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Description

TECHNICAL FIELD

[0001] The present disclosure relates to a computer
implemented method performed by a gaming system. In
particular, the present disclosure relates to a scheme for
extending possible gaming outcomes also in cases of not
reaching a matching level being above a predefined
threshold. The present disclosure also relates to a cor-
responding gaming system and to a computer program
product.

BACKGROUND

[0002] Games of chance, particularly in the form of
online gaming, have become a widely recognized form
of entertainment. The sustained success of the gaming
industry is heavily reliant on its ability to innovate, intro-
ducing novel games and gaming concepts that captivate
the gaming audience. This innovative drive is notably
evidenced by the industry’s adaptation to the digital era,
with the Internet andonlinegamingplatformsspearhead-
ing a new era of game accessibility and diversity.
[0003] In the online gaming realm, it is a continual
pursuit to engage both new and existing players through
inventive means, ensuring that they are drawn to, and
retainedby, thegamingoperator’s site.Onesuchmethod
involves the introduction of unexpected game scenarios,
which hold the potential to both intrigue and motivate
players. Theallure of these scenarios lies in their ability to
emerge unexpectedly, thereby heightening the gaming
experience with the prospect of novel and unforeseen
outcomes.
[0004] Introducing these elements of surprise within
the game can further have the beneficial side effect of
increasing the player’s potential payout. Such scenarios
can augment the value of a player’s bet, providing an
additional layer of excitement. However, this potential for
increased payouts must be carefully regulated by the
gaming operator to ensure that the payouts remainwithin
manageable limits. There exists, therefore, a continuous
need to balance the game’s appeal, via the potential for
enhanced payouts, with the imperative for the operator to
maintain comprehensive control over the game’s opera-
tional parameters.

SUMMARY

[0005] According to an aspect of the present disclo-
sure, the above is at least partly met by computer im-
plemented method performed by a gaming system, the
gaming system comprising a server arranged in commu-
nication with an electronic user device using a network
connection, the electronic user device comprising a dis-
play screen, the gaming system arranged to operate a
series of consecutive games, wherein the method com-
prises, for each of the plurality of consecutive games

receiving, at the server, a request from theelectronic user
device to play agame in the series of consecutive games,
the request comprisingawageringbet, forming, using the
server, a table in the form of a grid having a selected
dimension and comprising a selected number of cells,
generating, using the server, a set of elements corre-
sponding to the selected number of cells, wherein the set
of elements are selected from a group of predefined
element types, populating, using the server, the cells of
the table with the set of elements, directing, using the
server, the electronic user device to display the table at
the display screen, determining, using the server and by
applying a predefined matching scheme, a matching
level between the cells populating the table and each
of aplurality of predefinedcluster formations storedat the
server, determining, using the server, if the matching
level is within a matching range defined by an upper
threshold and a lower threshold, wherein the upper
threshold is arranged lower than a maximum matching
level and the lower threshold is arranged higher than a
minimummatching level, and providing, using the server
and if the matching level is within the matching range, a
gaming outcome to the electronic user device, wherein
the gaming outcome is dependent on a combination of
thewagering bet, a predefinedmultiplication factor, and a
predefined odds value for the matching range.
[0006] In accordance with the present disclosure, the
gaming interaction primarily involves a digital represen-
tationof a tabledisplayedon theuser’s device, structured
as a grid composed of multiple cells in an organized
layout of rows and columns. Each cell is filled with an
element, which could range from various symbols to
numerical figures, each selected to alignwith the specific
characteristics and rules of the game at hand. For ex-
ample,where thegame is definedasavirtual slot game, it
is presented on a screen with virtual elements that simu-
late the experience of traditional slot machines without
the need for physical components.
[0007] Furthermore, in line with the present disclosure
the operational scheme according to the present disclo-
sure addresses the limitations of conventional gaming
systems,whereoutcomesareoften strictly tied to achiev-
ing a high matching level. By introducing a range of
acceptable matching levels, the present disclosure en-
sures that players are engaged and rewarded even in
instances where the highest matching levels are not
attained. This not only enhances the player’s gaming
experience but also adds a layer of strategy and excite-
ment to the game, as players navigate through the di-
verse possibilities of winning outcomes based on differ-
ent matching levels.
[0008] To facilitate efficient server-side outcome pro-
cessing, the predefinedmatching scheme employs a set
of fixed matching levels that correspond to specific out-
come ranges. These ranges, each defined by amatching
level threshold, allow the server to classify results dyna-
mically, evaluating if the achievedmatching level iswithin
a defined range (e.g., win, near-win, or loss). By classify-
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ing outcomes in this manner, the server can immediately
determine the applicable outcome range without recal-
culating from scratch. Such a streamlined approach re-
duces server processing requirements, improving com-
putational efficiency for handling high volumes of simul-
taneous game instances, particularly during peak traffic
times. Furthermore, such a classification provides the
basis for the varied reward structure applied to each
predefined outcome range, thereby enhancing player
engagement through a structured and scalable reward
system.
[0009] Accordingly, if the player "almost won", then a
gaming outcome is still determined and provided to the
electronic user device. As indicated above, this gaming
outcome is in turn dependent on a combination of the
wagering bet, a predefined multiplication factor, and a
predefined odds value for the matching range. The
scheme according to the present disclosure may thus
maintain a player interest using the novel reward system.
The ability to reward "near wins" effectively broadens the
appeal of the game, making it accessible and engaging
for a wider range of players. An example of a "near miss"
includes collecting just short of a predetermined number
of symbols to enter a bonus round.
[0010] Generally, when the operational scheme ac-
cording to the present disclosure is applied to a game
concept provided by the server, it may be possible to
increase the randomization of the game, thus potentially
allowing for increasing winning possibilities for a player
participating in the game. An advantage following such a
possibility is an improved attraction power to the game,
thus potentially allowing for the player to remain playing
the game for an increased duration as compared to
previously known similar operational schemes. This
could potentially be beneficial to both the player partici-
pating in the gameand the gaming operator providing the
game. Additionally, allowing for an increased randomiza-
tion of the game may potentially further increase the
security of the game, since known general computer-
based issues relating to the generation of randomized
material to the game are minimized.
[0011] Furthermore, the operational scheme accord-
ing to the present disclosure uniquely capitalizes on
server-side computational resources to handle both data
processing and bandwidth optimization. By streamlining
the server algorithms, the system not only reduces com-
putational overheadbut also improves theuseof network
bandwidth. The processed game data is then efficiently
transmitted to the electronic user device, ensuring a fluid
and seamless gaming experience. This amalgamation of
computational efficiency and bandwidth optimization
serves a dual purpose, it expedites the gaming process
for players while also conserving valuable server re-
sources. Consequently, the system can accommodate
a greater number of players without compromising on
performance, potentially enhancing both the user experi-
ence and the game operator’s revenue streams.
[0012] The gaming systemmay in some embodiments

employ a multi-level data compression technique on the
server tominimize the volumeof data transmitted to each
electronic user device. The server in such embodiments
prioritizes critical game state information and visual up-
dates, reducing non-essential elements or repetitive
game data wherever possible. The suggested compres-
sion mechanism not only conserves bandwidth but also
enables faster delivery of relevant data to the client
devices, ensuring that high-priority information is
promptly available on the user’s display screen. By com-
pressing outgoing data streams based on the game state
and the interaction level, the server enables optimal
network use without impacting the graphical quality or
responsiveness on the electronic user devices, thus en-
hancing the overall gaming experiencewhilemaintaining
server and network efficiency.
[0013] For ensuring that the determination of the gam-
ing outcome is performed with a minimum amount of
perceived delay in the progression of the game it is
desirable to apply a computational efficient matching
scheme. Possible schemes that can be used in relation
to the present disclosure include different forms of so-
called graph-based image processing methods that to-
day find usage within e.g. the computer vision field.
[0014] The definition of "adjacently" as used above
may be dependent on the specific implementation of
the present scheme. For example, adjacently may be
defined as arranged on the same rowof the table or in the
same column of the table. It may however also be pos-
sible to allow other element formations to be seen as
adjacently, such for examplecomprisingacombinationof
cells arranged both on different columns and on different
rows, but at least sharing a side of a cell to another cell
holding amatching element. Other definitions of element
formations comprising matching elements are of course
possible and within the scope of the present disclosure.
Such a further example of an element formation may be
wherematching elements form specific "shapes", but not
necessarily share a cell side with each other. Thus, two
adjacent cells may possibly, in some embodiments, be
seen as two cells at least having "touching" cell corners.
[0015] Generally, the cells of the table include four
sides, formed as rectangles. However, the cells of the
table may have any number of sides from three and
upwards. Accordingly, the cells may be shaped as trian-
gles, rectangles/squares, octagons, etc. It could also be
possible to combine differently shaped cells in the same
table.
[0016] As indicatedabove, the table is populatedwith a
different element, where the elements are selected from
a group of predefined element types. The group of pre-
defined element types may in some embodiments com-
prise the generic element types that are common to slot
games, etc., for example including "bar" symbols or ele-
ments from a deck of cards. Other element types, pos-
sibly specific for the game, are of course possible and
within the scope of the present disclosure. The type of
elements may also include at least one generic element

5

10

15

20

25

30

35

40

45

50

55



4

5 EP 4 557 252 A1 6

type, in some embodiments defined as a wild card or a
joker element, thatmaybematchable to all of the plurality
of predefined element types. As such, the generic ele-
ment type may be equally matchable with e.g. a number
as well as a symbol.
[0017] In accordance with an aspect of the present
disclosure, when thematching level achieved by a player
exceeds the upper threshold, the gaming system is con-
figured to provide an additional gaming opportunity. This
feature involves presenting the player with an extra
game, distinct from the main series of consecutive
games. Consequently, if the player indeed has a match-
ing result that is above the upper threshold and this truly
wins (as compared to a "near win"), then the player is
rewarded with the mentioned additional game. The out-
comeof this additional game is intricately linked to, and at
least partially dependent upon, the player’s initial wager-
ing bet. This additional game not only serves as a reward
for surpassing the upper threshold but also introduces a
fresh dimension of gameplay, thereby amplifying player
engagement and diversifying the gaming experience.
[0018] In some embodiments the additional game is
defined as a bonus game. This conditional reward sys-
tem underscores the game’s strategic depth, as players
are not only tasked with playing the game but also with
seeking out specific elements that unlock additional va-
lue. It is possible, and within the scope of the present
disclosure, to allow a level of the bonus to be depending
on a number of the specific type of the predefined ele-
ment types being identified from the set of elements
within the table including amongst others, collecting a
specific number of symbols, collecting a specific number
of symbols on certain reels, the appearance of a special
symbol. Thus, the bonus awarded is not static but varies
according to the quantity of the specific predefined ele-
ment type identified. This feature introduces a variable
reward mechanism, enhancing the game’s dynamism. It
encouragesplayers to continueplayingwith theobjective
of maximizing their identification of the specific element
type, thereby potentially increasing their bonus reward.
This creates an incremental reward system that can
sustain player interest over an extended period, as it
provides a continuous incentive for skilled play.
[0019] If the matching level is within a matching range
definedbyanupper thresholdanda lower threshold, then
the nearmiss situation occurs so the additional gamewill
not be triggered but the player may be eligible for a
reward. The reward is randomly awarded and may in-
clude a multiplier, a cash prize, a physical prize or com-
binations thereof. Visually, the reward may replace the
predefined element on the grid or one or more elements
on the grid.
[0020] Preferably, the server of the gaming system
comprises a random number generator. The random
number generator is in such an embodiment adapted
to produce random outcomes, that in turn are used to
affect the odds values as used when determining the
gaming outcome in the "near win" scenario. The incor-

poration of a random number generator ensures that the
gaming outcomes are fair and unpredictable, thereby
maintaining the integrity and excitement of the gaming
experience. It should however be understood that the
random number generator must not be a "true" random
number generator, instead a semi-random number gen-
erator could be used, or other means for affecting the
odds value.
[0021] In a possible embodiment, the predefined odds
value is set as 1 out of X, where X is established to be a
minimum of 100. This setting represents a balance be-
tween attainability and challenge, ensuring that the odds
remain compelling yet achievable for the players. By
setting such a parameter, the gaming systemguarantees
that the likelihoodof certain outcomes remains balanced,
providing a fair gaming experience while retaining an
element of challenge. Possibly, X may in some embodi-
ments be defined to be less than 200. This narrower
range serves to fine-tune the balance between the prob-
ability of success and the challenge presented to the
player. By imposing this upper limit on X, the gaming
systemensures that the odds donot becomeexcessively
challenging, thereby maintaining player interest and en-
gagement over extended periods of gameplay.
[0022] Preferably, the multiplication factor is arranged
to be more than 1. Such a definition of the multiplication
actor will dynamically affect the overall outcome of the
game. The multiplication factor will also drastically re-
duce the level of predictability of thegame,effectivelyand
drastically increasing the randomness of the game,while
being computational efficient for the server performing
the novel gaming scheme. The multiplication factor may
in some embodiments be dependent on amatching level
determined in a previously played game in the series of
consecutive games.
[0023] In a possible embodiment, the table is graphi-
cally visualized as a plurality of parallel reels. This visua-
lization exploits the visual dynamics of spinning reels,
pivotal in generating excitement and anticipation. Each
reel’s spin harbors the potential for winning combina-
tions, the activation of bonuses thus maintaining game-
play that is visually engaging and emotionally stimulating
for the player.
[0024] Additionally, representing the table in this man-
ner is particularly advantageous for game developers
and operators. It provides a standardized visual frame-
work that can be easily customized, updated, and
themed, allowing for the creation of diverse game offer-
ingswithin thesamestructural paradigm.This flexibility in
visual design, achieved without altering the core game
mechanics, ensures that the gaming method retains its
robustness and versatility for various game implementa-
tions.
[0025] In a further embodiment, at least a portion of the
cells within the table is provisionedwith an updated set of
elements for each one of the first plurality of consecutive
games. This iterative refreshment of elements serves to
ensure a dynamic and unpredictable gaming environ-

5

10

15

20

25

30

35

40

45

50

55



5

7 EP 4 557 252 A1 8

ment, enhancing the player’s engagement by presenting
new potential combinations and outcomes with every
game played.
[0026] Furthermore, the process of updating the set of
elements for each game introduces an element of variety
that is crucial to maintaining a user’s interest over pro-
longed gaming sessions. It effectively combats the
monotony that can arise from repetitive gameplay, there-
by sustaining the excitement and challenge intrinsic to
the gaming experience. Furthermore, this feature allows
for a strategic depth within the game, as the updated
elements can be designed to interact with the game’s
progression and the player’s achievements. This inter-
action not only reinforces the game’s complexity but also
allows for a tailored gaming experience, where the evo-
lution of the game’s landscape mirrors the player’s jour-
ney through the game. It may also be possible to utilize
the updating of elements as ameans to introduce special
events or promotions within the game, providing an ave-
nue for game operators to engage with players through
time-limited opportunities or rewards.
[0027] In some embodiments of the present disclosure
the first game is a gameof chance, such as for example a
slot game, where the player is placing a bet to be allowed
to participate in the game. The gaming outcome may in
such an embodiment be dependent on the bet placed by
the player.
[0028] As indicated above, the server is in charge of
controlling the electronic user device to display the table
as well as the gaming outcome at the display screen of
the electronic user device. In some embodiments the
electronic user device is adapted to present a graphical
user interface (GUI) at the display screen. The server
may inacorrespondingmannerbeadapted toagraphical
representation of at least one of the tables, the gaming
outcome, and the updated table, to be distributed to the
electronic user device, where the graphical representa-
tion is then presented within the GUI.
[0029] In addition to managing game state updates,
the server typically functions as the control center for all
player interactions and bet-related processes. Specifi-
cally, the server receives and processes each player’s
bet input, calculating potential gaming outcomes based
on the wagering parameters, predefined matching
schemes, and applicable multipliers or odds values. By
handling these calculations centrally, the server ensures
that all bets, outcomes, and rewards are accurately
alignedwith the game’s rules and odds. The client device
receivesonly the resulting outcomeandnecessary visual
updates, preserving both the integrity and fairness of the
gaming process while minimizing the client’s computa-
tional load. Such a centralized approach enables the
operator tomaintain robust control over gamemechanics
and regulatory compliance acrossmultiple client devices
and locations.
[0030] Such a GUI may also be arranged to allow the
player to directly interact with the server, for example
allowing the player to control his/her participation in the

game as well as to control a size of the bet placed when
participating in the game.
[0031] Within the context of the present disclosure the
expression "forming a graphical representation" should
be interpreted broadly. Specifically, it should be under-
stood that the server in some embodiment may be con-
figured to only form a collection of "meta-data" (here
corresponding to the graphical representation) that will
be rendered at the frontend, such aswithin theGUI of the
electronic user device. However, in another embodiment
it may be the other way around, meaning that the server
will essentially form an image (here corresponding to the
graphical representation) that thenwill be displayedwith-
in the GUI of the electronic user device. Further alter-
native implementations along the same mutations are
possible and within the scope of the present disclosure.
Additionally, it may also be possible to allow the graphical
representation to be set differently for different game
operators, players or groups of players. The graphical
representation may also be dependent on e.g. the geo-
graphical location of the players, such as dependent on
city, country or continent where the player is located/re-
gistered.
[0032] Within the context of the present disclosure, it
should be understood that it in some embodiments so
that it may be possible to allow the server to control if a
specific electronic user device is to be allowed to apply
the scheme according to the present disclosure. Such
controlmay for example be dependent on a geographical
location of the electronic user device. Possibly, the geo-
graphical location may be selected from a group com-
prising a city, a country and a continent.
[0033] According to another aspect of the present dis-
closure there is provided a gaming system arranged to
operate a series of consecutive games, the gaming sys-
tem comprising a server arranged in communication with
anelectronic user deviceusinganetwork connection, the
electronic user device comprising a display screen,
wherein the server is arranged to, for each of the plurality
of consecutive games receive a request from the elec-
tronic user device to play a game in the series of con-
secutive games, the request comprising a wagering bet,
form a table in the form of a grid having a selected
dimension and comprising a selected number of cells,
generate a set of elements corresponding to the selected
number of cells, wherein the set of elements are selected
from a group of predefined element types, populate the
cells of the table with the set of elements, direct the
electronic user device to display the table at the display
screen, determine, by applying a predefined matching
scheme, a matching level between the cells populating
the table and each of a plurality of predefined cluster
formations stored at the server, determine if thematching
level is within a matching range defined by an upper
threshold and a lower threshold, wherein the upper
threshold is arranged lower than a maximum matching
level and the lower threshold is arranged higher than a
minimum matching level, and provide, if the matching
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level is within the matching range, a gaming outcome to
the electronic user device, wherein the gaming outcome
is dependent on a combination of the wagering bet, a
predefined multiplication factor, and a predefined odds
value for the matching range. This aspect of the present
disclosure provides similar advantages and embodi-
ments as discussed above in relation to the previous
aspects of the present disclosure.
[0034] Preferably, the gaming system is a cloud-based
computingsystem,and theserver is a cloudserver. Thus,
the computing power provided bymeans of the invention
may be distributed between a plurality of servers, and the
location of the servers must not be explicitly defined.
Advantageous following the use of a cloud-based solu-
tion is also the inherent redundancy achieved.
[0035] In some embodiments the electronic user de-
vices may be selected to include e.g. a computer (lap-
top/stationary), a mobile phone, a tablet, a (gaming)
consoles or any other gaming device and gambling
terminals. The GUI may in some embodiments be al-
lowed to depend on the type of electronic user device.
[0036] According to a still further aspect of the present
disclosure there is provided a computer program product
comprising instructions which, when executed by a com-
puter or processor, cause a gaming system to operate a
series of consecutive games, the gaming system com-
prising a server arranged in communication with an elec-
tronic user device using a network connection, the elec-
tronic user device comprising a display screen, wherein
the computer programproduct is executed for eachof the
plurality of consecutive games and comprises code for
receiving, at the server, a request from theelectronic user
device to play agame in the series of consecutive games,
the request comprising a wagering bet, code for forming,
using the server, a table in the form of a grid having a
selected dimension and comprising a selected number of
cells, code for generating, using the server, a set of
elements corresponding to the selected number of cells,
wherein the set of elements are selected from a group of
predefined element types, code for populating, using the
server, the cells of the tablewith the set of elements, code
for directing, using the server, the electronic user device
to display the table at the display screen, code for de-
termining, using the server and by applying a predefined
matching scheme, a matching level between the cells
populating the table and each of a plurality of predefined
cluster formations stored at the server, code for deter-
mining, using the server, if the matching level is within a
matching range defined by an upper threshold and a
lower threshold, wherein the upper threshold is arranged
lower than a maximum matching level and the lower
threshold is arranged higher than a minimum matching
level, and code for providing, using the server and if the
matching level is within the matching range, a gaming
outcome to the electronic user device, wherein the gam-
ing outcome is dependent on a combination of the wa-
gering bet, a predefined multiplication factor, and a pre-
defined odds value for the matching range. Also this

aspect of the present disclosure provides similar advan-
tagesandembodimentsasdiscussedabove in relation to
the previous aspects of the present disclosure.
[0037] The computer program product is typically exe-
cuted using a computing device comprised with the ser-
ver, preferably including a microprocessor or any other
type of computing device. Similarly, a software executed
by the server for operating the gaming system may be
storedonacomputer readablemedium,beingany typeof
memory device, including oneof a removable nonvolatile
randomaccessmemory, aharddiskdrive, a floppydisk, a
CD-ROM, a DVD-ROM, a USB memory, an SD memory
card, or a similar computer readable medium known in
the art. Accordingly, operation of the gaming systemmay
be at least partly automated, implemented as e.g. soft-
ware, hardware and a combination thereof.
[0038] Further features of, and advantages with, the
present disclosure will become apparent when studying
the appended claims and the following description. The
skilled addressee realize that different features of the
present disclosure may be combined to create embodi-
mentsother than thosedescribed in the following,without
departing from the scope of the present disclosure.

BRIEF DESCRIPTION OF THE DRAWINGS

[0039] The various aspects of the present disclosure,
including its particular features and advantages, will be
readily understood from the following detailed descrip-
tion and the accompanying drawings, in which:
The various aspects of the present disclosure, including
its particular features and advantages, will be readily
understood from the following detailed description and
the accompanying drawings, in which:

Fig. 1 illustrates an exemplary gaming system ac-
cording to a currently preferred embodiment of the
present disclosure;
Fig. 2 provides an exemplary illustration of a typical
graphical user interface (GUI) for use in playing a
game;
Figs. 3A - 3E present exemplary illustrations of op-
erations of different tables according to different
embodiments of the present disclosure, and
Fig. 4 is a flow chart illustrating the exemplary steps
for operating the gaming system as shown in Fig. 1.

DETAILED DESCRIPTION

[0040] The present disclosure will now be described
more fully hereinafter with reference to the accompany-
ing drawings, in which currently preferred embodiments
of the present disclosure are shown. This present dis-
closure may, however, be embodied in many different
forms and should not be construed as limited to the
embodiments set forth herein; rather, these embodi-
ments are provided for thoroughness and completeness
to fully convey the scope of the present disclosure to the
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skilled addressee. Like reference characters refer to like
elements throughout.
[0041] Referring now to the drawings and Fig. 1 in
particular, there isdepictedagamingsystem100 inwhich
an online game, such as a slot game, may be played
according to a currently preferred embodiment of the
present disclosure. The system architecture illustrated
in Fig. 1 depicts a system environment in which systems,
methods, apparatus, computer-readable mediums and
data structures consistent with the principles of some
embodiments of the present disclosuremay be included.
Itmaybeappreciated that the components of system100
may be implemented through any suitable combinations
of hardware, software, and/or firmware.
[0042] As shown in Fig. 1, system 100 includes at least
one server 102 and/or at least one gaming database 104.
Server 102 and gaming database 104 may be commu-
nicably linked to a plurality of electronic user devices in
the formof electronic user devices, suchas client devices
106, 108, 110, etc. throughnetwork 112. Thenetwork 112
may be wired or wireless, including for example wired
connections like a building LAN, a WAN, an Ethernet
network, an IP network, etc., and wireless connections
like WLAN, CDMA, GSM, GPRS, 3G mobile communi-
cations, 4Gmobile communications, Bluetooth, infrared,
or similar. As such, the network 112may be locally and/or
globally provided.
[0043] The gaming database 104 may be any type of
physical unit on which games reside, such as a machine
in a gaming venue, a lotterymachine, an electronic game
system, etc. Network 112 may be implemented as the
Internet, or any local orwideareanetwork, eitherpublic or
private. Network 112 may also be a hardware system
physically connecting some or all of the server 102 and
client devices 106, 108, 110. Client devices 106, 108,
110, typically each operated by a player, may be imple-
mented as any computing devices such as a personal
computing device, a server, a server network, handheld
computing device, slot machine, other gaming machine
in a gaming venue such as a betting terminal, a gaming
console, lottery machine, an interface in a virtual envir-
onment, etc.
[0044] It may be appreciated by one of ordinary skill in
the art that while only one server, one gaming database,
one network and two client devices are depicted,more or
fewer servers, more or fewer gaming databases, more
networks and more or fewer client devices and/or other
devices may reside within system 100.
[0045] The elements inside system 100 may include
one or more (micro) processors, purpose-built hardware
such as, for example, FPGA, ASIC, etc., software sys-
tems and applications, software packages, mechanical
and electrical parts, etc. Software packages that may be
part of server 102, gaming database 104, client devices
106, 108, 110 and network 112 may be recorded on a
computer readable medium such as a memory device,
RAM, CD/DVD/USB drives, handheld memory device,
etc., and/or may be part of a physical device such as one

or more (microprocessors or electro-mechanical sys-
tems. Any of server 102, gaming database 104, client
devices 106, 108, 110, network 112 and further electronic
user device 114 may be fixed systems, mobile systems,
portable systems, or cloud systems (as discussed
above). Fig. 1 shows only three electronic user devices
106, 108, 110, however it should be understood that a
general implementation of the present disclosure com-
prisesa largeplurality of electronic userdevices, possibly
greatly above three, such as 100, 1000, 10000, etc.
[0046] Although the various components of Fig. 1 are
illustrated as discrete elements, it should be recognized
that certain operations of some of the various compo-
nents may be performed by the same physical device,
e.g., by one or more microprocessors or other type of
devices.
[0047] Turning now to Fig. 2 illustrating a graphical
user interface (GUI) 202 tobedisplayedataclient device,
such as any of the client devices 106, 108, 110, in the
illustrated embodiment provided as an application
("app") or within e.g. a web browser of the portable client
device 106 being a tablet. The game to be played at the
client device 106 is here shown as an online game of
chance in the form of a slot game, visualized within the
GUI 202 as comprising a table comprising five individual
reels 204 arranged in columns and provided with a plur-
ality of different symbols or elements. The table also
comprises three rows. As such, the predefined dimen-
sion of the table as shown in Fig. 2 is five times three, thus
comprising 15 cells in total.
[0048] The GUI also comprises a "button" 206 to start
the game, here provided with the description "SPIN" for
initiating a turn of the game. In addition, the GUI 202
comprises an indicator of the current bet 208 (i.e. pay-
ment for each turn of the game) and an indicator of the
total payment to the player 210. It should in any case be
understood that other types of games may be played
within the scope of the present disclosure, for example
being skill based as compared to a game of chance.
[0049] Turning now to Fig. 3A, there is shown an ex-
emplary element population of a table 300, here illu-
strated as a successful outcome within the gaming sys-
tem detailed in the present disclosure. Fig. 3A features
the table 300 as a grid-based table 300, comprising three
horizontal rows (R1 - R3) and five vertical columns (C1 -
C5). This structure forms the playfield for an exemplary
slot game provided in line with the provision of a series of
consecutive games managed by the gaming system.
[0050] The gaming system employs in such an embo-
diment a centralized mechanism for updating the game
table on the server, controllingwhich cellswithin the table
require updating based on game logic and player inter-
actions. Upon determining that a cell update is neces-
sary, the server sends only the modified cell data to the
client device, rather than refreshing the entire game
state. Such a targeted updating process enhances
real-time responsiveness by reducing the volume of data
transmitted to the client and lowering the device’s pro-
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cessing demand, ensuring that players experience
smooth gameplay without interruptions. The suggested
method allows the server to manage high-frequency
updates effectively, supporting fast-paced gaming envir-
onments where rapid state changes are common.
[0051] Central to Fig. 3A is the middle row, R2, uni-
formly occupied by five "diamond symbols" representing
a "true win" within the game’s context. This rewarding
sequence extends across the entire row, intersecting
each column from C1 to C5. To visually convey the win
to the player, the "diamond symbols" may for example be
set apart through a subtle visual modification, in Fig. 3A
exemplified with a light gray shading.
[0052] Adjacent to this central row of diamonds, the
other cells in the grid are randomly filled with a variety of
traditional slot game icons, including but not limited to
bars, cherries, and the number seven. These icons pro-
vide a visual representation of the range of outcomes
elements to be used in conjunction with the slot game
according to the present disclosure.
[0053] The determination of if there in fact is a win, and
to what level such a win should be treated is in accor-
dance to the present disclosure determined using a pre-
defined matching scheme. The predefined matching
scheme utilizes a set of criteria to evaluate the element’s
arrangement on the grid, identifying matching levels that
qualify as winning outcomes.When such an alignment is
determined to be above an e.g. previously defined upper
threshold, the server 102 responds by provisioning the
electronic user device 106 with an indication of a suc-
cessful gaming outcome. The electronic user device 106
may additionally or optionally be provided with an oppor-
tunity to engage in an additional game. Such an addi-
tional game may in some embodiments be distinct from
the series of consecutive games and offers a gaming
outcome that is influenced in part by theoriginalwagering
bet and the results of the additional game. This mechan-
ism not only amplifies the excitement of the gaming
experience but also aligns with the inventive steps
claimed, ensuring that the players’ interaction with the
gaming system is both dynamic and rewarding.
[0054] Turning now to Fig. 3B, illustrating another ex-
emplary table 302, populatedwith an although new set of
elements. Fig. 3B is directed to a contrasting scenario
within the same gaming system, illustrating an instance
of a "true loss" where the outcome falls below a prede-
fined lower threshold according to the gaming system’s
predefinedmatching scheme. In this figure, a grid-based
table, indicated as element 302, is composed of three
horizontal rows (R1 - R3) and five vertical columns (C1 -
C5), and is utilized for the execution of a slot game, an
integral part of the sequence of games facilitated by the
gaming system.
[0055] In the instancedepicted byFig. 3B, the arrange-
ment of symbols within the grid does not meet the criteria
set by the predefined matching scheme to qualify as a
winningor near-winoutcome.Thematching level derived
from the evaluation of the symbol arrangement by the

server is determined to be below the predefined lower
threshold. The visual representation does not feature the
distinctive shading or highlighting used to indicate a win,
underscoring the absence of a successful combination
according to the game’s rules and parameters.
[0056] The significance of the ’true loss’ scenario lies
not only in its function as a possible game outcome but
also in its importance in maintaining the balance and
integrity of the game’s reward system. By clearly estab-
lishing the threshold for losses, the gaming system en-
sures a calibrated level of challenge and keeps the
probabilistic nature of the game intact. The predeter-
mined lower threshold serves as a critical reference point
for the gaming system to provide a consistent and fair
gaming experience, upholding the principles of chance
andprobability that are fundamental to the design of such
games.
[0057] Turning to Fig. 3C in conjunction with Fig. 4,
illustrating a still further example of an exemplary table
304, populatedwithanalthoughnewset of elements.Fig.
3C specifically exemplifies a ‘near win’ scenario within
the gaming system, where the outcome teeters on the
cusp of a win according to the predefined matching
scheme.
[0058] In accordance with the present disclosure, the
depicted process begins with the server 102 receiving,
S1, a request from the electronic user device 106 to
engage in gameplay. This initial interaction sets the stage
for the subsequent gaming activities and decision-mak-
ing by the server. Following this, the server 102 proceeds
to form, S2, a table in the shape of a grid comprising a
plurality of cells. The structure of this grid is crucial, as it
lays the groundwork for the game’s visual and interactive
elements.
[0059] Next, the server generates, S3, a set of ele-
ments corresponding to the cells within the grid. These
elements are derived from a predetermined group of
icons and symbols that are central to the slot game’s
theme and mechanics. Once the elements are gener-
ated, the server populates, S4, the cells of the table with
this set. The arrangement of these elements is crucial for
the gameplay, as it directly influences the determination
of wins and losses.
[0060] The server then directs, S5, the electronic user
device to display the populated table on the device’s
screen. This visual representation is what the player
interacts with; hence, its accuracy and clarity are para-
mount. At this juncture, the server applies, S6, the pre-
defined matching scheme, as is elaborated and exem-
plified above, to determine the matching level. This
scheme is a set of rules that assesses the arrangement
of the elements on the grid to identify possible winning
combinations.
[0061] The server then assesses, S7, whether the
matching level falls within a specific matching range,
bounded by an upper and lower threshold as discussed
above. In Fig. 3C, this is illustrated by four "bar" symbols
arranged on row R1, covering columns C1 to C4, a
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formation that qualifies as above the lower threshold yet
below the upper one.
[0062] Finally, the server provides, S8 a gaming out-
come that depends on the predefined odds value asso-
ciated with the matching range. In this "near win" in-
stance, although the outcome does not trigger the high-
est reward, it still offers a result that is contingent on the
specific range in which the matching level falls. The
predefinedoddsvaluemay in turn connected toa random
number generator (not shown) that defines if the nearwin
indeed is to generate any form of positive gaming out-
come. That is, in some embodiments the odds value for
the nearwinwill result in that nopositive gamingoutcome
is in fact generated. As an example, the odds value may
be set to e.g. 1 in 100, meaning that in one out of 100 the
near win will generate a positive gaming outcome. The
odds value may of course be selected as suitable for the
specific game and to ensure that the randomness of the
game is keep at a desirable level and in accordance with
the general "randomness discussions" above.
[0063] A further exemplary embodiment of a "near
miss" scenario is shown in Figs. 3D and 3E. In this further
example, it is necessary for the player to "collect" at least
three predefined element types (in Fig. 3D e.g. "dia-
monds") within table 306 to reach above the previously
discussed upper threshold for the collection to be defined
as a "true win", which in tun may trigger an additional
game such as e.g. a set of free spins or a bonus game.
Conversely, a "true loss" is defined by a player collecting
only one of the predefined element types.
[0064] However, in Fig. 3D player has collected two of
the predefined element types in column C1, row R2 and
column C3, row R2 of the grid-table 306. The player
therefore did not meet the criteria to trigger the upper
threshold but instead met the near miss" scenario within
the gaming system i.e. the matching level is within the
matching range defined by the upper threshold and the
lower threshold. In this near miss instance the system
randomly awards the player a cash prize as illustrated in
columnC3 rowR2ofFig. 3E,by replacing thesymbolwith
the cash prize.
[0065] The control functionality of the present disclo-
sure may be implemented using existing computer pro-
cessors, or by a special purpose computer processor for
an appropriate system, incorporated for this or another
purpose, or by a hardwired system. Embodiments within
the scope of the present disclosure include program
products comprising machine-readable media for carry-
ing or having machine-executable instructions or data
structures stored thereon. Suchmachine-readable med-
ia can be any available media that can be accessed by a
general purpose or special purpose computer or other
machine with a processor. By way of example, such
machine-readable media can comprise RAM, ROM,
EPROM, EEPROM, CD-ROM or other optical disk sto-
rage, magnetic disk storage or other magnetic storage
devices, or any other mediumwhich can be used to carry
or store desired program code in the form of machine-

executable instructions or data structures and which can
be accessed by a general purpose or special purpose
computer or other machine with a processor. When in-
formation is transferred or provided over a network or
another communications connection (either hardwired,
wireless, or a combination of hardwired or wireless) to a
machine, themachineproperly views the connection asa
machine-readable medium. Thus, any such connection
is properly termed a machine-readable medium. Combi-
nations of the above are also includedwithin the scope of
machine-readable media. Machine-executable instruc-
tions include, for example, instructions and data which
cause a general-purpose computer, special purpose
computer, or special purpose processing machines to
perform a certain function or group of functions.
[0066] Although the figures may show a sequence the
order of the steps may differ from what is depicted. Also
two ormore stepsmay be performed concurrently or with
partial concurrence. Such variation will depend on the
software and hardware systems chosen and on designer
choice. All such variations are within the scope of the
disclosure. Likewise, software implementations could be
accomplished with standard programming techniques
with rule-based logic and other logic to accomplish the
various connection steps, processing steps, comparison
steps and decision steps. Additionally, even though the
present disclosure has been described with reference to
specific exemplifying embodiments thereof, many differ-
ent alterations, modifications and the like will become
apparent for those skilled in the art. Further, a single unit
may perform the functions of severalmeans recited in the
claims. In the claims, any reference signs placed be-
tween parentheses shall not be construed as limiting to
the claim. Furthermore, in the claims, the word "compris-
ing" does not exclude other elements or steps, and the
indefinite article "a" or "an" does not exclude a plurality.
[0067] Variations to thedisclosedembodiments canbe
understood and effected by the skilled addressee in
practicing the claimed present disclosure, from a study
of the drawings, the disclosure, and the appended
claims. The person skilled in the art realizes that the
present disclosure is not limited to the preferred embodi-
ments.

Claims

1. A computer implemented method performed by a
gaming system, the gaming system comprising a
server arranged in communicationwith an electronic
user device using a network connection, the electro-
nic user device comprising a display screen, the
gaming system arranged to operate a series of con-
secutive games, wherein the method comprises, for
each of the plurality of consecutive games, the steps
of:

- receiving, at the server, a request from the
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electronic user device to play a game in the
series of consecutive games, the request com-
prising a wagering bet,
- forming, using theserver, a table in the formof a
grid having a selected dimension and compris-
ing a selected number of cells,
- generating, using the server, a set of elements
corresponding to the selected number of cells,
wherein the set of elements are selected from a
group of predefined element types,
- populating, using the server, the cells of the
table with the set of elements,
- directing, using the server, the electronic user
device to display the table at the display screen,
- determining, using the server andbyapplyinga
predefined matching scheme, a matching level
between the cells populating the table and each
of a plurality of predefined cluster formations
stored at the server,
- determining, using the server, if the matching
level is within a matching range defined by an
upper threshold and a lower threshold, wherein
the upper threshold is arranged lower than a
maximum matching level and the lower thresh-
old is arranged higher than aminimummatching
level, and
- providing, using the server and if the matching
level is within the matching range, a gaming
outcome to the electronic user device, wherein
the gaming outcome is dependent on a combi-
nation of the wagering bet, a predefined multi-
plication factor, and a predefined odds value for
the matching range.

2. The method according to claim 1, wherein if the
matching level is above the upper threshold, the
method further comprises:

- providing, using the server, the electronic user
device with an additional game separate from
the series of consecutive games,

wherein the gaming outcome is at least partly de-
pendent on the wagering bet and a result of the
additional game.

3. The method according to any one of claims 1 and 2,
wherein the server comprises a random number
generator configured to generate a randomoutcome
corresponding to the odds value.

4. The method according to any one of the preceding
claims, wherein the predefined odds value is 1 out of
X, and X is defined to be at least 100.

5. The method according to claim 4, wherein X is de-
fined to be below 200.

6. The method according to any one of the preceding
claims, wherein the game is a slot game.

7. The method according to any one of the preceding
claims, wherein themultiplication factor ismore than
1.

8. The method according to any one of the preceding
claims, further comprising the steps of:

- rendering, using the server, a graphical illus-
tration of the gaming outcome, and
- directing, using the server, the electronic user
device to display, at the display screen, the
graphical illustration of the gaming outcome.

9. The method according to claim 2, wherein the addi-
tional game is a bonus game.

10. A gaming system arranged to operate a series of
consecutive games, the gaming system comprising
a server arranged in communication with an electro-
nic user device using a network connection, the
electronic user device comprising a display screen,
wherein the server is arranged to, for each of the
plurality of consecutive games:

- receive a request from the electronic user
device to play a game in the series of consecu-
tive games, the request comprising a wagering
bet,
- form a table in the form of a grid having a
selected dimension and comprising a selected
number of cells,
- generate a set of elements corresponding to
the selected number of cells,

wherein the set of elements are selected from a
group of predefined element types,

- populate the cells of the table with the set of
elements,
- direct the electronic user device to display the
table at the display screen,
- determine, by applying a predefined matching
scheme, a matching level between the cells
populating the table and each of a plurality of
predefined cluster formations stored at the ser-
ver,
- determine if the matching level is within a
matching range defined by an upper threshold
anda lower threshold,wherein theupper thresh-
old is arranged lower than amaximummatching
level and the lower threshold is arranged higher
than a minimum matching level, and
- provide, if the matching level is within the
matching range, a gaming outcome to the elec-
tronic user device, wherein the gaming outcome
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is dependent on a combination of the wagering
bet, a predefined multiplication factor, and a
predefined odds value for the matching range.

11. The gaming system according to claim 10, wherein if
the matching level is above the upper threshold, the
server is further arranged to:

- provide the electronic user device with an
additional game separate from the series of
consecutive games,

wherein the gaming outcome is at least partly de-
pendent on the wagering bet and a result of the
additional game.

12. The gaming system according to any one of claims
10 and 11, wherein the server comprises a random
number generator configured to generate a random
outcome corresponding to the odds value.

13. The gaming system according to any one of claims
10 - 12, wherein the predefined odds value is 1 out of
X, and X is defined to be at least 100.

14. The gaming system according to any one of claims
10 - 13, further comprising the steps of:

- rendering, using the server, a graphical illus-
tration of the gaming outcome, and
- directing, using the server, the electronic user
device to display, at the display screen, the
graphical illustration of the gaming outcome.

15. Acomputer programproduct comprising instructions
which, when executed by a computer or processor,
cause a gaming system to operate a series of con-
secutive games, the gaming system comprising a
server arranged in communicationwith an electronic
user device using a network connection, the electro-
nic user device comprising adisplay screen,wherein
the computer program product is executed for each
of the plurality of consecutive games and comprises:

- code for receiving, at the server, a request from
the electronic user device to play a game in the
series of consecutive games, the request com-
prising a wagering bet,
- code for forming, using the server, a table in the
form of a grid having a selected dimension and
comprising a selected number of cells,
- code for generating, using the server, a set of
elements corresponding to the selected number
of cells,wherein the set of elements are selected
from a group of predefined element types,
- code for populating, using the server, the cells
of the table with the set of elements,
- code for directing, using the server, the elec-

tronic user device to display the table at the
display screen,
- code for determining, using the server and by
applying a predefined matching scheme, a
matching level between the cells populating
the table and each of a plurality of predefined
cluster formations stored at the server,
- code for determining, using the server, if the
matching level is within a matching range de-
fined by an upper threshold and a lower thresh-
old, wherein the upper threshold is arranged
lower than a maximum matching level and the
lower threshold is arranged higher than a mini-
mum matching level, and
- code for providing, using the server and if the
matching level is within the matching range, a
gaming outcome to the electronic user device,
wherein the gaming outcome is dependent on a
combination of the wagering bet, a predefined
multiplication factor, and a predefined odds va-
lue for the matching range.
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