the processor causing the system for gaming to
remove each player that fails to make the wager within
the time period from the set of players and for each player
in the set of players: the computer readable instructions
executed by the processor causing the system for gam-
ing to add the wager to a pot, the to randomly select a
set of player symbols from the symbol space for each
player in the set of players, to display the set of community
symbols to all players in the set of players, and for each
player in the set of players, to randomly select player
symbols from the symbol space, to display a first subset
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of the player symbols for that player, and to concurrently
request a wager from each player that is in the set of
players; and the computer readable instructions execut-
ed by the processor causing the system for gaming to
start the time period. Until all player symbols are re-
vealed: after the time period expires, removing players
that fail to make the wager from the set of players and,
for each player remaining in the set of players: the com-
puter readable instructions executed by the processor
causing the system for gaming to add the wager to the
pot and for each player in the set of players, the computer
readable instructions executed by the processor causing
the system for gaming to display a next subset of the
player symbols for that player; and the computer reada-
ble instructions executed by the processor causing the
system for gaming to reset the time period. After all player
symbols are revealed, the computer readable instruc-
tions executed by the processor causing the system for
gaming to generate a score for each player in the set of
players, and to declare a plurality of winners based upon
the score of each player in the set of players.
[0016] In another embodiment, a method of gaming by
a set of players is disclosed including randomly selecting
and removing a set of community cards from a deck of
cards. Next, requesting a first wager from each player
and each player making the first wager is added to the
set of players that are in. For each player in the set of
playing players that are in, randomly selecting a non-
exclusive set of hole cards from the deck of cards then
displaying the set of community cards to all players in
the set of players that are in. Next, requesting a second
wager from each player that is in the set of players that
are in and until all hole cards are presented, for each
player in the set of players that are in, presenting a next
subset of the hole cards and requesting a subsequent
wager from each player in the set of players that are in.
Each player that does not make the subsequent wager
is removed from the set of players that are in. After all
hole cards are presented, the hand of each player in the
set of players that are in is ranked, and one or more win-
ners is/are declared based upon the rank. The hands
include the hole cards of each player and the community
cards.
[0017] In another embodiment, program instructions
tangibly embodied in a non-transitory storage medium
comprising at least one instruction configured to imple-
ment a system for gaming between a set of players is
disclosed in which at least one instruction includes com-
puter readable instructions executed by a processor
causing the system for gaming to randomly select and
remove a set of community cards from a deck of cards
and to request a first wager from each player of the set
of players. The computer readable instructions executed
by the processor causing the system for gaming to add
each player that makes the first wager to a set of in play-
ers. For each player in the set of in players, the computer
readable instructions executed by the processor causing
the system for gaming to randomly select a non-exclusive

set of hole cards from the deck of cards and to assign
that non-exclusive set of hole cards to the each player in
the set of in players. Next, the computer readable instruc-
tions executed by the processor causing the system for
gaming to display the set of community cards to all play-
ers in the set of in players and to request a second wager
from each player that is in the set of in players. Until all
hole cards are presented, for each player in the set of
players that are in, the computer readable instructions
executed by the processor causing the system for gam-
ing to present a next subset of the hole cards and to
request a subsequent wager from each player in the set
of in players. The computer readable instructions exe-
cuted by the processor causing the system for gaming
to remove each player from the set of in players that does
not make the subsequent wager and after all hole cards
are presented, the computer readable instructions exe-
cuted by the processor causing the system for gaming
to rank a hand of each player in the set of in players, and
to declare one or more winners based upon the rank, the
hands comprising the hole cards of each player and the
community cards.
[0018] In some embodiments, a game format for poker
is disclosed where the number of players is theoretically
unlimited; where staged wagering is employed as op-
posed to traditional table wagering; where an enhanced
method for measuring player poker hands is employed;
and where a method that enables a variety of payout
schemes (other than just winner-takes-all) is utilized.
First, players elect to enter the game, which, in some
embodiments, is subject to an entry deadline. In some
embodiments an entry fee or "ante" is required as a pre-
condition to playing. Next, a sub-set of playing cards (the
"community cards") are randomly selected from a plural-
ity of playing cards (the "deck"). The number of commu-
nity cards may vary, but will typically range from two to
five. Community Cards are then removed from the deck
and displayed face down with the remaining cards in the
deck constituting a second plurality of cards (the "unal-
located deck"). The community cards are not revealed
to the players at this time. Next, each player is randomly
assigned a sub-set of playing cards ("hole cards") from
the unallocated deck. Any number of hole cards is as-
signed to each player, but this number is typically be-
tween two and five. The assignment of cards from the
unallocated deck is not mutually exclusive. In other
words, any number of players will each have the same
card or set of cards as their hole cards. However, no
single player will be allotted two of the same card. For
example, a given player will not have two jacks of clubs
in their hand, though it is anticipated that many jacks of
clubs are allocated across several players. During play,
the player’s hole cards are revealed at various stages
only to that player with no other player having visibility to
that player’s hole cards. Next, the community cards are
exposed to all players and the first round of staged wa-
gering is implemented whereby players are concurrently
offered a limited time to elect and submit an additional
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wager of real or virtual currency to stay in the game. Oth-
erwise, the player folds and exits the game. Once all play-
ers have made a declaration (or have folded by default
due to the expiration of time), a portion of each player’s
hole cards are revealed and a subsequent round of
staged wagering is implemented. This process continues
for successive rounds until all of the player’s hole cards
have been revealed. After all hole cards have been re-
vealed and a final round of staged wagering has conclud-
ed, the remaining players’ hands are objectively meas-
ured, for example, using a scoring methodology that pro-
vides for greater granularity and differentiation than the
traditional rules of poker as, for example, there will be
multiple jacks of clubs, etc. Next each player’s hand is
ranked with the highest-ranking player(s) awarded a pay-
out or a prize based on a pre-set schedule or formula
that may include various formulations in addition the win-
ner-takes-all formula employed in traditional poker. In
some embodiments, payout is made by place (i.e. 1st

wins X, 2nd wins Y...), tier (1st through 10th wins X, 11th

through 201th wins Y...), or percentile (top 10% win X,
>10% to 20% win Y...).
[0019] In another embodiment, a gaming system is dis-
closed where the number of entrants is theoretically un-
limited. This embodiment includes a server; where
staged wagering is employed as opposed to traditional
table wagering; where an enhanced method for measur-
ing player poker hands is employed; and where a method
that enables a variety of payout schemes (other than just
winner-takes-all) is utilized. There are several player de-
vices connected to the server. Through their devices,
players access a user-interface and enter a game or con-
test. In some embodiments, players are required to pay
an entry fee or "ante" as a precondition of play. The player
devices then transmit player entries to the server where
they are recorded. Once the entry deadline expires and
all entries have been transmitted and recorded, the serv-
er initiates the game. First, the server randomly selects
a sub-set of playing cards (the "community cards") from
a plurality of playing cards (the "deck"). The number of
community cards is any number, typically ranging from
two to five cards. The community cards are removed from
the deck and displayed face down in the user-interface,
with the remaining cards in the deck constituting a second
plurality of cards (the "unallocated deck"). Next, the serv-
er randomly assigns each player a sub-set of playing
cards ("hole cards") from the unallocated deck. The
number of hole cards assigned to each player can vary,
but will typically be between two and five. The assignment
of cards from the unallocated deck is not mutually exclu-
sive and it is anticipated that multiple players will each
have the same card or set of cards as their hold cards.
However, no single player will be allotted two of the same
card. The server then reveals to all players the community
cards (e.g., turns face up). At this time, a player’s hole
cards are revealed sequentially followed by betting. Each
player’s hole cards are revealed only to that player with
no other player having the ability to see other player’s

hole cards. Next, the server initiates the first round of
wagering whereby players, through the user-interface,
concurrently have a limited time to submit an additional
wager of real or virtual currency and stay in the game or
fold and exit the game. Player devices, through the user-
interface, accept player submissions and then transmit
the submissions to the server where they are recorded.
Once all players have entered a submission (or have
folded by default by failing to enter a submission before
the expiration of the time limit), the server reveals a por-
tion of the hole cards to each of the remaining players
and a subsequent round of staged wagering is imple-
mented. This process continues for successive rounds
until all of the hole cards have been revealed. After all
hole cards have been revealed and a final round of staged
wagering has concluded, the server analyzes and objec-
tively scores the hands of the remaining players using,
for example, an enhanced method for measuring player
poker hands to provide greater granularity and differen-
tiation than provided for by the traditional rules of poker
as there are many duplicate cards having the same value.
The server then ranks the hands of the players and uti-
lizes a payout engine whereby players with the highest-
ranking hands are awarded a payout or a prize based on
a pre-set schedule or formula that, in some embodi-
ments, includes various formulations in addition the win-
ner-takes-all formula employed in traditional poker. In
some embodiments, the payout includes, but is not lim-
ited to, payout by place (i.e. 1st wins X, 2nd wins Y...), tier
(1st through 10th wins X, 11th through 201th wins Y...), or
percentile (top 10% win X, >10% to 20% win Y...). In this,
the betting, and hence, outcome of the game is influenced
by the skill and knowledge of the users.
[0020] In one embodiment, a game format for poker is
disclosed where the number of players is theoretically
unlimited; where staged wagering is employed as op-
posed to traditional table wagering; where an enhanced
method for measuring player poker hands is employed;
and where a method that enables a variety of payout
schemes (other than just winner-takes-all) is utilized.
First, players elect to enter the game, which is anticipated
to be subject to an entry deadline. In some embodiments,
the players are required to pay an entry fee or "ante" as
a precondition. Next, a sub-set of playing cards (the
"community cards") are randomly selected from a plural-
ity of playing cards (the "deck"). Any number of commu-
nity cards is anticipated, typically ranging from two to five
cards. Community cards are then removed from the deck
and displayed face down with the remaining cards in the
deck constituting a second plurality of cards (the "unal-
located deck"). The community cards are not revealed
to the players at this time. Next, the each player is ran-
domly assigned a sub-set of playing cards ("hole cards")
from the unallocated deck. The number of hole cards
assigned to each player can vary, but will typically be
between two and five. The assignment of cards from the
unallocated deck is not mutually exclusive as multiple
players will each have the same card or set of cards for
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their hole cards. However, no single player will be allotted
two of the same card. For example, a player will not have
two Jacks of Clubs in their hand.
[0021] Each player’s hole cards are revealed sequen-
tially followed by rounds of betting. Each player’s hole
cards are visible only to that player with no other player
having the ability to see other player’s hole cards. Betting
is implemented whereby players are concurrently offered
a limited time to fold and exit the game or stay in the
game by submitting an additional wager, if required. If a
player does not affirmatively elect to fold or submit the
additional requisite wager in time, then by default, when
the time deadline has elapsed, in some embodiments,
the requisite wager is automatically submitted and they
stay in the game while in other embodiments, the player
is automatically folded. Once all players have made a
declaration (or have folded), a portion of the hole cards
are revealed and a subsequent round of staged wagering
is implemented. This process continues for successive
rounds until all of the hole cards have been revealed.
After all hole cards have been revealed and a final round
of staged wagering has concluded, the remaining play-
ers’ hands are objectively measured using, for example,
a scoring methodology that provides for greater granu-
larity and differentiation than the traditional rules of poker
(as the hands will include multiples of each card of the
unallocated deck). Next each player’s hand is ranked with
the highest-ranking player’s hand awarded a payout or
a prize based on a pre-set schedule or formula that, in
some embodiments, includes various formulations in ad-
dition the winner-takes-all formula as employed in tradi-
tional poker. In some embodiments, payout is made by
place (i.e. 1st wins X, 2nd wins Y...), tier (1st through 10th

wins X, 11th through 201th wins Y...), or percentile (top
10% win X, >10% to 20% win Y...).
[0022] In another embodiment, a gaming system is dis-
closed where the number of entrants is theoretically un-
limited that includes a server; where staged wagering is
employed as opposed to traditional table wagering;
where an enhanced method for measuring player poker
hands is employed; and where a method that enables a
variety of payout schemes (other than just winner-takes-
all) is utilized. There are several player devices connect-
ed to the server. Through their devices, players access
a user-interface and enter a game or contest. Entry may
or may not require an entry fee or "ante" as a precondition.
The player devices then transmit player entries to the
server where they are recorded. Once the entry deadline
expires and all entries have been transmitted and record-
ed, the server initiates the game. First, the server ran-
domly selects a sub-set of playing cards (the "community
cards") from a plurality of playing cards (the "deck"). The
number of community cards may vary, but will typically
range from two to five. The community cards are removed
from the deck and displayed face down in the user-inter-
face, with the remaining cards in the Deck constituting a
second plurality of cards (the "unallocated deck"). Next,
the server randomly assigns each player a sub-set of

playing cards ("hole cards") from the unallocated deck.
The number of hole cards assigned to each player can
vary, but will typically be between two and five. The as-
signment of cards from the unallocated deck is not mu-
tually exclusive and multiple players are anticipated to
have the same card or set of cards as their hole cards.
However, no single player will be allotted two of the same
card. The server then reveals to all players the community
cards face up. A subset of each of the player’s hole cards
are revealed only to that player with no other player hav-
ing the ability to see other player’s hole cards. Next, the
server initiates the first round of staged wagering where-
by players, through the user-interface, concurrently have
a limited amount of time to fold and exit the game, or stay
in the game by submitting an additional wager, if required.
In some embodiments, if a player does not affirmatively
elect to fold before the time deadline or submit the addi-
tional requisite wager and stay in the game, then by de-
fault, when the time deadline has elapsed, the requisite
wager is automatically submitted and they stay in the
game. Player devices, through the user-interface, accept
player submissions (affirmative or by default) and then
transmit the submissions to the server where they are
recorded. Once all players have entered a submission
(or have folded by default by failing to enter a submission
before the expiration of the time limit), the server reveals
a portion of each of the remaining player’s hole cards to
those players only and a subsequent round of wagering
is performed. This process continues for successive
rounds until all of the hole cards have been revealed.
After all hole cards have been revealed and a final round
of wagering has concluded, the server analyzes and ob-
jectively scores the hands of the remaining players, for
example, using an enhanced method for measuring play-
er poker hands to provide greater granularity and differ-
entiation than provided for by the traditional rules of
poker. The server then ranks the hands of the players
and utilizes a payout engine whereby players with the
highest-ranking hand(s) are awarded a payout or a prize
based on a pre-set schedule or formula that may include
various formulations such as the winner-takes-all formula
employed in traditional poker or other payout formulae
such as payout by place (i.e. 1st wins X, 2nd wins Y...),
tier (1st through 10th wins X, 11th through 201th wins Y...),
or percentile (top 10% win X, >10% to 20% win Y...). In
this, the outcome of the game is influenced by the betting
skills and knowledge of the players.
[0023] It is fully anticipated that other types of games
of skill be structured in a similar manner. For example,
certain games such as Tetris®, Bejeweled®, and Solitaire
have a skill factor. For example, the game Tetris® relies
upon a player’s quick response to the appearance of var-
ious objects at the top of the screen that fall to the bottom
of the screen. The player’s response time is required to
calculate a best place to move the object before it reaches
another prior object or the bottom of the playing field,
becoming locked in place. When a player fills an entire
row with objects and without gaps, the row is cleared and
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the player receives points for clearing the row. In normal
play, the sequence of objects is random and over many
games, the more skilled player will likely attain the highest
scores. In a game format similar to the above disclosure,
instead of poker, a game similar to Tetris® is used in
which many players concurrently compete. In such, all
players will receive the same sequence of objects such
that, each player will have the same opportunity to score
and, in general, the players with more skill will achieve
higher scores than those with less skill. If multiple rounds
of betting are desired, it is anticipated that play be
stopped at various points in the sequence to allow for
betting and those who either lose the game or fail to bet
are removed from the potential of winning part of the pot.
At the end of the game, the players who have played
through all rounds of betting are graded based upon
score and, possibly individual achievements such as how
many times three or four rows are cleared concurrently,
and several winners are declared, each receiving a por-
tion of the pot.
[0024] In a similar way, the game of Bejeweled® con-
currently presents the same sequence of objects (colored
jewels) to a set of players who swap jewels to clear sets
of three or more jewels that match and earn scores.
Again, the more skillful player will be able to score more
given the same set of jewels as the other players. In a
similar way to Tetris®, it is anticipated that this version of
Bejeweled® includes rounds of betting at various points
in the sequences and, at the end of the game, the top
scoring players are awarded portions of the pot based
upon scores and other achievements.
[0025] Solitaire is another game of skill that is antici-
pated to be played in a massive, multiplayer game as
above. In general, solitaire is played by moving cards
arranged in seven stacks according to certain rules and
scoring for moving cards into stacks starting with the ace
of each suit, etc. In general, a player who is more skilled
in solitaire will score more or complete the entire stacks
from the ace to the king more often than a player with
lesser skills. After play ends, scoring depends upon the
number of cards moved to the aces stacks, the number
of cards played, and other special sequences that are
awarded points. In solitaire games, the player has a pile
of play cards that are not in the original seven stacks and
goes through that pile being able to play every third card
in the pile. In such games, the player is allowed to pass
through the pile only three times, adding to the skill re-
quired. In some forms of the massive solitaire game,
rounds of betting occur after each pass through the pile.
The disclosed system provides the same sequence of
cards in the seven stacks and pile for each player of many
players, leaving results up to the skill and some luck of
each player. As with the other games, a portion of the
pot is distributed to several of the players who achieve
the highest scores.

BRIEF DESCRIPTION OF THE DRAWINGS

[0026] The invention can be best understood by those
having ordinary skill in the art by reference to the following
detailed description when considered in conjunction with
the accompanying drawings in which:

FIG. 1 illustrates schematic view of a skill gaming
system.

FIG. 2 illustrates a typical computer system.

FIG. 3 a typical initial user-interface for a game for-
mat where a player will be randomly dealt three Hole
Cards with four cards designated as Community
Cards.

FIG. 4 illustrates the same user interface in FIG. 3
after the game has started.

FIG. 5 illustrates the user interface in FIG. 3 after the
initial round of staged wagering has been concluded,
the player’s Hold Cards have been dealt and re-
vealed, and the first set of Community Cards are
revealed.

FIG. 6 illustrates the user interface in FIG. 3 after the
second round of staged wagering has been conclud-
ed and the third of four Community Cards is revealed.

FIG. 7 illustrates the user interface in FIG. 3 after the
third round of staged wagering has been concluded
and the fourth of four Community Cards is revealed.

FIG. 8 illustrates the user interface in FIG. 3 after the
fourth and final round of staged wagering and a final
ranking and payout has occurred.

FIG. 9 a typical initial user-interface for a game for-
mat that uses icons where a player receives a total
of five icons and shares two icons with all other play-
ers.

FIG. 10 illustrates the same user interface in FIG. 9
after the game has started; two of the player’s icons
have been generated and revealed, and the shared
icons are revealed.

FIG. 11 illustrates the user interface in FIG. 9 after
the initial round of wagering has been concluded and
another of the player’s icons have has generated
revealed.

FIG. 12 illustrates the user interface in FIG. 9 after
another round of wagering has been concluded and
another of the player’s icons has been generated
and revealed.
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FIG. 13 illustrates the user interface in FIG. 9 another
round of wagering has concluded and all of the play-
er’s icons have been generated and revealed.

FIG. 14 illustrates the user interface in FIG. 9 after
the final round of wagering has concluded and a final
ranking and payout has occurred.

FIG. 15 a typical initial user-interface for a game for-
mat that uses numbers as in a lottery where a player
receives a random set of five numbers and is scored
based upon a community set of numbers that are
shared with all other players.

FIG. 16 illustrates the same user interface in FIG. 15
after the game has started; two of the player’s num-
bers have been generated and revealed, and the
community set of numbers are revealed.

FIG. 17 illustrates the user interface in FIG. 15 after
the next round of wagering has been concluded and
another of the player’s numbers have has generated
revealed.

FIG. 18 illustrates the user interface in FIG. 15 after
another round of wagering has been concluded and
another of the player’s numbers has been generated
and revealed.

FIG. 19 illustrates the user interface in FIG. 15 an-
other round of wagering has concluded and all of the
player’s numbers have been generated and re-
vealed.

FIG. 20 illustrates the user interface in FIG. 15 after
the final round of wagering has concluded and a final
ranking and payout has occurred.

DETAILED DESCRIPTION

[0027] Reference will now be made in detail to the pres-
ently preferred embodiments of the invention, examples
of which are illustrated in the accompanying drawings.
Throughout the following detailed description, the same
reference numerals refer to the same elements in all fig-
ures.
[0028] Throughout this description, an example is
made using a gaming system that is similar to the well-
known game of poker. It is fully anticipated to implement
the same or similar gaming system using solitaire, trivia,
board games, etc., having multiple rounds of betting in
which each player makes bets based upon how that play-
er did during the current round, before executing the next
round.
[0029] Referring to FIG. 1, a schematic view of a gam-
ing system is shown. Multiple player client devices 20
(computers, smart phones, etc.) connect to the game
server 40 through a network 10, for example, through the

Internet.
[0030] Game details and settings are stored in a game
storage area 42 that is accessible by the game server
40, such as, the deck, community cards, each player’s
hands, number of players, total amount in the pot, etc.
User data storage that is accessible by the game server
40 includes data such as login credentials, preferences,
available funds, name, picture, etc., are stored in a user
data area 44.
[0031] Referring to FIG. 2, a schematic view of a typical
computer system is shown. The example computer sys-
tem represents a typical computer system used as the
game server 40 and/or the player client devices 20. The
example computer system is shown in its simplest form,
having a single processor. Many different computer ar-
chitectures are known that accomplish similar results in
a similar fashion and the present invention is not limited
in any way to any particular computer system. The
present invention works well utilizing a single processor
system, as shown in FIG. 2, a multiple processor system
where multiple processors share resources such as
memory and storage, a multiple server system where
several independent servers operate in parallel (perhaps
having shared access to the data), or any combination,
etc. In such systems, a processor 70 executes or runs
stored programs that are generally stored for execution
within a memory 74. The processor 70 is any processor
or a group of processors, for example an Intel Pentium-
4 CPU or the like. The memory 74 is connected to the
processor, for example, by a memory bus 72 and is any
memory 74 suitable for connection with the selected
processor 70, such as SRAM, DRAM, SDRAM, RDRAM,
DDR, DDR-2, etc. Also interfaced to the processor 70 is
a system bus 82, for example, interfacing peripheral sub-
systems such as a network interface 80, persistent stor-
age 88 (e.g., a hard disk), removable storage (e.g., DVD,
CD, flash drive) 90, a graphics adapter 84 and a key-
board/mouse 92, etc., to the processor 70. The graphics
adapter 84 receives commands and display information
from the system bus 82 and generates a display image
that is displayed on the display 86.
[0032] In general, the persistent storage 88 is used to
store programs, executable code and data such as user
financial data in a persistent manner. The removable
storage 90 is used to load/store programs, executable
code, images and data onto the persistent storage 88.
[0033] These peripherals are examples of persistent
storage 88 and other examples of persistent storage de-
vices 88 include core memory, FRAM, flash memory, etc.
Other examples of removable media storage 90 include
CDRW, DVD, DVD writeable, Blu-ray, SD cards, other
removable flash media, floppy disk, etc. In some embod-
iments, other devices are connected to the system
through the system bus 82 or with other input-output con-
nections/arrangements as known in the industry. Exam-
ples of these devices include printers; graphics tablets;
joysticks; and communications adapters such as mo-
dems and Ethernet adapters.
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[0034] The network interface 80 connects the compu-
ter-based system to the network 10 through a link 78
which is, preferably, a high speed link such as a cable
broadband connection, a Digital Subscriber Loop (DSL)
broadband connection, fiber optics, a T1 line, or a T3 line.
[0035] The game server 40 maintains a representation
of a deck of cards 45 (e.g., a set of cards from a standard
poker deck, represented electronically) and during a
game, software running on the game server 40 randomly
selects the community cards 132 from the deck of cards
45, eliminating the community cards 132 from the deck
of cards 45. Then, the software running on the game
server 40 randomly selects each player’s hole cards 130
from the remaining cards in the deck of cards 45. As the
game progresses, the game server 40 presents user in-
terfaces a described later showing the community cards
132, collects bets from the player client devices 20, main-
tains the pot, etc. As each round of the game is made,
the software running on the game server 40 delivers one
or more of the player’s hole cards 130 to the player client
devices 20 for display to the player for making decisions
as to whether to remain in the game (pay more) or fold,
etc.
[0036] In alternate embodiments, the game server 40
maintains a representation of sets of symbols (e.g., as
in slot machines) or sets of numbers (e.g., as in a lottery-
style game). During game play, for a slot machine-like
game, software running on the game server 40 randomly
selects the shared icons 230 and randomly selects each
player’s set of player icons 232 from an icon space (e.g.,
a set of icons that are used in the game). Note that in this
game, there are no restrictions on how many of each icon
from the icon space is in either the shared icons 230 or
the player icons 232. For example, it is fully anticipated
that all of the player icons 232 be cherries, if cherries are
in the icon space. During game play, for a lottery-like
game, software running on the game server 40 randomly
selects unique community symbols 330 (e.g., numbers
or letters from the symbol space) and randomly selects
each player’s symbols 332 (e.g., numbers or letters from
the same symbol space) that are also unique (e.g., the
player does not receive two of the same symbols. The
symbol space is a set of all possible symbols for the game
such as numbers from 1 to 75. As the game progresses,
the game server 40 presents user interfaces a described
in FIGS. 9-20 showing the icons or numbers, collects
bets from the player client devices 20, maintains the pot,
etc. As each round of the game is made, the software
running on the game server 40 delivers/reveals one or
more of the player’s symbols/numbers to the player client
devices 20 for display to the player for making decisions
as to whether to remain in the game (pay more) or fold,
etc.
[0037] FIG. 3 represents a typical initial user-interface
for the game format where each player will be randomly
dealt three hole cards with four cards designated as com-
munity cards. In this initial user-interface, an amount of
real or virtual money in the pot 100 is shown, which grows

as more players enter the contest. Since the game has
yet to start, only the cumulative number of players that
are in the game 102 is shown (e.g., 260 players) and the
count of players who have folded and left the game 104
is shown as zero (nobody has folded yet). A countdown
clock 106 indicates a deadline when new players will no
longer be admitted and the game will start. A prospective
player must select an entry directive 108 in order to play
the game. In this example, the entry directive 108 in-
cludes the amount required to play (the "ante"), if any
shown as, for example, $1. In this embodiment, no cards
are shown at this time, though in some embodiments, it
is anticipated that one or more cards be exposed.
[0038] The player’s current score 120 is displayed,
which is zero since the game has yet to start. The player’s
current rank 126 is displayed, which shows as "N/A",
again because the game has yet to start. The player’s
best hand 124 is displayed, which will be the best five
card combination of their hole cards when combined with
the visible community cards, again, no hand since the
game has not commenced. Also, a projected payout table
128 is shown that displays the projected payouts based
on the size of the pot 100, the number of players who
played the game and the number of players that are cur-
rently in the game 102. As such, the projected payout
table 128 is shown representing a pot of $260, as 260
players were in the game at the beginning of the game.
[0039] FIG. 4 represents the same typical user inter-
face after the game has started. The community cards
132 are now exposed to all players and betting is open
(either the player bets or folds based upon the player’s
opinion of the community cards 132). The pot 100 has
grown to $460 to reflect the 200 players who have elected
to pay an additional $2 by selecting the "In Next" directive
110, and remain in the game (the number of players that
are currently in the game 102 indicates 200 players). The
count of players who have folded and left the game 104
is now shown as 60 players, which represents the number
of players who have elected to fold and exit the game
(e.g., by default or by pressing the fold directive 114). If
a player does not want to bother with making each indi-
vidual bet, the player selects the "IN ALL" directive 112,
which allows the player to pay (e.g., in this example, an
additional $8) and stay in all subsequent rounds until the
end of the game.
[0040] There are no changes yet to the player’s current
score 120, the player’s current rank 126 and the player’s
best hand 124 as the player does not yet see any of their
hole cards 130. Now, the projected payout table 128 re-
flects a payout schedule based on a pot 100 of $660, 260
players at the start of the game and currently 200 players
still in the game (e.g., 260 ∗ $1 + 200 ∗ $2 = $660). All of
the hole cards 130 are shown face down. The three com-
munity cards 132 are shown face up to all players.
[0041] FIG. 5 represents the same typical user inter-
face after the initial round of staged wagering has been
concluded. In this, two of the player’s hole cards 130
have been revealed (only to that player). The projected
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payout table 128 reflects a payout schedule based on a
pot 100 that is now $980 to reflect the additional fees for
the number of players that are currently in the game 102
which is now 160 player (the count of players who have
folded and left the game 104 is now 100) to reflect an
additional 40 players who have folded. The countdown
clock 106 indicates the time (e.g., 30 seconds) until the
third card from the hole cards 130 will be revealed. This
is the deadline for all players to submit the required ad-
ditional payment by selecting the "In Next" directive 110
to remain in the game or to fold by selecting the fold
directive 114. If no action is taken, when the countdown
clock 106 reaches zero, the default action will be taken
(e.g., the player will automatically fold). Note that the "In
Next" directive 110 and the "IN ALL" directive 112 display
fees that correspond with the stage of the game (e.g., $2
and $6, respectively).
[0042] The player’s current score 120 is now 1,323
based upon five cards (the three community cards 132
and the two hole cards 130). The player’s current rank
126 remains as "N/A" and the player’s best hand 124 at
this time now shows the player’s best hand combination
from the five visible cards (e.g., a pair of kings, A, 10, 9
high). The projected payout table 128 reflects a payout
schedule based on a pot 100 that is now $980. The hole
cards 130 shows the faces of the first two hole cards 130
with the other two hole cards 130 remaining face down.
[0043] FIG. 6 represents the same typical user inter-
face after the second round of staged wagering has been
concluded. In this, the hole cards 130 now shows the
third hole cards 130 that is now revealed only to this play-
er. The projected payout table 128 reflects a payout
schedule based on a pot 100 that is now $1,180 to reflect
the additional fees for the number of players that are cur-
rently in the game 102 which is now 100 players (the
count of players who have folded and left the game 104
is now 160) as an additional 40 players who have folded.
The countdown clock 106 indicates the time (e.g., 30
seconds) until the fourth card from the hole cards 130
will be revealed. This is the deadline for all players to
submit the required additional payment by selecting the
"In Next" directive 110 to remain in the game or to fold
by selecting the fold directive 114. If no action is taken,
when the countdown clock 106 reaches zero, the default
action will be taken (e.g., the player will automatically
fold). Note that the "In Next" directive 110 and the "IN
ALL" directive 112 display fees that correspond with the
stage of the game (e.g., $2 and $4, respectively).
[0044] The player’s current score 120 is now 1,325
based upon six cards (the three hold cards and the three
community cards). The player’s current rank 126 remains
as "N/A" and the player’s best hand 124 at this time now
shows the player’s best hand combination from the five
visible cards (e.g., a pair of kings, A, 10, 9 high). The
projected payout table 128 reflects a payout schedule
based on a pot 100 that is now $1,180. The hole cards
130 shows the faces of the first three hole cards 130 with
the final hole card 130 remaining face down.

[0045] FIG. 7 represents the same typical user inter-
face after the third round of staged wagering has been
concluded. In this, the hole cards 130 now shows the
fourth and last hole card 130 that is now revealed only
to this player. The projected payout table 128 reflects a
payout schedule based on a pot 100 that is now $1,280
to reflect the additional fees for the number of players
that are currently in the game 102 which is now 50 players
(the count of players who have folded and left the game
104 is now 210) as additional players have folded. The
countdown clock 106 indicates the time (e.g., 30 sec-
onds) until the game ends. This is the deadline for all
players to submit the required additional payment by se-
lecting the "In Next" directive 110 to remain in the game
or to fold by selecting the fold directive 114. If no action
is taken, when the countdown clock 106 reaches zero,
the default action will be taken (e.g., the player will auto-
matically fold). Note that the "In Next" directive 110 dis-
plays fees that correspond with the final stage of the
game (e.g., $2).
[0046] The player’s current score 120 is now 8675
based upon seven cards (the three community cards 132
and the four hole cards 130). The player’s current rank
126 remains as "N/A" and the player’s best hand 124 at
this time now shows the player’s best hand combination
from the seven cards (e.g., three kings, A, 10 high). The
projected payout table 128 reflects a payout schedule
based on a pot 100 that is now $1,280. The faces of the
all four hole cards 130 are shown.
[0047] FIG. 8 represents the same typical user inter-
face after the fourth and final round of staged wagering.
The projected payout table 128 reflects a payout sched-
ule based on a pot 100 that is $1,280 (see FIG. 7). The
"In Next" directive 110 and the fold directive 114 are no
longer displayed since they are no longer applicable. A
next game button 118 enables the player to play in the
next game, which in preferred embodiments occurs se-
quentially after the current game ends.
[0048] The player’s current score 120 is 8675 based
upon seven cards (the three community cards 132 and
the four hole cards 130). The player’s current rank 126
now shows their rank as fifth (e.g., three kings tanks as
fifth out of all of the remaining players) and the player’s
best hand 124 at this time now shows the player’s best
hand combination from the five visible cards (e.g., three
kings, A, 10 high). The projected payout table 128 reflects
a payout schedule based on a pot 100 of $1,280. The
faces of all hole cards 130 are shown to the player. The
amount won 125 by the player 142 is shown based on
player’s current score 120 (e.g., 8,675) and the player’s
current rank 126 (e.g., fifth) dividing a portion of the pot
100 (e.g., the pot 100 minus a fixed amount or percentage
retained by the house) between some number of the high-
est ranking players (in this example, 50).
[0049] It is fully anticipated to provide different varia-
tions of the gaming system with more or less rounds of
betting. For example, in some embodiments, betting is
performed only after the player sees one or more of the
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player’s hole cards 130. In some embodiments, the bet
changes for each round, increasing or decreasing. In
some embodiments, there are more or less hole cards
130 and the hole cards are exposed in the same or dif-
ferent sequences such as one hole card 130 at a time;
two hole cards 130, one and one; three hole cards 130,
one and one, etc. In some embodiments, there are more
or less community cards 132, for example, two commu-
nity cards 132 or four community cards 132.
[0050] In general, ranking of hands in poker is well
known (e.g., a royal flush, a straight flush, four of a kind,
a full-house...) and is generally ranked between the best
five cards (e.g., a pair of aces, king, ten, three high). As
the disclosed system is intended for a large number of
concurrent players, it is anticipated that more granularity
will be needed to break ties, as, for example, it is possible
that several players have the same best five cards (e.g.,
four kings, ace high). In such, it is anticipated to utilize
all cards (e.g., four hole cards and three community
cards) and, therefore, the hand four kings, ace, seven,
four will beat the hand four kings, ace, seven two. In some
embodiments, it is anticipated that suits will be given dif-
ferentiating value (e.g., spades highest, thein hearts, dia-
monds, and clubs). With such, if two hands have the
same run (A, K, Q, J, 10), then the hand with the ace of
spades will beat the hand with the ace of hearts. In some
embodiments, a combination of both the suit and more
than five cards is considered in ranking the hands.
[0051] Although the above examples describe an initial
showing of the community cards followed by sequential
betting and showing of a player’s hole cards, it is equally
anticipated that there be an initial showing of the player’s
hole cards (the player is only able to see their own hole
cards) along with sequential betting and showing of the
community cards.
[0052] FIG. 9 represents a typical initial user-interface
for the game format that uses icons (e.g., slot machine-
like icons or any icon) where each player receives a total
of five player icons 232 (see FIGS. 10-14) and shares
two shared icons 230 (see FIGS. 10-14) with all other
players. Note that this is an example and it is fully antic-
ipated to have different quantities of shared icons 230
and player’s icons 232. In this initial user-interface, an
amount of real or virtual money in the pot 100 is shown,
which grows as more players enter the contest. Since
the game has yet to start, only the cumulative number of
players that are in the game 102 is shown (e.g., 260 play-
ers) and the count of players who have folded and left
the game 104 is shown as zero (nobody has folded yet).
A countdown clock 106 indicates a deadline for when
new players will no longer be admitted and the game will
start. A prospective player must depress an entry direc-
tive 108 in order to play the game. In this example, the
entry directive 108 includes the amount required to play
(the "ante"), if any, shown as, for example, $1. In this
embodiment, no icons are shown at this time, though in
some embodiments, it is anticipated that one or more
icons are exposed before the game begins.

[0053] The player’s current score 120 is displayed,
which is zero since the game has yet to start. The player’s
current rank 126 is displayed, which shows as "N/A",
again because the game has yet to start. A scoring table
228 is displayed to show the player how many points are
awarded for achieving certain combinations of icons. For
example, if the player achieves one lemon, 4 points are
awarded, but if the player achieves seven lemons, 3,000
(3K) points are awarded. Also, a projected payout table
128 is shown that displays the projected payouts based
on the size of the pot 100, the number of players who
started the game and the number of players that currently
remain playing the game 102. As such, the projected
payout table 128 is shown representing a pot of $260,
as 260 players were in the game at the beginning of the
game.
[0054] FIG. 10 represents the same typical user inter-
face after the game has started. Two of the player icons
232 are revealed to the player and the shared icons 230
are now exposed to all players. Betting is open (either
the player bets or folds based upon the player’s opinion
of the shared icons 230 with the player’s icons 232). The
pot 100 has grown to $660 to reflect the 200 players who
have elected to pay an additional $2 by selecting the "In
Next" directive 110, and remain in the game (the number
of players that are currently in the game 102 indicates
200 players). The count of players who have folded and
left the game 104 is now shown as 60 players, which
represents the number of players who have elected to
fold and exit the game (e.g., by default or by pressing the
fold directive 114 or missing the betting window). If a
player does not want to bother with making each individ-
ual bet, the player selects the "IN ALL" directive 112,
which allows the player to pre-pay for all bets (e.g., in
this example, an additional $8) and stay in all subsequent
rounds until the end of the game.
[0055] The player’s current score is 185, the player’s
current rank 126 is not disclosed until all icons are ex-
posed. Now, the projected payout table 128 reflects a
payout schedule based on a pot 100 of $660, 260 players
at the start of the game and currently 200 players still in
the game (e.g., 260 ∗ $1 + 200 ∗ $2 = $660).
[0056] FIG. 11 represents the same typical user inter-
face after the next round of concurrent wagering has been
concluded. Now, three of the player icons 232 have been
revealed (only to that player). The projected payout table
128 reflects a payout schedule based on a pot 100 that
is now $980 to reflect the additional fees for the number
of players that are currently in the game 102 which is
now 160 players (the count of players who have folded
and left the game 104 is now 100) to reflect an additional
40 players who have folded. The countdown clock 106
indicates the time (e.g., 30 seconds) until the player must
decide to stay or fold. This is the concurrent deadline for
all players to submit the required additional payment by
selecting the "In Next" directive 110 to remain in the game
or to fold by selecting the fold directive 114. If no action
is taken, when the countdown clock 106 reaches zero,
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the default action will be taken (e.g., the player will auto-
matically fold or the player is automatically in). Note that
the "In Next" directive 110 and the "IN ALL" directive 112
display fees that correspond with the stage of the game
(e.g., $2 and $6, respectively).
[0057] The player’s current score 120 is now 250
based upon five icons (the two shared icons 230 and the
three player icons 232). The player’s current rank 126
remains as "N/A". The projected payout table 128 reflects
a payout schedule based on a pot 100 that is now $980.
The player’s icons 232 and the shared icons 230 are
shown along with empty boxes where the remaining two
player icons 232 will be shown.
[0058] FIG. 12 represents the same typical user inter-
face after another round of wagering has been conclud-
ed. In this, a total of four player icons 232 are revealed
only to this player. The projected payout table 128 reflects
a payout schedule based on a pot 100 that is now $1,180
to reflect the additional fees for the number of players
that are currently in the game 102 which is now 100 play-
ers (the count of players who have folded and left the
game 104 is now 160) as an additional 40 players who
have folded. The countdown clock 106 indicates the time
(e.g., 30 seconds) until the final player icon 232 will be
revealed. This is the deadline for all players to submit the
required additional payment by selecting the "In Next"
directive 110 to remain in the game or to fold by selecting
the fold directive 114. If no action is taken, when the
countdown clock 106 reaches zero, the default action will
be taken (e.g., the player will automatically fold). Note
that the "In Next" directive 110 and the "IN ALL" directive
112 display fees that correspond with the stage of the
game (e.g., $2 and $4, respectively).
[0059] The player’s current score 120 is now 650
based upon six icons (the two shared icons 230 and four
revealed player icons 232). The player’s current rank 126
remains as "N/A". The projected payout table 128 reflects
a payout schedule based on a pot 100 that is now $1,180.
[0060] FIG. 13 represents the same typical user inter-
face after the next round of wagering has concluded. In
this, all player icons 232 are now revealed only to this
player. The projected payout table 128 reflects a payout
schedule based on a pot 100 that is now $1,280 to reflect
the additional fees for the number of players that are cur-
rently in the game 102 which is now 50 players (the count
of players who have folded and left the game 104 is now
210) as additional players have folded. The countdown
clock 106 indicates the time (e.g., 30 seconds) until the
game ends. This is the deadline for all players to submit
the required additional payment by selecting the "In Next"
directive 110 to remain in the game or to fold by selecting
the fold directive 114. If no action is taken, when the
countdown clock 106 reaches zero, the default action will
be taken (e.g., the player will automatically fold). Note
that the "In Next" directive 110 displays fees that corre-
spond with the final stage of the game (e.g., $2).
[0061] The player’s current score 120 is now 654
based upon seven icons (the two shared icons 230 and

five revealed player icons 232). The player’s current rank
126 remains as "N/A" so the player is still not informed
how their five player icons 232 fair with respect to other
players. The projected payout table 128 reflects a payout
schedule based on a pot 100 that is now $1,280.
[0062] FIG. 14 represents the same typical user inter-
face after the final round of wagering. The projected pay-
out table 128 reflects a payout schedule based on a pot
100 that is $1,280 (see FIG. 13). The "In Next" directive
110 and the fold directive 114 are no longer displayed
since they are no longer applicable. A next game button
118 enables the player to play in the next game, which
in preferred embodiments occurs sequentially after the
current game ends.
[0063] The player’s current score 120 is 654 based up-
on seven icons (the two shared icons 230 and the five
player icons 232). The player’s current rank 126 now
shows their rank as fifth (e.g., two cherries yield 75, two
triple-bars yields 500, one ’7’ yields 50, one lemon yields
4, and one bell yields 25). The projected payout table
128 reflects a payout schedule based on a pot 100 of
$1,280. The five player icons 232 and two shared icons
230 are shown to the player. The set of icons and score
for the top ten players is shown in a top-ten box 242.
[0064] The amount won 125 by the player is shown
based on player’s current score 120 (e.g., 654) and the
player’s current rank 126 (e.g., fifth), dividing a portion
of the pot 100 (e.g., the pot 100 minus a fixed amount or
percentage retained by the house) between some
number of the highest-ranking players (in this example,
88).
[0065] It is fully anticipated to provide different varia-
tions of the gaming system with more or less rounds of
betting. For example, in some embodiments, betting is
performed only after the player sees one or more of the
five player icons 232. In some embodiments, the bet
changes for each round, increasing or decreasing. In
some embodiments, there are more or less player icons
232 and the five player icons 232 are exposed in the
same or different sequences such as one the player icon
232 at a time; two player icons 232, etc. In some embod-
iments, there are more or less shared icons 230, for ex-
ample, two player icons 232 and four shared icons 230.
[0066] Although the above examples describe an initial
showing of the shared icons 230 followed by sequential
betting and showing of the player icons 232, it is equally
anticipated that there be an initial showing of one or more
of the five player icons 232 (the player is only able to see
their own, revealed player icons 232) along with sequen-
tial betting and showing of the shared icons 230.
[0067] FIG. 15 represents a typical initial user-interface
for the game format that uses numbers or letters (e.g.,
lottery-like symbols or consecutive integers or any sym-
bols) where each player receives player symbols 332
(numbers in this example) from a symbol space (e.g.,
integers from 1 to 45) and scores based upon community
symbols 330 taken from the same symbol space that are
shared with all other players. In the examples shown, five
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symbols are randomly selected from the symbol space
for the community symbols and five symbols are random-
ly selected from the symbol space for each player’s sym-
bols. Note that this is an example and it is fully anticipated
to have different quantities of community symbols 330
and player symbols 332, though it is preferred that the
counts of both match (e.g., seven community symbols
330 and seven player’s symbols 332). In this initial user-
interface, an amount of real or virtual money in the pot
100 is shown, which grows as more players enter the
contest. Since the game has yet to start, only the cumu-
lative number of players that are in the game 102 is shown
(e.g., 260 players) and the count of players who have
folded and left the game 104 is shown as zero (nobody
has folded yet). A countdown clock 106 indicates a dead-
line for when new players will no longer be admitted and
the game will start. A prospective player must depress
an entry directive 108 in order to play the game. In this
example, the entry directive 108 includes the amount re-
quired to play (the "ante"), if any, shown as, for example,
$1. In this embodiment, no symbols are shown at this
time, though in some embodiments, it is anticipated that
one or more symbols are exposed before the game be-
gins.
[0068] The player’s current score 120 is displayed,
which is zero since the game has yet to start. The player’s
current rank 126 is displayed, which shows as "N/A",
again because the game has yet to start. A scoring table
328 is displayed to show the player how many points are
awarded for achieving certain matches of symbols. For
example, if one of the player symbol 332 matches one
of the community symbols 330 the player is awarded
1000 points; if one of the player symbols 332 matches
the community symbol 330 of the same position (e.g.,
the corresponding community symbol 330), the player is
an another awarded 1000 points; and if there is no match,
the player is awarded one point for each percentage that
the player symbol 332 is close to one of the community
symbols 330. The projected payout table 128 is shown
that displays the projected payouts based on the size of
the pot 100, the number of players who started the game
and the number of players that currently remain playing
the game 102. As such, the projected payout table 128
is shown representing a pot of $260, as 260 players were
in the game at the beginning of the game.
[0069] FIG. 16 represents the same typical user inter-
face after the game has started. Two of the player sym-
bols 332 are revealed to each player and the community
symbols 330 (five of such) are now exposed to all players.
Betting is open (either the player bets or folds based upon
the player’s opinion of the community symbols 330 with
the player’s symbols 332). The pot 100 has grown to
$660 to reflect the 200 players who have elected to pay
an additional $2 by selecting the "In Next" directive 110,
and remain in the game (the number of players that are
currently in the game 102 indicates 200 players). The
count of players who have folded and left the game 104
is now shown as 60 players, which represents the number

of players who have elected to fold and exit the game
(e.g., by default or by pressing the fold directive 114 or
missing the betting window). If a player does not want to
bother with making each individual bet, the player selects
the "IN ALL" directive 112, which allows the player to pre-
pay for all bets (e.g., in this example, an additional $8)
and stay in for all subsequent rounds until the end of the
game.
[0070] The player’s current score 120 reflects the per-
centage difference between the player’s symbols 332
and the community symbols 330 and the player’s current
rank 126 is not shown. Now, the projected payout table
128 reflects a payout schedule based on a pot 100 of
$660, 260 players at the start of the game and currently
200 players still in the game (e.g., 260 ∗ $1 + 200 ∗ $2 =
$660).
[0071] FIG. 17 represents the same typical user inter-
face after the next round of wagering has been conclud-
ed. Now, three of the player symbols 332 have been re-
vealed (only to that player). The projected payout table
128 reflects a payout schedule based on a pot 100 that
is now $980 to reflect the additional fees for the number
of players that are currently in the game 102 which is
now 160 players (the count of players who have folded
and left the game 104 is now 100) to reflect an additional
40 players who have folded. The countdown clock 106
indicates the time (e.g., 30 seconds) until the player must
decide to stay or fold. This is the deadline for all players
to submit the required additional payment by selecting
the "In Next" directive 110 to remain in the game or to
fold by selecting the fold directive 114. If no action is
taken, when the countdown clock 106 reaches zero, the
default action will be taken (e.g., the player will automat-
ically fold). Note that the "In Next" directive 110 and the
"IN ALL" directive 112 display fees that correspond with
the stage of the game (e.g., $2 and $6, respectively).
[0072] The player’s current score 120 is now 1222
based upon comparisons between the player’s symbols
332 and the community symbols 330.The player’s current
rank 126 remains as "N/A". The projected payout table
128 reflects a payout schedule based on a pot 100 that
is now $980. The player’s symbols 332 and the commu-
nity symbols 330 are shown along with empty boxes
where the remaining two player symbols 332 will be
shown.
[0073] FIG. 18 represents the same typical user inter-
face after another round of wagering has been conclud-
ed. In this, a total of four player symbols 332 are revealed
only to this player. The projected payout table 128 reflects
a payout schedule based on a pot 100 that is now $1,180
to reflect the additional fees for the number of players
that are currently in the game 102 which is now 100 play-
ers (the count of players who have folded and left the
game 104 is now 160) as an additional 40 players who
have folded. The countdown clock 106 indicates the time
(e.g., 30 seconds) until the final player symbol 332 will
be revealed. This is the deadline for all players to submit
the required additional payment by selecting the "In Next"
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directive 110 to remain in the game or to fold by selecting
the fold directive 114. If no action is taken, when the
countdown clock 106 reaches zero, the default action will
be taken (e.g., the player will automatically fold). Note
that the "In Next" directive 110 and the "IN ALL" directive
112 display fees that correspond with the stage of the
game (e.g., $2 and $4, respectively).
[0074] The player’s current score 120 is now 3322
based upon comparisons between four of the player sym-
bols 332 and the community symbols 330. The player’s
current rank 126 remains as "N/A". The projected payout
table 128 reflects a payout schedule based on a pot 100
that is now $1,180.
[0075] FIG. 19 represents the same typical user inter-
face after the next round of wagering has concluded. In
this, all player symbols 332 are now revealed only to this
player. The projected payout table 128 reflects a payout
schedule based on a pot 100 that is now $1,280 to reflect
the additional fees for the number of players that are cur-
rently in the game 102 which is now 50 players (the count
of players who have folded and left the game 104 is now
210) as additional players have folded. The countdown
clock 106 indicates the time (e.g., 30 seconds) until the
game ends. This is the deadline for all players to submit
the required additional payment by selecting the "In Next"
directive 110 to remain in the game or to fold by selecting
the fold directive 114. If no action is taken, when the
countdown clock 106 reaches zero, the default action will
be taken (e.g., the player will automatically fold). Note
that the "In Next" directive 110 displays fees that corre-
spond with the final stage of the game (e.g., $2).
[0076] The player’s current score 120 is now 3414
based upon comparisons between the player symbols
332 of that player and the community symbols 330. The
player’s current rank 126 remains as "N/A" so the player
is still not informed how the player’s symbols 332 fair with
respect to those of other players. The projected payout
table 128 reflects a payout schedule based on a pot 100
that is now $1,280.
[0077] FIG. 20 represents the same typical user inter-
face after the final round of wagering. The projected pay-
out table 128 reflects a payout schedule based on a pot
100 that is $1,280 (see FIG. 13). The "In Next" directive
110 and the fold directive 114 are no longer displayed
since they are no longer applicable. A next game button
118 enables the player to play in the next game, which
in preferred embodiments occurs sequentially after the
current game ends.
[0078] The player’s current score 120 is 3414 based
upon comparisons between the player’s symbols 332
and the community symbols 330. The player’s current
rank 126 now shows their rank as fifth based upon the
scores of all other players. The projected payout table
128 reflects a payout schedule based on a pot 100 of
$1,280. The five player symbols 332 and the community
symbols 330 are shown to the player. The amount won
125 by the player is shown based on player’s current
score 120 (e.g., 3414) and the player’s current rank 126

(e.g., fifth), dividing a portion of the pot 100 (e.g., the pot
100 minus a fixed amount or percentage retained by the
house) between some number of the highest-ranking
players (in this example, 88). Each of the player symbols
332 of the top ten players is shown in a conclusion display
area 342.
[0079] It is fully anticipated to provide different varia-
tions of the gaming system with more or less rounds of
betting. For example, in some embodiments, betting is
performed only after the player sees one or more of the
five player symbols 332. In some embodiments, the bet
changes for each round, increasing or decreasing. In
some embodiments, there are more or less player sym-
bols 332 and the five player symbols 332 are exposed in
the same or different sequences such as one player sym-
bol 332 at a time; two player symbols 332, etc. In some
embodiments, there are more or less player symbols 332
and, preferably, a matching number of community sym-
bols 330, for example, eight player symbols 332 and eight
community symbols 330. It is also anticipated that differ-
ent scoring algorithms be used, for example, only pro-
viding points for matches and matches in the same po-
sition, etc.

Claims

1. A gaming system comprising:

a server;
a plurality of client devices, each associated with
a player;
a symbol space containing a set of all possible
symbols;
the server creates a set of community symbols
that contains a random set of symbols from the
symbol space;
the server requests a wager concurrently from
each client device and starts a time period;
after the time period ends, for each client device
that made the wager within the time period: the
server collects the wager and adds the wager
to a pot, the server displays the set of community
symbols on a display of each client device, the
server randomly selects player symbols from the
symbol space, the server reveals a first subset
of the player symbols to this player on the client
device of that player, and the server concurrently
requests a next wager from each client device
to open a second round of betting; and the server
starts a next time period;
until all betting rounds have concluded: after the
next time period ends, for each client device that
made the next wager within the next time period:
the server collects the next wager and adds the
next wager to the pot, the server displays a next
subset of the player symbols to the player on
the client device of that player, and the server
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concurrently requests the next wager from each
client device; and the server starts the next time
period; and
after all betting rounds have concluded, a plu-
rality of winners is declared based upon a score
of the player symbols of that player and the set
of community symbols using a scoring algo-
rithm.

2. The gaming system of claim 1, wherein the symbol
space comprises a sequence of integers.

3. The gaming system of claim 1, wherein the plurality
of winners includes a top percentage of highest val-
ues of scores of the players.

4. The gaming system of claim 1, wherein the scoring
algorithm awards score based upon how close each
player symbol is to a corresponding community sym-
bol of the set of community symbols.

5. The gaming system of claim 4, wherein the scoring
algorithm awards bonus score based upon any play-
er symbol matching any community symbols of the
set of community symbols.

6. The gaming system of claim 5, wherein the scoring
algorithm awards additional bonus score based up-
on any player symbol matching a corresponding
community symbol of the set of community symbols.

7. The gaming system of claim 1, wherein the set of
community symbols includes five symbols from the
symbol space and each set of player symbols in-
cludes five symbols from the symbol space.

8. (Cancel) The gaming system of claim 1, wherein the
time period is not equal to the next time period.

9. A method of gaming by a set of players, the method
comprising:

randomly selecting a set of community symbols
from a digital representation of a symbol space;
on a display associated with each player, re-
questing a first wager within a time period;
after the time period expires, for each player that
made the first wager within the time period: add-
ing the first wager to a pot and adding each play-
er to a set of active players;
for each player in the set of active players, ran-
domly selecting player symbols from the symbol
space;
for each player in the set of active players, dis-
playing the set of community symbols and a sub-
set of the player symbols for that player on the
display associated with that player;
concurrently requesting a next wager from each

player that is in the set of active players and
starting a next time period;
until all player symbols are revealed, after the
next time period expires, removing each player
that failed to make the next wager from the set
of active players, then for each player that re-
mains in the set of active players: adding the
next wager to the pot, displaying a next subset
of the player symbols for that player on the dis-
play associated with that player and concurrent-
ly displaying a request that the next wager be
made within the next time period by each player
on the display associated with each player in the
set of active players; and resetting the next time
period; and
after all of the player symbols are revealed to
each player that is in the set of active players,
for each player in the set of active players: gen-
erating a score for each player using a combi-
nation of the player symbols for that player and
the set of community symbols, and declaring a
plurality of winners based upon a ranking of the
score for each player.

10. The method of claim 9, wherein the symbol space
comprises a range of integer numbers.

11. The method of claim 9, wherein the plurality of win-
ners includes a top percentage of highest of the score
of each player.

12. The method of claim 9, wherein the step of generat-
ing the score for each player using the combination
of the player symbols for that player and the set of
community symbols includes scoring based upon
how close each player symbol is to a corresponding
community symbol of the set of community symbols.

13. The method of claim 12, wherein the step of gener-
ating the score for each player using the combination
of the player symbols for that player and the set of
community symbols includes awarding bonus score
based upon any player symbol matching any of the
set of community symbols and/or awarding another
bonus score based upon any player symbol match-
ing the corresponding community symbol of the set
of community symbols.

14. The method of claim 9, wherein the set of community
symbols comprises five symbols from the symbol
space.

15. Program instructions tangibly embodied in a non-
transitory storage medium comprising at least one
instruction configured to implement a system for
gaming between a set of players, wherein the at least
one instruction, when executed, causes the system
to implement the method of any one of claims 9 to 14.
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