WO 2006/ 002494 PCT/ AU2005/ 000998 1 "Gam ng System and Met hod" Field of
the I nvention The present invention relates to a gam-ng system and net hod.
The gaming systemand nethod is particularly relevant to a lottery. 5

Thr oughout the speC|f|cat|on unl ess t he context reqU|res ot herw se, the
word " coHprPe®24E, variations such as "conprises" of CTESHEPEIEPHy . will be
understood to inply the inclusion of alstated |nteger or group of integers
but not the exclusion of any other integer or group of integers.

Background Art 10 The follow ng discussion of the background to the

i nvention iGamipgfystemandMethodss ¢  an understanding of the pr esent

i nventi on. Fbmever it should be appreciated that the discussion is not an
acknow edg sion that any of the material referred to was

publ i shed, ?%ﬁaﬁﬂ?%?ﬁﬁﬁ¥ﬁ“¥ﬁ the comon general know edge of the person
skilled.in the art in any jurisdiction as at the priority date of the

applicatio 15 Many. rt{icipati i S .
TOttery,  whgpeoERey) KEGRR rSRlsRYel B pairBE bt A HfEfo 162, @hflg

met hods ha%?stbﬁmmdimﬂioﬂ%dambalbrlwsﬁeVamd:eann’rtewynmni cations technology to
facilitate the participation of people in such ganes. However, these

systens and net hods may suffer fromone or nore .of the follow ng
probl enss J@roughpat mecispacif satioay uhleas dbe ecaritgxt clegiinesp oiheseiseo thehiwand t hey

g;rere ng': gﬁ%c;rh!)r??%” of g? ‘é’“g%f’&iﬁs ngoeqs?is’ganrg%gm%ﬂsiﬁy’b Wiﬁ 6é Uﬂd@'gﬁjoﬁ%r y to a
faci : it a]t ethplyZbe Emmslum e statetianizgbr chgosp of rdegamdbut hetythmextiu’enonpif ay from
a plurali t}%y

o{hegl mqegér or g(?'oup of integers.
Background Art

10 The following discussion of the background to the invention is intended to facilitate
an understanding of the present invention. However, it,shouid be appreciated that
the discussion is not an acknowledgement or admission that any of the material
referred to was published, known or part of the common general knowledge of the

person skilled in the art in any jurisdicticin as at the priority date of the application.

15 Many people enjoy participating in'games, such as a lottery, where they have an
opplortunity to win a prize. Systems and methods have been disclosed that use
modern commuhi_cations technology to facilitate the participation of people in such
games. However, these systems and methods may suffer from one-or more of the

following probléms:

20 : . » participants may fraudulently claim prizes to which they are-

“not entitled;

+ participants may be limited to submitting one entry to a game

at one time;

+ participation in only one type of game may be facilitated —
25 participants cannot choose the game they wish to play from a

plurality of games; and




WD 2006/ 002494 PCT/ A112005/000998 -2 * illegal participants, for exanple
peopl e under eighteen years old, nmay not be prevented from pl ayi ng. The
present invention seeks to provide a gam ng system and net hod t hat

al | evi at or. all of these problens to sone extent. 5 Disclosure of

t he Inveﬁ‘??gﬁog}l%?y%‘ccor dance with a first aspect of t NETAAENPER® there is
provided a gam ng system conprising: a comuni cations network; a ganes
facilitator for facilitating a gane, the2ganes facilitator arranged to 10
be coupled to the conmuni cati ons network and operable to receive via the
communi cati ons networ k & diegalpadiipaats, foroerampié prepleusideg efghteen yvears
conmuni cati ons neans; and Lnvoicing neans.for invoicing the player for
participating in the gane,o&trﬂ%yp%@)& %le}‘l%}%ﬁ@gﬁ@ RlP¥B%ged to be coupled to
t he conmmuni cations 15 network and i ndependent of the games facilitator but

operable to o] i her ew via. the.c i cations network; erein,
t he ganes fgg:él tatggt?ﬁfvgn%%gr%\g}(g}? ob'?)g@leéi \a/eagmﬁgr gYSt%@nﬁﬂﬂi@\gﬁﬁognth\rg‘?om
the pl ayer etevaiessngenraftof tiesgameblems ty somb@xtent.i on, the first

comuni cation being sent via the conmuni cati ons neans via the

conmmuni cations network; Ili 20 the comiuni cati ons network or the ganes
faci | it atbor Disclopiiefiteedaverdiarty the invoicing neans of the first

comuni cation; the invoicing nmeans is operable to generate a gane
participation invoice having a unique invoice identifier in response to
the notifi cdl PEYPTAMSES Wltboﬁwgmi%?&@@f phehe iwealinn, itheisi sepriodidadi 4 isaming t he
games facil kyAélconipmisinge communi cations network; WO 2006/ 002494

PCT/ AU2005/ 000998 ) :

a communications network;

a games facilitator for faciiitating a game, the games facilitator arranged to
10 be coupled to the communications network and operable to receive via the
-communications network a communication from a player using a

communications means; and

an invoicing means for invoicing the player for participating in the game,
the Invoicing means arranged to be coupled o the communications
15 network and independent of the games facilitator but operable to

communicate therewith via the communications network;

wherein, the games facilitator is operable to receive a first communication from
the player containing a set of game eniry.-information, the first communication

being sent via the communications means via the communications network;

20 the communications network or the games facilitator -is operable to notify the

invoicing means of the first communication;

the invoicing means is operable to generate a game pariicipation invoice having a
unigue invoice identifier in response to the notification and to communicate the

unique invoice identifier to the games facilitator via the communications network;




-3 the ganes facilitator is operable to enter the player in the gane and
associate the player's gane entry with the unique invoice identifier; and
the ganes facilitator is operable to determne a wnner of the gane by

corrparlnqN the set of game entry information with a set of w nn
criteria, QA4 he player is” 5 deternined to be twwzﬂ??&”"”?o send a
second communi cation to the player containing winning information. This

has t he advantage that a unique invoice3-dentifier, generated by an
independent third party - the invoicing neans - is associated with the
pl ayer's gh‘megmrnes faciitatomis rngefaire tm@ﬁpeﬁhﬂmﬁyemifﬁei ghé and hbadcigte pigg son
claimng to ably t he ganes

10 _wi nr
facilitatorP 3%?’ 9%’@@ egﬁnwﬁg‘éhﬁﬂawé’eﬂ%v@%%?m '&r’t set of gane entry

i nformation, the unique invoice identifier, the player's gane entry, and

t he set of ia.. Pref he |ta or.,.sonm rises
processi ng )r(rHea srﬁegsp]ceérC !’Qtﬁﬁéﬂ ’? eﬁagalereéocg%:tégm% Ré& ‘gi'{qSP?"f@srP@"é% ﬁomﬁ?é'?%u on
and the un| theesdt 0¥ game anﬂgrimﬁ)fmamn witnt eet dtheinping \ceiteriah ahdaf @lérmayea%OCI ate
t he play ththe ni i nvoice identifier; onpar e
the Ser” &t BaRRNBRANY Moo dubfn 100, 5 SGRET PTGy T PEYOE o
determ ne | Eorithieingl ipming iifotrigtion. nner . 20 More preferably, the processing
means is further operable to send the second commrunication to the player

determned to be the wnner. To further reduce the chance of an unentitled
person succE&bisf bas ythe chdiamitagy thatbe uhigeewinvoiee, identifier, dasioratbt ebyf ain t he

t istration. ster|n t he
D ayer o paPppdhds AT pEREE R anth e e Fparetsd kG e PEVSTN moans
may al | ocat gambenpl ajtewing fbemd&béﬂd@rﬂWehﬁifémbhfthﬂra bBRbNi dhaimiy] 1dies! tha0
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winner actually is.

Preferably, the games faciﬁtater comprises storage means for storing the set of
game entry information, the unique invoice identifier, the player's game entry, and

the set of winning criteria.
Preferably, the games'facilitator comprises processing means operable to:
15 feeeive tne set of ganne entry information and the unique invoice identifier; -
enter the player in the game;
_associate the player’e game eniry with the unique invoice identifier; and

compare the set of game entry information with the set of winning criteria

to determine if the player is the winner.

20 More preferably,r the processing means is furiher onerable to send the second

~ communication to the player determined to be the winner.

To-further reduce the chance of an unentitfed person successfully claiming to be
the winner, it is desirable for the gaming system to further comprise registration
means for registering the player {o participate in the game. In this case, the

25 registration means may alriocate the player a registration identifier that is included




in the set of gane entry information, and is associated with the player's
gane entry and the unique invoice identifier. The registration identifier
may be a password. For increased security, it is advantageous for the
password (o _satisfy predetermned criteria. The 5 predetermned criteria
nay requi‘?‘gzqﬂﬂgwﬁ%‘ssmrd to be of at least four char d¢t"&PBP{ngt h and
conprise a conbination of letters and nunerals. The second communi cati on
may be receivable via the conmmunicatiorgl teans. The conmmuni cations neans
may have a conmunications identifier that is associated with

communi cat i mnthessett oft feme fantn infandaiicn, aswiogi adsediamd With iee pldyepk aywic S game
entry. ldeally, the communicatiopns _peans is a nobile phone. In this case,

t he connun?'atﬁ?%%ﬁ-'ei%%ﬁlﬁ"@?e PR t he phone nunber of the robile phone.
Ganmes program neans nmay be stored in .storage neans of the ganes facilitator

or of the c [ 1. ONS n o facilitate the entry of the player in the
game. 15 piOF PR HeSBRRE MRy oF anPrSaieti'Fof ettty The
storage neaadvavitagdoes dormmtingi cpdsisensd meansatishio MmitddetsiMicigeciteans e t he
ganes facilitator. . Preferabl t he nmes_ pro m neans i s operable to
Paci|'i t ape %@?’S%T'?‘Hﬁdb%ﬁ%em%ﬁwﬁweg@? RE}%@W@% & 0bat leAsidPEtChaBRHEE
plurality o igagtesnd Tamphies aQonWimditioN®T Isterd 8id AumBlaide a set of numbers or
a wi nner of a conpetition. 20 Preferably, the unique invoice identifier is

al so comuni cated to the player via the communications network. In.
accor dance Vi Beeorskconchuagptot nudy baestdivabié ivinihd beheunRapssy hiéedsa

gam ng nethod conprising. receivin first communication froma player
cont ai ni ng ﬁh%eﬁonﬁqaﬁﬂ%ﬁ‘%@e@ﬁ? r{ﬁaﬁ?’nﬁﬁ\’?m? | GRAMYCalRS/ dfgaf'ﬂéﬁr that is
PCT/ AU2005/ £20888d +ithr eomiminieitiaRs | San01 tereBOMTUME ad | RoEERD Afh the
[ ndepenqgnt i nvoi cer "

player's game entry .

Ideally, the communications means is a mobile phone. In this cass, the

communications identifier may be the phone number of the mobile phone.

Games program means may be stored in storage means of the games facilitator
or of the communications means to facititate the entry of the player in the game.
15 Preferably, the games program means is transferable to the storage means of the

communications means from the storage means of the games facilitator.

Preferably, the games prdgram means is‘ operable to facilitate seléction by the
player of the game to be entered from a plurality of games. The set of winning

criteria may be a set of numbers or a winner of a competition.

20 Preferably, the unique invoice identifier is also communicated to the player via the

~ communications network.

In accordance with a second aspect of the invention, there is provided a gaming

method comprising:

receiving a first communication from a player containing a set of game

25 entry information;




containing a set of invoice information having a unique invoice identifier;
entering the player in a gane in association with the set of invoice
information; 5 determ ning a winner of the gane by conparing the set of
gane entr |nforrrat|on with a set of w nning crlterla and sendi ng

second co‘%ﬂﬁ on message to the player containi ngf¢ %WH?’(P&”S‘?W or ITB.tI on
if the player |s determ ned to be the winner. Preferably, the gam ng nethod
further conprises storing the set of garfe- entry 10 information, the set of
invoice information, the player's game entry, and the set of w nning

criteria. Pref er@bbwmgﬂm gmana@ ﬁ@ﬁnh@ﬁud‘aﬁbhhﬁbrrwﬁﬂwlrﬁ@ﬁemmswblceg the
pl ayer to participate in is case, the step of registering

the player may Pige 5%5’?&%&8&‘?@%“{%@%1'%F’”ﬁl“?é@ﬁoﬁer@?m@ﬁr
identifier; including the registration identifier in the set of gane entry
|nformat|on and assoc the registration.identi wi th_the Iayer S
game entry. The FUGIY r g |%ﬂ)9‘?rd@ntai 9?@? e S pReiatan, vd t&oﬁ@ gt of énvm

advant ageous f orinfon@api@ssword to satisfy predetermined criteria for

i ncreased security. The predetermined criteria 20 nmay require the password
to be of at least four characters in |length and conprise a conbination of
letters &nd nunmaélsmmﬁgedl aviateryof thizegarhbesye comparigpfinaisec af gane emtqntl fier
associated with it on, the 8am ng met hod further

conpri ses assom’gOFWS{'?%WM'@os%ﬂwwgfrpﬁgeqadéﬁ ifier with the player's ganme
entry. WO 2006/ 002494 PCT/ AU2005/000998 '.. -6 Preferably, the first

i cati I I
communi oot on ! SRl 4, SolafPhindienen | AUED B BRI reraiie
Preferably, the \garmggnfnﬂrnm |fﬂnelplmm issédteotinad td be tigamento be entered
froma '

' Preferably, the gaming method further comprises storing the set of game entry
10 - information, the set of invoice information, the player's game entry, and the set of

winning criteria.

Preferably, the gaming method further comprises registering the player to
participate in the game. In this case, the step of registering the player may
comprise: ' '

15 allocating the player a registration identifier;
including the registration identifier in the set of game entry information; and
associating the registration identifier with the player’'s game entry.

The registration identifier may be a password. It is advantageous for the password
to satisfy predetermined criteria for increased security. The predetermined criteria
20 may require the password to be of at least four characters in length and comprise

a combination of letters and numerals.

Preferab‘ly, when there is a communications identifier associated with the first
communication, the gaming method further comprises associating the

communications identifier with the player’s game eniry.




plurality of ganmes. 5 The set of winning criteria my be a set of nunbers
or a winner of a conpetition. In accordance with a third aspect of the
invention, there is provided a server for use in a gam ng system the
server beij ng arranged to be coupled to a comunicati gns network and

oper abl e YQZW§RHHi cate thereby with a player usi ng BTEYREAPER i ons neans
and with an i'nvoi ci ng neans i ndependent of the 10 server, wherein the
server is operable to: receive a first-Gommuni cation fromthe. player
containing a set of ganme entry information, the first comrunication being

sent via t hpreferibly)treafirebosmimaaiation B sehheia OBl sledrco NS skt avoads, thwot i fy

the invoicing neans,of the first c ni cati on; receive a ganme
par ti ci pat | BAMTHPERERNEEN I b hE Hops MLEBes of Merme bl Pom t he

i nvoi cing nmeans via the communi cations network; enter the .player in the

gane and asgogi a he plaver' a ntr i th the uni que invoice ,
Yaent 1ier: Pavabl e almRbae o bbb dassaritng Hren B B s
entry i nfopledliosf gertds.a set of winning criteria; and, if the player is
determned to be the w nner, send a second comunication to the player
containing winning 20 information. Preferably, the server conprises

st or age FeaiBe befrofstinming gritchie rsat boh sghofnienbary or anfiomaratl e@empetidonuni que
invoice identifier, the player's gane entry, and the set of w nning
criteria. Preferably, the server conprises processing neans operable to: 25
recei ve t helrsgtcogtangantdtreatthiyd papent rodthe mvaniipn, Heengnt quevided, giseever for

identifier,; 2006 9 0 - er. the in the
gane; assloc%%%)e'gt%eé%ﬂééeéyg%égeﬁ%e%?&gp&\ﬁ?% ta}%anﬁﬁﬁquoe dlén\?g!‘@ési E?en ifier;
and communications network and operable to communicate thereby with a player

using a communications means and with an invoicing means independent of the

10 server, wherein the setrver is operable fo:

receive a ﬂfst communication from the.player containing a set of game entry
information, the first communication being sent via the communications means via
the communications network; notify the invoicing means of the first .
communication; receive a game participation invoice having a unique invoice
15 . identifier from ihe invoicing means via the communications network; enter the
player in the game and associate the player's game entry with the unique invoice
identifier; determine a winner of the game by cbmparing the set of gamé entry
information with a set of winning criteria; and, if the player is determined to be the
winner, send a second c:qmmun_ication to the player coniaining winning

20 information.

Preferably, the server comprises storage means for storing the set of game entry
information, the unique invoice identifier, the player's game entry, and the set of

winning critetia.
" Preferably, the server comprises processing means operable to:

25 receive the set of game eniry information and the unique invoice

identifier;




conpare the set of gane entry information with the set of wwnning 5
criteria to determne if the player is the wwnner. Preferably, the
processing neans is further operable to send the second comunication to
the player determned to be the winner. Preferably, the server further
conmpri ses"PeWodY%# % i on means for registering the ~pl REAPEEIHE ci pate in
the ganme. 10 Preferably, the registration neans allocates the player a
registration identifier that 1is includ@d in the set of gane entry
information, and is associated with the player's gane entry and the uni que
invoice identifier. Rmdrdhablayerinthegegiestrati on identifier conprises a
password. Preferably, the password satisfies predetermned criteria. 15 .
Preferably, the predetermned criteria conprises the password bei ng of at

| east four - char act ersssocialeghgtiieyend gaompentsy nith dhe ondajuedhvaice ientifidrf er s
and nunerals. Pref eraarlllal y, the second communication is received via the
conmmuni cations neans.” Preferably, the communications neans has a

conmmuni cations identifier associated with comunications sent therefrom
and the comuni catio ' i ] ' ' i | .S, game
entry. Preferably, t%én%%rrr%%" %%téﬁ%%ﬂq%ggﬁgqﬁfgﬂ%pgﬁosn&hg th%%?fgﬁ%'ﬁ@h@

Pr ef erabby, the commuenisriattp ceterindenif it aydrds theewipheme nunber of the nobile
phone. WD 2006/ 002494 PCT/ AU2005/ 000998 -8 Preferably, the server further
conprises ganes Brogram means stored in storage nmeans of the server or

st orage meahsfegrbihdheopipsassiag | wagNHrEaNBIther fansirdkle atoe sentiethensegorst t he
plaver 1n tBsmiRiRaub AL Blyr dbBAARATS pRIAONAMGPEANS s Lransierabl et o
t he storage neans o? t he: ommuni catrons nmeans Tromthe storage neans of
the server, Preferably, the ganes programneans is operable to facilitate

sel ection byrdifi@bly, the server further comprises registration means for registering the
player to participate in the game.

10 Preferably, the registration means allocates the player a registration identifier that
is included in the set of game entry information, and is associated with the

player's game entry and the unigue invoice identifier.
Preferably, the registration identifier comprises a password.
Preferably, the pas-sword satisfies predetermined criteria.

15 . Preferably, the predetermined criteria comprises the password being of at least

four characters in length and comprising a combination of letters and numerals.
“Preferably, the second communication is received via the communications means.

Preferably, the communications means has a communications identifier
associated with communications sent therefrom, and the communications

20 identifier is associated with the player's game entry.
Preferably, the communications means comprises a mobile phone.

Preferably, the communications identifier is the phone number of the mobile

‘phone.




pl ayer of the gane to be entered froma plurality of ganes. Preferably, the
set of wwnning criteria conprises a set of nunbers or a winner of a
conpetition. 10 Brief Description of the Draw ngs The present inventi on

wi |l now _be descrl bed, by way of exanple, with reference to
acconpanyt #4%4} %t\ﬁngs of which: Figure 1 is a schenﬁt’thé“Bf'“:’é?mfg?’t st
enbodi nent of a gam ng system and nethod in accordance with an aspect of

the present invention; and 15 Figure 2-iB8s a network di agram of the gam ng
system and nethod of Figure 1. Best Mde(s) for Carrying Qut the Invention
I n Fi gures Breieeby), thehssreer mnammléasrmmmgfmmemfs storgd i spragest em 10
in accordance w the res i nvent The syst em 1Q c r| ses:

conmuni cat i OIE&E, BrlaﬁtedF %{1 ‘r‘fecei Joeapsg %’Ptﬁ Sgram

14; a commmecaﬁwehenp[w@ﬁktﬁ@ amBVvoi ci ng rreans in the form of an
i nvoi ci ng system 18; and WO 2006/ 002494 PCT/ AU2005/ 000998 a

ganes-facilitator 20. The nobile phone 12 is owed and operated by a pl ayer

22. The m)theéembtynmelgbmeéﬁmgmmmmsne&assfembtdﬁ’@ therstorafie meamemdthe not

shown, agapt ed to. s{ ore th %nr{gs P ram 14 after transfer or downl oad
S S 81

t her et 0. °AdtiPIGREPHS S PHRED [BCRDS RHYC SR GPer ati ng system not

shown, for executi ng application software stored in the nenory, such as

t he ganes p t.i.ons S not
i fed & o At fis, BrERS Bt hBdho cr SeS R B AR s IR ARy be
any conmmuni glayeérarfshalgminedo be aptnbadfrofm = placklingofagainept i onal |y recei ving
nmessages via a communications 10 network, including any nobile

comuni cati ons devi ce, Personal Conputer ("PC') 13, Personal Digital
Assi st ant (Pmaplylﬁle ssApeWinning @rﬁ@m@pomamﬂa Mect & reqmrhmeotta winner of a

competltlon
10 Brief Description of the Drawings

The present invention will now be described, by way of example, with reference to

the accompanying drawings, of which: '

Figure 1 is a schematic of a first embodiment of a gaming system and method in
accordance with an aspect of the present invention; and

15 Figure 2 is a network diagram of the gaming system and method of Figure 1.
Best Mode(s) for Carrying Out the Invention

In Figures 1 and 2, there is shown a first embodiment of a gémihg system 10 in

accordance with the present invention. The gaming system 10 comprises:
communications means in the form of a mobile phone 12;
20 a games program 14;
a communications network 16;

invoicing means in the form of an invoicing system 18; and.




wri st watch comuni cator, input device, or dedicated gam ng device. The
communi cations network 16 and invoicing system 18 are owned and/ or
operated by a carrier, not shown. The communi cations network 16 facilitates
15 gl obal data communi cation between parties connected thereto, so the
parties ar@2ME0%%M4ited to being in particular count BEAGPSPEYNIENS o
communi cate via the conmunications network 16. The conmuni cati ons network
16 includes all features of known cellul@ar radiotel ephone networks -
i ncluding a nunber of base stations BSI, BS2, and a 20 network service
centre 24. The copgamabtadilitgps2met work 16 conprises a nunber of "cells" 25 -
each cell being served by a base station. Mbile stations, such as the
nobi | e phone 12, can roamw thin the conmuni cations network 16, and are in
conmmuni cat i Bhe midhile phenddlés swadd aml spsratenicbyt delayet 22.i Thawhbisile phew e
| ocat ed - ovigjed t hat t hey, ar.e ei%her in_an_active node or, a standby or

I

"|isteni ng%?ﬁ)a Tagss MeRs Nithe ol & '@teaiq%n%&aﬁ‘r@“é[bleéjam?ds@nﬁtoéen % ecei ve

signal s to gades osgrahe 14hire trinsfdr arsdRRlloadBiertR. tAGIRDMRNY, dAbamobisich as
audi o, cgntrol a?g text data - to the ne’workf service centre 24, and from
there to°i t PRONS1=RaRan apeiging ystedl Rt §Rowiy IREPXeRYENE @pRlicatipd seftware

servers sucftoas! ihh&riPiord RS thd\§aRed ptdfadorh PCT/ AU2005/ 000998 -10 In
t he enbodi nent descri bed, the conmuni cations network 16 is a d obal System

for Mbile Comrunication ("GSM') network. GSM cel lul ar radi o tel ephone

net wor ks, tiRieaseeioa ithdt the ssramuniehiidnsk meadbds tedtMiniadds tdiBking & haobirt wor ks
are well known ho erSﬁBs skilled..in the art, and therefore_ need not be

descri bed i ACaRYWRYRT hBF cOBMURCafighsMyan Maygie Ay wnmnypicalonsdeviqeey ant

to t he pres@mabiemergeh@mg all @REEnAO I%Céhﬁ“g H&ss@m@i ﬁaédrﬁ’rﬂ_ﬁniﬂﬁﬁdﬁér k 16
isnot limted to being a GSM _network, and al ternative enbodi nents of the

i nventi R neSMESe IRAINEND aBY AR CARTBALCASPBE GEWPS. Pamenal&ramriieni Bt kes a
Shor t Messags FRasid DigiFYRSkt (HISA'S ABTURNERE pREE, landiine telephone 17,

wrist watch communicator, input device, or dedicated gaming device.

The communicatiéns network 16 and invoicing system ’Ié are owned and/or
_ operated by a carrier, not shown. The communications -network 16 facilitates
15 giobal data communication between parties connected thereto, so the parties are
" not Iim_ited io being in particular countries or regions to communicate via the

communications network 16.

The communications network 16 inciudesrl all features of known cellular
radioteiephone networks - including a number of base stationé BS1, BS2, and a

20 network service cenire 24. The communications network 16 comprises a number
of “cells” 25 — each cell being served by a base station. Mobile stations, -such as

the mobile phone 12, can roam within the communications network 16, and are in
communication with the base station serving the cell in which they are located —
provided that they are either in an active mode or a standby or “listening” mode.

25 Thus, the mobile stations are able fo send and receive signals to and from the
base stations BS1, BS2 to transmit data — such as audio, control and text data —

" to the network service centre 24, and from there to it’s intended recipient, such as

other mobile stations, or servers such as Internet servers.




10 network 16, and, in this regard, the network service centre 24 includes
a short nessage service centre ("SMSC') 27 that is operable to nanage the
SM5 functions of the comuni cations network 16. In particular the SMSC 27
receives _ SMs nessages froma variety of sources, identifies the sender,
the cont WP 2%R4°2*Phe recipient for the nessage, and d&iTABPEPY9% o that
reci pient. 15 A subscriber or user of the comunications network 16 can
send or receive text messages using the0SMS provided , on the

comuni cat-i ons network 16, for exanple using a nobile station such as the
nobi | e phonén &2, embodisiengdescibsm the bomBieicaidn& nbairk b3 8CIGEHNBYERIM 29 of

the ganmes faciljtgtor, 20 cqoupled to an SM5 gateway via the |Internet, or
any other sti't &btb@enéﬁﬁg‘?urﬁﬁ%?ﬁe(ﬁﬁ’@i)c?%@gsw 1¢eliuiar ofsgiog HP\PPRRB G at ed
with the SVRGwdfkd,hg DpeFAbA ctbuch MEBNGHRs Cnd R4 Bsihb @nd PRARIKkORrd he SMB
identified by the SMSC 27. The anount of the involice of charge generated

may vary ac¥sHdnaynits rerspfoetllastin tha @ eediheiefrraaieedmat bhgedaseabedidmt i t y
of the sendeny rirdtRricdeit hdkinObxbdIR i 8611 8915 reldag t the
SMS as identi¥i ed lgy t he Srl\/lSC >2(7ém2|@ Tﬁe %sbﬁ e phgérlgﬁéigﬁeggﬂilﬁ\%§§®é'
communi cat i Bleagktete Hetfiheicomragmieatiooametwerk 2B isf noftIeitagaivelseifgei GBMat or 20
via the conpupifat i2as citirata onput e of...t he
ganes facili tatog}g fg'ai sé?%mggﬁ’lgnje&aqognﬁ%ﬁ%%urﬁ cg%i o'hv?/{ﬁ]toﬂ t ae)f llgsgevo%tg%g

syst em 18 veemmsicatiomupiotzolsons network 16. WD 2006/ 002494

PCT/ AU2005/ 000998 - 11 The invoicing system 18 has an accounts database 26.
The accounts database has a %urality of records 28. Each record 28

conpri ses alBeagfereydes a Phetd Messhes Sasvieg i(IRMSD an theecormunicetions

Som*runi Gt | RARoREY B! éllﬁd,lﬁthi?nlgg‘éfg NHe n%ﬁﬁ?k setvide 3996-832% induied § Qo rth
password for confirmng the User!s identity, an ‘
message service centre ("SMSC") 27 that is operable to manage the SMS
functions of the communications network 16. In particular the SMSC 27 receives
SMS messages from a variety of sources, identifies the sender, the contént and

t_he recipient for the message, and delivers it to that recipient.

15 A subscriber or user of the com.munications network 16 can send or receive text
messages using the SMS provided on the communications network 16, for
example using a mobile station such as the mobile phone 12, or using a computer
such as a faciiitator 'computer 29 of the games facilitator 20 coupled to an SMS

gateway via the Internet, or any other suitable means.

20 The invoicing system 18 is operably associated with the SMSC 27 io generate an’
invoice or charge to the sender of the SMS ideniified by the SMSC 27. The
amount of the invoice or charge generated may vary according fo a number of
factors which may include the identity of the sender, the identify of the recipient,
and/or the content of the SMS as identified by the SMSC 27.

25 . The mobile phone 12 is in data communication with the facilitator computer 29 of
the games facilitator 20 via the communications network 16. The facilitaior
computer 29 of the games facilitator 20 is also in data communication with the

invoicing system 18 via the communications network 16.




9 identifiers for conmuni cati on devices owned by the user used on the
communi cations network 16, e.g. nobile phone 10 nunbers, enail addresses,
etc. The password nust satisfy predetermned criteria. In the enbodi nent
descri be password nust be of at |east four characters and conprise a
conbi nat iqmz@?%mﬁgé'tters and nunerals. Each record 28 ch?‘%qu%@)g?%% to a
particul ar user of the conmunications network 16. 15 One of the records 28
is for the player 22, and hereafter shall-be referred to as the player
record 30. The player record. 30 facilitates the invoicing of the player 22
by the carfherinvoising bgstpinai@ has dh2acrsenssf ddthismseoPduThe atdounts detbbask 16

The functiops of the.abqve co en and additional features.of th

gam ng sys @%%@?”rgl\dtylo nwggpggscﬁastédeﬁ?r%h%eqw@ﬁ@é oS A
system 10 i mforaeition P8afiitptocausdres tad daemuieBaton?y estéesd ) atchding! ephone
nunber to the ganes facilitator 20. The pre-designated tel ephone nunber is

used to designate the ganmes facilitator 20 as the recipient of

comuni cati on nessages ®#enamej a the comruni cations network 16. The
pre-desi gnated tel ephone nunber is a global or woridw de tel ephone nunber,
and may be used froma connection to the 25 comuni cati ons network 16
anywheredin the world t¥ eddmessfy the ganes facilitator 20 as the

reci pient of a communi cation nessage sent thereby. WD 2006/ 002494

PCT/ AU2005/ 000998 -12 To participate in a gane, a first tine player 22
sends an SM5 message 32*t 8aierd birfke- desi gnat ed nunber via the nobile phone
12. The facilitator conmputer 29 of the ganes facilitator 20 conprises a
gam ng application server cluster havinggfacilitator menmory for storing a

registration 5 databas® BBSSVOTEIRCOBHITIDY it dipaSddidity;@rdaci | i t at or
program not shown, and a facilitator operating systemfor executing

application software- stored.in the faci.litator nenory, .such as the
facilitator program Ad%i [df%BH‘HéqriSt{,?F(‘tOle[HH?ﬁlt'OInt VS Suiriet by the u3Sr used
' on the communications network 18, e.g. mobile phone

10 numbers, email addresses, etc.

The password must satisfy predetermined criteria. in the embodiment described,
the password must be of at least four characters and comprise a combination of

letters and numerals.

Each record 28 is allocated to a particular user of the communications network 16.
15 One of the records 28 is for the player 22, and hereafter shall be referred to as the
player record 30. The player record 30 facilitates the invoicing of the player 22 by

the carrier for the player's 22 use of the communications network 16.

The functions of the above components, and additional features of the gaming

system 10, will now be described with reference fo the gaming system 10 in use.

20 The carrier allocates a pre-designated telephone number to the games facilitator
20. The pre-desighated telephone number is used to designate the games
facilitaior 20 as the recipieht of communication messages sent via the
communications network 16. The pre-designated telephone number is a global or
worldwide felephone number, and may be used from a connection fo the

25 communications network 16 anywhere in the world to identify the games facilitator

20 as the recipient of a communication message sent thereby.




conputer 29 conprises a processor, not shown, coupled to the facilitator
menory. The facilitator conputer 29 receives the SM5 nessage 32 sent to
the pre- 10 designated nunber. In response to receiving the SM5 nessage 32,
the faciljtator conmputer 29 transmts an address of the facilitator menory

at which ‘?ﬂéooﬁ'ﬁ%%“ program 14 is |located to the rmbi@é”ﬂ%‘ﬁ@“%%s and

requires the player 22 to execute a downl oad sequence to downl oad the
ganmes program 14. Upon conpl etion of tyhE downl oad 15 sequence, the nobile
phone 12 stores the ganmes program 14 in the nmenory of the nobile phone 12.
Once st or edTo patticgpate i yaob, a filket timebplhgerfiiosnemdi2n SME grsesgpBdds thim 14 i S

executable b he operating systemon co d of the player 22. Wen
execut ed foPPéf‘iFé'Qﬂaﬁ)%ﬁ{“‘ﬂmfﬁ%,V'%’ﬁ@ 'BBWQ%&M% m 14 presents a set of 20
regi stration questions to the player 22, requesting information about the
pl ayer 22 t. L bst i ally ui val ent .to. the .il,nformtion recorded in
t he pl ayer ?E%J?Qﬁtgf?y %oﬁ%p l@%’d?b i %ﬁgﬁ &am?él t?&gigat?'hgbcP%raﬁﬁse@a?dg%@@gunt

det ai | s of apmicpliay een2p.cllEter phangr fasiliglor esponryefor tsiofife o eggisitani on

uestions ¢ ises.a set of , registration_information. ce the player 22
hae” s conBn RARb4E 0. % e dnty el A AT bBRE, alGhgeai ey an
14 sends t hacligtiorobpeghgt $y@tdn®Nfor Néx@ciitg Qipplitaih Sbitvares sResd 34 e t he

facilitator_conputer 29 of the ganes _facilitator 20 via the npbile phone
12. V\D.200@%@@@@4”&@?[&&‘6&‘5%0‘899@“'@@ B oraBe ASditignaih dhevaCifigdyage 34

cont ai ni ng ddep et 2PEorhSlcstd Frobessor M shBivh Abuplddhs 188 R itdigcmkhioRl.or 20
via the facilitator conputer. 29 registers the player ‘22 for participation
in the gane by entering the set of registration infornation in the

r ﬁgi slt rat i oThal#ahane-dempulstdpd r@ggjk/éy,thé f@wsamS%g's: i3 §@’6tﬁﬂ‘o R @lréf-ocat es
t he pl ayer 22 a reqgistration nunber 38 corresponding to the set o

regi stri&io‘%ﬁ'%i@‘?ﬂ’%ﬁ’f; Once the registration nunber 38 has been

al l ocated, .the ganes facilitator 20 :

In response to receiving 'the SMS message 32, theA facilitator computer 29
transmits an address of the facilitator memory at which the games program 14 is
located to the mobile phone 12 and requires the player 22 to execute a download
sequence to download the games program 14, Upon completion of the download
15 sequence, the mobile phone 12 siores the games program 14 in the memory of

{he mobite phone 12.

Once stored in the memory of the mobile phone 12, the games program 14 is

executable by the operating system on command of the player 22.

When executed for the first time, the games program 14 presents a set of
20 registration questions to the player 22, requesting information about the player 22
that is substantially equivalent o the information recorded in the player record 30

and additionally includes the credit card account details of the player 22.

The player's 22 responses to the registration questions comprises a set of
registration information. Once the player 22 has responded to all of the
25 registration questions, the games program 14 sends the set of registration
information in an SMS message 34 to the facilitator computer 29 of the games

facilitator 20 via the mobile phone 12,




sends the player 22 an SMS nessage 40 confirm ng that the player 22 has
successfully registered to participate in the ganme and inform ng the player
22 of the allocated registration nunber 38. The ganes program 14 records

the 10 allocated registration nunmber 38 in the rrerm{})y of }}hﬁmrmbi | e phone
12. In sohR?Weud (e ganes facilitator 20 mayr be B B %’?ﬁer t he set
of registration information in the registration database 36. This may

occur when, for exanple, there is an €t3er in the credit card account
details provided by the player 22. In such a situation, the ganes
facilitat or ORQeseiptsf thheSEayessagd Zncdsiifinibg the sshgkredtratdo infometiohe

| ayer 22 that the pl r' 22 attenpt,to regist, to ticipa in the
s has. bele eamer bediatnr 20 %G Deaiiris SoRBlskrecebdhe piayBa? Mo
regi strati opafHEipeRss in The gdpicebpfenbdrightenstr sRkdgmtratiog it adatidh ihengdet ai | s

of the player record S%ma% reveal that the player 22 is too young to
| egal |y par fedistisaeR driabape SGafediienallyning gaptpsdasiitatan?d aflgrates i Playefat or 20

sends the phbaygegidiatih rﬁ]YﬁaéF%%%%@n%s?@ndiﬁ@ &f tHe@t bhRgREANSH inddnidigh. the
pl ayer 22 is too young to register to participate in the gane and inviting

the player 22 to attenpt to register again once the player 22 is older. On
subsequent exes uhé @BGisPAtidNBUBBEE S MHRgbasn tocdtbe BRNESMes adiaaot L0

confirms that the player 22 h een successfully registered by checking
for the 25 W&Ss&eaplﬁaﬁf Rarﬁﬂﬁéﬁ messAEe HeFBRYERg i WebPlrgepREMEsL 2. | f

the player &?ccagﬁulgnfégm@@a 16 YrRHsdid lid Yhd ?Sﬂnéteﬁfdeiﬂforﬁwﬂ@‘thbﬁﬂayﬁé?Qféfr ation
process is repeated as described previously. If the player 22 has been

successf ul | her glpcsited dagistrationy aedepr 3r dRE19apee SRIREEAM 314 decomsglive

guestio t ; | ' ' "e”&{btnt the WO
2006/ 0022945*@é%gﬁ%@%@%%%@gﬁ%fﬂf}ﬁgg%@@ P ﬁgeﬁﬁ%ﬂt o {2 ent, the gane

is alottery, and the pertinent information includes six numbers between 1
and 44 sel et g6nbycds2e, M yemedZiaclitatebb asylhe unbBel & katdrofensetber 38:
The player's 22 respaonses. tqo the set of ganme questions '
registration information in the registration database 36. This may occur when, for
example, there is an error in the credit card account details provided by the player
22. In such a situation, the games facilitaior 20 sends the player 22 an SMS
15 message 42 informing the player 22 that the player's 22 attempt to register to
participate in the game has been unsuccessful and prompting the player 22 to

~repeat the registration process.

The date of birth information included in the details of the player record 30 may
reveal that the player 22 is too young to legally participate in the game. lwn this
20 case, the games facilitator 20 sends the player 22 an SMS message 43 informing
the player 22 that the player 22 is too young to register to participate in the game

and inviting the player 22 to atiempt to register again once the player 22 is older.

On subsequent executions of the games program 14, the games program 14
cohﬁrms that the player 22 has been successfully registered by checking for the

25 registration number 38 in the memory of the mobile phone 12. If the player 22 has
., not been successfully registered, then the registration process is repeated as

described previously.

If the player 22 has been successfully registered, the games program 14 presents

a set of game questions to the player, requesting information periinent to the




conprises a set of gane entry information. Once the player 22 has responded
to 5 all of the gane questions, the ganes program 14 sends the set of gane
entry information in an SM5 nessage 44 to the ganes facilitator 20 via the
nmobil e phone 12. The games facilitator 20 conducts a predeterm ned nunber

of rounds"QFNEEHEY over a particular tine period, wHHAREEEES tunity for
the player 22 to enter a 10 particular round ceasing at a predeterm ned

time at the end of the period. If the plhayer 22 attenpts to enter a
particular round after the predetermned tinme has |apsed, the player 22 is

- entered in yheegm e fitstidnthbddrhbetagydrs! Rth [oTagy, Bh@@ﬁ@?éﬁnerﬁﬂﬁfeﬁﬂﬁﬁorﬁn”y
is described msfurther detail below. |n the enmbodi ment descri bed, the

ganmes faci | NCRIOEE SYOWBbRISedvesh 1 rpddidssalected by thg player acs WRbRS ththe on a
first pr edepegrgﬁaﬂsﬂ ridfber 380 PR S ENMInsE &ﬂ%@g&rgigfggm@%esﬁa%

i
opportunity for the player 22 to enter the round con on the first
pr edet er ni nERMBESESek pelr @gagpe gniry infermitionePeeerthecplayema? bas rashended i

predet er g ngfl LB Y o SHEl ¥ms t r iR} 40, l 22 ter
the round poﬁduqt gﬁhon&%gggsegﬂﬁg%%dﬁ#gﬁgr% eﬁqugﬁagggéﬁleagg@gond
20 predet er infarandtion rie aonSMie mascanrl 4gr odieeganes dadliigtor 120 vinghp! raglkile 22
attenpts to ef~»the round conducted on the first predeterm ned day after

the first p?e(ﬂ-Feete"zr'ni ned tinme has expired, the player 22 is entered in the
foll owi ng round, conducted on the second predetermned day. In a simlar

manner, if {Re gQJ‘r@é%cigi%ggtécg : diclPs %’ﬂétféteryhﬁe('f QH%eFBF%ﬁg%‘EC{%ﬂ&e

second 25 predeternine y after the’ second predetermned time “has
expi red, thevgsiapearticulze time atied.edith he legpodlinibwionghe @iayer 22otedeieed on t he

first prgd i y, C i.s:-ald t i yunber 47
by ¢ he' gameeeiaLs ( iReasi et g Biiitierhutd (RAETHT B4R RIRS
identify thgaysn2izl att$@pROD6ES R 492 rRITAIACRA0 S0 BED fredelmilfestimb enaBVE

nessage 44 IiaBse?cF, He pltapgr é;é"fsrein?éreg lﬂ'?{r%egsan?e SANE %&IB%HQ f&8al Phe Qr%cedure

for game entry is described in further detail below.

in the embodiment described, the games facilitator 20 conducts two rounds of

15 lottery each week, one on a first predetermined day, and one on a second
predetermined day. The opporiunity for the .player 22 to enter the round
conducted on the first predetermined day expires at a first predetermined time on

the first predetermined day. Similarly, the opportunity for thé player 22 to enter the

~ round conducted on the second predetermined day expires at a second

20 predetermined time on the second predstermined day.

If the player 22 attempts to enter the round conducted on the first pi"edetermined
day aiter the first predetermined fime has expired, the player 22 is entered in the
following round, conducted on the second predetermined day. In a similar
manner, if the player 22 attempts to enter the round conducted on the second
25 predetermined day after the second predetermined' time has expired, the player

. 22 is entered in the following round, conducted on the first predetermined day.

Each round is aflocated a unigue round number 47 by the games facilitator 20.

The unigque lround number 47 is used to identify the round.




pl ayer record 30 via the invoicing system 18 as follows. As discussed.
previously, prior to being delivered to a recipient, sent SM5 nessages are
recei ved by the SMSC 27 of the network service centre 24. 5 On recei Vi ng
the SM5 nessage 44, the SMSC 27 of the network service centre

i denti fi e‘?’gz?f’%@“zé%'nder of the SMB message 44 as the rﬁcg{/ﬁrz"%?“‘}g%e

reci pient of the SM5 nessage 44 as the ganes facilitator 20, and the
content of the SM5 nessage 44 as the seg-of gane entry information. On
identification of the content of the SM5 nessage 44 as the set of gane

entry 10 |wrwmme|smsbyre§§a@e%@ Bht, thb%arﬁétwh@rg& SYaRBnk§ fBensHsd es an
i nvoi ce or %e: %gg espondi ng. to the gane entry feé to the player record
30 of the P (%Y‘Q e INyoICingSYsiean da 78 TSy fee is charged to the
pl ayer record 30 of the player 22, the player 22 does not have to open a
bank accoun&\S ate the existin record 30 of

t he account$ dgtgg@%t?écéé’ I°é‘3{3('sg’ct'°f1*§gﬁ8'89t f’%‘l’(&fef o H‘P@%es‘?ﬂf nB&lS 46,

recordi ng ambssagdsaarsiragivie! iy 1he SMSCHI7Sof thd aeBfIrk senikl @ppbed, by the
i nvoi cing system 18 and communi cated to the SMSC 27. The SMSC 27 then

delivers the SMS nessage 44, and the invoice nunber 46, to the ganes
facili taﬁormeceioin@the@mspnessrageme BMESMSC 2 enf4Ke pef@k BeRfod bantret  of

ganme entry ce nu er 6, .the ganes facilitator
20, via thebiri'éc@einlt %rl&t ?Se'&‘ger%’tfp’éerémzég’" ﬁ%@&'@f% i hedeeipprt 8t t he
sane in a tth@esmean-ips@ge thats tlhe gmmmbr zougmi thed coeeRf B e SR uni que
round nunber_-47 of%} ; m% | a 22 Wwll be entered into. It is
i mport ant t BRI 1 I%n%e 1% 9(%“"9 F%"ﬁ@"%'or“ecords the time of receipt of
t he SM5 nessage 44 by the garres facilitator 20, and not the tine the SMS
Tes! am00s R GERLaRE S Ho WBnleh bPe BAS' RolldgB%as H ool B 52RR GRR"1
10  information by the SMSC 27, the invoicing system 18 generates an invoice or

charge corresponding to the game enfry fee to the player record 30 of the

identified player 22. As the game entry fee is charged to the player‘r"ecord 30 of

' the player 22, the player 22 does not have to open a bank account to participate

in the game — the existing player record 30 of the accounts database 26 is used.

15 Additionally, an invoice number 48, recording and containing details of this |
charge, is allocated by the invoicing system 18 and communicated to the SMSC
27. '

The SMSC 27 then delivers the SMS message 44, and the invoice number 46, io
the games facilitator 20.

20 On receipt of the SMS message 44 containing the set of game entry information,
and the invoice number 48, the games facilitator 20, via the facilitator .comptiter
. 29, records the time of receipt of the same in a time stamp 49, that is
subsequently used to determine the unique round number 47 of the game the
player 22 will be entered into. It is important to note that the time stamp 49
25 records the time of receipt of the SMS message 44 by the games facilitator 20,
and not the time the SMS message 44 was sent according to the mobile phone

12.




The ganes facilitator 20 then enters the player 22 in the game via the
facilitator conputer 29. This is achieved by entering the set of gane
entry information including the registration nunber 38, the corresponding
i nvoi ce nunber 46 and the time stanp 49 in the gane entry database 48. 5
The set JYOd4RR @Htry i nformation including the reg|§¥?5¥{§HmWHW5er 38, the
correspondi ng i nvoi ce nunber 46, and the tinme stanp 49, conprise one entry
in the ganme entry database 48, and areléll ocated a uni que entry nunber 50

by the ganes facilitator 20 via the facilitator conmputer 29. ! i Once the
entry nunbeTf'heS@ahm fheitiatonl 00biah athiers lilke pRiyes 2P agithd hamervidhsprlgaibhe 10

pl ayer 22 an ar%e 52 confchm t hat .t he Pl ayer 22 has successfully
ent er ed thecoda%er d 1Y & APMGVEhEY priing 332 Set ph&ams ealiy dformatiiimt i on

which is SMbﬁlﬁﬁliQ&hbhEgi@ﬁﬁiQﬂdﬁﬂﬂbM B@ethﬁaéﬁ?n%sﬁéﬁ’cﬂrﬁ@rﬁv%fce' RurhHé A{B?rﬂ?{cy of
the nobile e entry nunber the tine stanp * the

uni que roun@%%@?"@ﬂ%‘ﬁﬁh%gﬁ'@ﬁ(ﬂ%d@?ﬁ‘ttﬂﬁé,"itsrrre stanp 49; 3 the |nv0| ce

nunber 46; and the gane entry fee charged. 20 In the event that the garres
facilita or 20| nable to ente of the set of game entry
it or mat Por 1% 5 &5 rRRRS G G AP dikiDar 1860V OR RUTRAITAB.ABE or t ho

un| que rourmbrmsﬁbﬂdimé?n\mibet Hﬂ.ﬁnm eI the A b@RD 48, cotnli}:ﬁ' s8R rﬁtﬁFﬂh| ![tﬂlor
a

sends t | ayer message 54 informng th ayer 22t
pI ayer's %{*&%ﬁ fry éa@ﬁgg’@@ h%“cba‘f‘?ea’W&§tel§‘e%HnElH§ t%%iblmheféﬁobmi’r@rrptl ng
the player g%?né’@fabmtétér}’z(ﬁgéltﬁbfamta?orr%\‘n olJte case when the set of game
entry informati on WO 2006/ 002494 PCT/ AUZ005/ 000998 -17 .

Once the entry number 50 has been allocated, the games facilitator 20 sends the -

10 player 22 an SMS message 52 confirming that the player 22 has successfully
entered the game, and informing the play_er 22 of the following information which
is subsequently recorded by the games'program 14 in the memory of the mobile
phone 12:

+ the entry number 50;

15 B + the time stamp 49;

+ the unique round number 47 corresponding io the time stamp
49, :

+ the invoice number 46; and
» the game entry fee charged.

20 In the event that the games facilitator 26 is unable to enter any of the set of game
entry information, tﬁe corresponding invoice number 46, the time stamp 49, or the
unique round number 47 in the game entry database 48, the games facilitator 20
sends the player 22 an SMS message 54 informing the player 22 that the player's
22 attempt to enter the game has been unsuccessful and prompting the player 22

25 to try again. This may be the case when the set of game entry information




provi ded by the player 22 only includes three nunbers, rather than six, for
exanpl e. Subsequently, the player 22 may enter the gane nultiple tines,
with each entry being entered in the gane entry database 48 as descri bed
above; and allocated a 5 unique entry nunber 50 by the ganes facilitator
20 as dest? P& Mevi ously. The games program 14 facilGHHPEEPRE bl ayer 22
saving a plurality of sets of six "lucky" nunbers in the nenory of the
nobi | e phone 12. A particular set of lutky nunbers fromthe plurality of
sets of lucky nunbers may be selected by the player 22 in response to the
set of ganepmuideti bynshahdayan22rdnlg irchgiosethrd® dehgamaher egirmgix14oal so
facilitates thelglayer 22 sending a plurality of entries to a gane

si mul t aneouSt8"PHs an alternative to submitting one entry at a tinme. In
such a case: 4 each set of six nunbers conprising an entry of the plurality

nt or mat | onoy e gupaaitie P oR 22 &ftgh e, mg el 3G, “hcdactomey

information I'S separ
det er m nes héieg eotebed incthe gatmd @y databdsee!Phsideddribid @boentandesiobyegeunt i ng

t he nunmber of. senicol ops d.,a proportionate gane entry fee is charged
via the nv%’?'%‘i‘%ﬁ“%%‘ﬂ'@ﬁ?ﬁﬁfg%m %(5”% %ﬁ@t%q&gﬁj@bg@%@qus}ym ng t%at
the player 22 has successfully entered the gane inforns the player 22 of
the entry - ' : nt N the plyrality of ntries
and the 1 ot 0TS Bame® BrEashP 28 Vel BeBRGRe WY Ao 5 Bl e ehavol ayer
22 to ent eruchg’ gembersdaribe cumaEy pdnick nepbile phdbe tize AUphrt@ar S8tndd lkyber 47
expires, the agilita Lba the facilitator corrguter 2

anes, f or .20 9,
ot er i nes TTORIRTRG: Dy 25 o Sts.al L AEMEG M o A arasb RY HsRiaviD
2006/ 002496 TE44823050 ROSABT garh8 questions when entering a game.

10 The games program 14 also facilitates the player 22 sending a plurality of entries -

to a game simultaneously, as an alternative to submitting one eniry at a time.
In such & case:

¥ each set of six numbers comprising an entry of the plurality of
entries selected by the player 22 in the set of game entry

5 . information is separated by a semicolon;

+ the SMSC 27 of the carrier determines the number of eniries
in. the plurality of entries by counting the number of
semicolons, and a proportionate game entry fee is charged

via the invoicing system 18; and

20 ' » the SMS message 52 confirming that the player 22 has
successfully entered the game informs the player 22 of the
entry number 50 assigned to each entry in the piurality of

entries and the total game entry fee charged.

After the opportunity for the player 22 to enter the game round corresponding to
25 the unigue round number 47 expires, the games facilitator 20, via the facilitator

computer 28, determines a winning entry 56 for the game round from the entries




in the gane entry database 48. The facilitator conputer 29 of the ganes
facilitator 20 nmakes the determ nation by generating a set of six random
nunbers from1l1l to 44, and conparing this with the six nunbers selected in
t he set of 93 entry information for each entry in the n

dat abase ‘482004, entry for which the 5 six nunbers seqcéré“t[g&"“ﬂ"g%e set of
gane entry information match the set of six random nunbers is deened to be
the winning entry 56. If the entry nunb#& -50 of the player 22 is determ ned
to be the winning entry 56, then the ganmes facilitator 20 sends the player
- 22 an SMS mfstha@arr%entgtdétaba@ 48. W@eﬁhmerorﬂambtdrfz@ldftm gamddeaciidionessage

58 additi on?@ {?s ]ﬁ) ayer 9 ont act the arres facilitator
20 within f éﬁl é VY aﬁ9 DX &R a%a ﬁ%§5€1@”\ﬂuﬁ‘ R%6] 1% phone
12 stating Mt,eamceg@mbaﬂrtg ehils TitDBie é’rﬁﬂuhtb@rdﬂs@lé@tedsm 88 s%@%?‘pﬁfn@ enthe

i nvoi ce nurrbgj;r d th entrx nunber 50 to claima ﬁrlze n the

enbodi nent § R F?frlt‘ifé itRe gamg epth dakbags {8y The entin fen whishihg ve

enbodi nest , sik h@mﬂ:réré’r%ele%te%ﬁtd l‘h@r@é?fof‘g%'nltéeen ?ﬁ%oﬁat%n%‘ei&ﬁ AE LRlof s 1N

the event that there is no entr?;a‘51 e Si X nunbers sel ecte In the
set of -gan@NEARTEMbATSiIT@esDed ivskethetianisaensy 56i x r andom nunbers, i.e.
there is no w nning entry 56, the prize for the gane round jackpots and

is addedto& rE)rlze o%ttrgefollovvln demaround On receipt of the SMS

message 58, Tt B AYRLEE PO &F fikeplaven 4 isdetarmiped imbsime wiming:ewag86.60 i n

response t ahbhehd aaresiasiitatdratooserd thOMdyeRobohd BRis %s%@é’@ ?r%lng"“ shes
yer'

to receive the prize and stating the registration nu
22 passworlfi® HREr i2avithair MLFFrbE?e FWSamassags hedditianatyenstagis e pleyei pt of

t he SMSjpesgage-fhact ity én%@k'fééulﬁétBF 2@@!\{9&5&%@ Pota@gigasgﬁﬁiwg %r{nﬁt ato

20 conpares the regist rat| on nunb t he ass
i nvoi ce nurfPeysage Vimihe mbé@tphwmuﬁﬁ@ﬁ%@%mﬁraﬂed numttehQSSmB ma:\ﬁage 60

and the phope,ugRes tﬂ% lﬁ\}&?caollt'ﬂﬂﬁe ghd BeS %’?8’ rtlul}ﬁb% e cﬁglﬁ*gg:?gze VY'n the

set of reglstratlonln orrratlonln e regi t10 ase
cor r espondithg anabadieeniedesaribati tba mlzaberarsamoanblof money. In an alternative

embodiment, the prize is an itém of value, such as a house or car.

15 In the event that there is no entry for which the six numbers selected in the set of
game ehtry information match the set of six random nl:zmbers, i.e. there is no
winning entry 56, the prize for the game round “jackpots” and is added to the prize

for the following game round.

On receipt of the SMS message 38, to claim a prize the player 22 sends an SMS
20 message 60 in response to the games facilitator 20 confirming that the player 22
wishes fo recetve the prize and stating the registration number 38, the player's 22

password, the invoice number 46 and the entry number 50.

On receipt of the SMS message 60, the facilitator computer 29 of the games
facilitator 20 compares the registration number 38, the player's 22 password, the
25 . invoice number 46 and the entry number 50 contained in the SMS message 60

and the phone number of the phone used to send the SMS message 60 with:

+ the set of registration information in the registration database

36 corresponding to the registration number 38; and




WD 2006/ 002494 PCT/ AU2005/ 000998 19 the set of ganme entry information and
the invoice nunber 46 1in the gane entry database 48 corresponding to entry
nunber 50; to verify that that the sender of the SM5 nessage 60 is the

pl ayer 22. 5 Once so verified, the ganmes facilitator 20 provides the prize
to the pl*aQ&Po8P44 an appropriate manner dependi ng S ARESIPP?E. For
exanple, in the enbodi nent described where the prize is an anount of

noney, the ganes facilitator 20 posts -tfe prize to the address of the

pl ayer 22, or credits the prize to the credit card account of the player

22. \Were necessary, the ganest drafinhd bafnPinfetthatiehdnavas itfcelfuriBseasary
address or credit card accoupt details fromthe set of registration

information in the registFatthendyaeaBake drjabase: dSpertpeRPNding e entry
registration nunber 38. hLjm@rgbternative enbodi ment, where the prize is a
smal | anmount of noney, for - exanple |ess than $100, the ganes facilitator
20 may credit the prize to the player 15 record 30 of the player 22 in the

account s -daicaaBethabitat tHdwenday of Bk TMS yidseayd 80 is thePlay@f 22, credit to the
pl ayer's 22 ‘account with the carrier. In alternative erbodi ments, where the

prize is a large item such as a car or boat, the gane's facilitator 20
may del i %er Onbe spvidfied, thd bempb fydiitater 2@ paslifeeshe PABERE thd fBydTdziA drs a
house, the games.faci Iitaté)r 2 mag Q[éganj se to neet with the player 20 22
to arrange FONCOPHaIRIPaNIES; W@P@h P BF AKe- RBLSEeTple: HB 1P Syabodmentrye
ganes faci | déstiibed Wetdthe BER) ManSMolRSTasa%ky HRTHSABEWYIRAbF 20SosleVi ces
ot her than the pobj phone 12, such as_a persgnal conputer, or a

| ) . .
different Siﬂ’fgepfﬁotﬁ%.adﬁﬁ%ssg%fn@@ RIaYarI 4% 4 sredis Uel prizgi orbgaaredihagrdsne
messages i tadcdeft ¥ehe pladr SUCHYHRETHBEEAR), IS g ARKE ¢ASHRIAF PO LHBd febe the
25 SMB nessage 50. In this manner, the sender of such an Sl\/é message w |l |
not be1QerP9GeseAysaqdiasy ay@pdi saghgcenant piglails fipm theosebefl pe@steationr
credited. information in the registration database 36 corresponding to the registration

number 38.

In an alternative embodiment, where the prize is a small amount of money, for
example less than $100, the gamés facilitator 20 may credit the prize to the player

15  record 30 of the player 22 in the accounts database 26 of the invoicing system 18,'
i.e. as a credit to the player’'s 22 account with the carriér.

In aitemaﬁve embodiments, where the prize‘is a large item, such as a car or boat,

the game’'s facilitator 20 may deliver the priie to the player's 22 address. Where

the prize is a house, the games facilitator 20 may organise to meet with the player
20 22 to arrange for transfer of ownership of the house to the player 22.

The games facilitator 20 can receive SMS messages from communications
devices other than the mobile phone 12, such as a perso'nal computer, or a
different mobile phone. The games facilitator 20 will disregard any SMS
fnessages it receives from such communications devices purporting fo be the
25 SMS message 50. In this manner, the sender of such an SMS message will not

be veriiied as the player 22 and the prize will not be posted or credited.

If the entry number 50 of the player 22 is determined not to be the winning entry
56, then the games facilitatior 20 sends the 'player» 22 an SMS message 62




If the entry nunber 50 of the player 22 is determ ned not to be the w nning
entry 56, then the ganes facilitator 20 sends the player 22 an SM5 nessage
62 WO 2006/ 002494 -20- PCT/ AU2005/000998 inform ng the player 22 that they

did not win and inviting the player 22 to play again, The SMS nessage 62
addi ti ona¥? "R s the player 22 of the set of six PGaHEER"Hitber s

generated by the ganes facilitator 2Q,, i.e. the w nning nunbers. In an
alternative enbodi nrent of the present™invention, the games facilitator 20 5

al so determ nes first ecqnd_consol ati.on. prjze W nn eptry 64 and
o6t ¢ om iR, Reguayar Phivl 5 Bt poHEr ARl LRl Horatiatrad % SRV on
five of thRikiThe SMBEEsER] 62 baditibRallyhiaines e pgame 20ndfrifie isaf of BRt i on
match five of the nunbers in the set of .six random nunbers is deened to be

the firstraaepEaLatieshoprsraied i thp oageaiedfales 20Tk tRWHPITSRUIRRTEN four of
the six nunbers selected in the set of 10 gane entry information match four

of the nynbers. in the set of si andom ,nunbers j s deened to be.the second
consor at 8P atSBat ARG B! 4hS Perennt MVERTDR o B G TES ‘ReUBPBE ABnd to the
first 50@?5 aéﬂ'ggﬂinggitazﬁrswaaaiawge@mg_roor@ébatio@rplrrz?Qviﬁmﬁg_r@aatrgms@ﬂ]caeson prize
Wi nni ng entr ,. .obtain correspondi onsol ation prizes in a process
sinilar toM Mg egEsE W@cﬁ%?@& ﬂatﬁgg% ‘g%nqﬁleoe‘itﬁ’e%r g@‘%fWﬁiogéh%g‘f‘ry 56. In
the case gihs EBIBIUNATROBE B AR chidp irddinRIAbhYm&eh K9S RO MEnbérst he

W nning entry 56, the anmount of noney conprisin prize in the

t he ] ¢
enbodi meit helEet (f Fdd rardasy eWmpes & ﬂﬁﬁm@édt?a%%@%tfirsth@r\ﬁpﬁﬁprhg)rﬁﬁayer s.
The_amouinGhg BAHFB4CPRPERRY R wirith £APSAHRILORIRbEE R ectdd RTAYLERG for. 1S
20 S|mlar.11y %ven y distributed If nore than one player has an entry
cor r esporgdinigy enby infeemption tmaiehdewact de mumbersilimrihe gt mfr§x 6anden t he
second C R | fbddd R b LS LOsKIBN phe Ahdind BhARbE.VE embodi ment
where the prize 1s an 1tem such as a house, and nore than one player has
an entry corresponding to the winning entry 56, the item 25 is sold, and

the andumbiairs THRGY drieeshbridihaHg R tttenisbenQiatidnepricaNmhmgetd a4, -
‘ or the second consolation prize Winning entry 66, obtain corresponding
consolation prizes in a process similar to that described above in refation fo the

15 winning entry 56.

in the case where more than one player has an entry corresponding to the
winning entry 56, the amount of money comprising the prize in the embediment

described is evenly distributed amongst the winning players.

The amount of money comprising the consolation prizes,' if provided for, is
20 similarly evenly distributed if more than one player has an entry corresponding to )
. the first’ consolation prize winning entry 64, or the second -consaolation prize

winning entry 66.

in an alternative embodiment where the prize is an item, such as a house, and
more than one player has an entry corresponding to the winning entry 56, the item
25 s sold, and the amount of money raised through the sale of the item is evenly

distributed amongst the winning players.

Revenue generated fram the player’s 22 participation in the game arising from the
game entry fee charged is shared between the games facilitator 20 and the carrier




di stributed anongst the wi nning players. 1Cl Revenue generated fromthe
pl ayer's 22 participation in the gane arising fromthe gane entry fee
charged i s shared between the ganes facilitator 20 and the carriber WO
2006/ 002494 _PCT/ AU2005/ 000998 { -21 according to an _agreenent between

t hem Su%oé‘wlgoéﬁ’é‘nt may al so include the sharing ofPC%é’\Péﬂ%/é'mE%%er at ed
from comuni cations sent by the player 22 to the ganes facilitator 20 via
t he comuni cations network 16, such as-%Ms message 32. 5 In accordance
with a second enbodi nent of the invention, where |like nunmerals represent
li ke parts, a¢tediggrie ansagiegreenidietapen thany Sunhpagreeinensmay atdo iaslude ded  of

football m ! LPhpLNg" Xin che 0 et of
norse 1 aces o se G bRBRARE oy RolhuleRRE < BT M Plvel2e & RE: 1o
the game reawes faditblpr 2hevis die aimpanieatjorestétoosk 16Csuhess SMI srgsage an

i ndi vi dual §%_I ected 10 by the player 22 to win each sporting conpetition in

the set of Sporting conpetitions, as well as the registration nunber 38.
The winning entry 56 is determ ned by the ganmes facilitator 20 noting the

i ndj yi aact 1, DS rting. coppetition. and
Egga?ir ngl tn ﬁ{l sé%pﬁmg{\ﬁ%@% e%%hhar, e}%n%%\'/rﬁ%gqfstggllé\%:e{}gani Wp'gr eh@e?u%?raggarre
ent ry i nf orreprésent fike peds,Hhegeme i$H set mfmmmpmyiodat%ms&déget gmet ]

f i t t. f Wi LS . pi i s dee 0 be e
it ngent Py, MRCTER ¢ 1PABE BPapisr i SECA bided rie e e nohar dPegans. or
conpetiti orrabear(f‘haﬁsiacgeﬂing")marthmm:ab@ et @ifoTatidn parinstdi fo Eﬁé TgEnfehe_

I d i , 1 ‘1 se_casi no gam ng, .networ am ng,
and boar d' gEHIAGEY Y 1 gebe SE SHeSOB AP R dr AR TR SPlpcistrt | o
pertineno tisy tthe gapar creaiefihesadhy shBRIngetoRheBRITE iFUASt 5&NST idppktges only

a notification that the player 22 wshes to participate in the gané. The
wi nni ng ent FMBHIPES:¢ [b%%/éﬁﬁ?%‘éﬁatlﬂ? number 38,

The winning entry 56.is determined by the games facilitator 20 noting the team or
individual who actually wins each sporting competition, and comparing this with
the team or individual selected in the set of game entry information for sach entry
15 in the game entry database 48. The entry for which the most number of winners is

picked is deemed to be the winning entry 56.

It should be appreciated that the game can be any game or competition from
which a winner can be determined. In addition to the games already mentioned,

the game comprise casino gaming, network gaming, and board gaming.

20 Indeed, in an alternative embodiment, the information pertinent to the game
requested by the set of game questions includes only a notification that the player
22 wishes to participate in the game. The winning entry 56 is then determined by
the games-facilitator 20 randomly selecting an entry from the entries in the game

entry database 48. .

25 In a further alternative embodiment, the information pertinent to the game
requested by the set of game questions includes a notification that the player 22
wishes fo have a random, or “slikpik” entry. In this case, the games facilitator 20
randomly chooses the selections for the set of game entry information for the

player 22, according to the game being played.




the ganes facilitator 20 randomly selecting an entry fromthe entries in
the game entry database 48. 25 In a further alternative enbodi nent, the
information pertinent to the gane requested by the set of game questions

includes a notification that the player 22 w shes tq have a random or
"slikpi k"™WRAPY29 4 this case, the ganmes facilitator B0 APEREEHS chooses

the selections for the set of gane entry information for the player 22,
according to the gane being played. WO 29906/ 002494 PCT/ AU2005/ 000998 - 22
It should be appreciated by the person skilled in the.art that the

i nvention iK shotid be epprediaten bjnmeemansdh reiitied inl ésc artieat. thénnmttibhdsuhat t he

i nvention rlbed de .t he follow ng, nodification a

hdd i ons: - B G emRR e S dieEtethd) S it R et 5 "FelitiEs

such as a | edr mbwde tie folletvingtmedificigioas anbor agditietd:i ng. I n thl s case, the
ganes program 14 is operable to allow the player 22 to select which of the
plurality of ganmes they w sh to participate in. For exanple, the player 22

may oper at eot helegames padigatan?d mayoprpeide iacplpealigy cbfrgwésptstlehr ys gdoieryand

t hen subsequent rate the rogram 14 t articipate in A2 footy
ti ppi ng game. feg‘é’ ”%ealnd Forﬁgg‘i@?@tﬁ‘ h’l? (FESP: ng}epgﬂmﬁﬁ 'BEEAN ol%elf i n the
menory of the dpepable toamne tiplayer Ziohssledt adhich dfahbelurhitpdf paeesitéyng a

set of registratio uestions o the pl 22 tg facilitate registration
of. the player Wah b RETIQRAIS SN Jr g R, Po T Ao ed oRsFa PaliP SRS on

information di r]ﬂ@@ﬂa)‘h f’lﬂQmpbl‘t%lpa'f@fmé YottHry GafeTehd |tl$erp§h§lfyéq&8ntly1§p&af5he
regi stration nunber 38 may be a "blind" nunber that is never readable by

the player 22. !PfogAIcS %%%rém H orAibgiraigdn ?‘é@‘i’tﬂ‘P@f‘ﬁ}@ﬁ”ﬁunber 38 is still
recorded in the nenory of the nobile phone 12, the player 22 is not

i nforne the, regi stration. nunber 38 i's. The ganes progra &4@
bt o A8ad Py | e e Of Hedir oo PIATTBHCH ek besa0t §F S Tedg s Hent vi a

- mobile phone 12. In such a case, rather than presenting a set of registration

questions to the player 22 to facilitate registration of. the player 22, the

games program 14 copies the set of registration information directly from the

memory of the mobile phone 12.

15 o | The registration number 38 may be a “blind” number that is never readable

' by the player 22. In this case, although the registration number 38 is still
recorded in the memory of the mobile phone 12, the player 22 is not V

informed of what the registration number 38 is. The games program 14

automatlcally inserts the reg:straﬂon number 38 into SMS messages sent via

20 the mobile phone 12 to the games facilitator 20.

.o The games facilitator 20 may have a games website which may be -accessed

~ to initiate the transmission of the games program 14 from the games
faci[itatdr 20 to the mobile phone 12. In one embodiment of the invention,

where there is such a website, the mobile phone 12 additionally comprises a

25 | ~ Wireless Application Protocol (“WAP”) browser. The WAP browser is
operable by the player 22 via the mobile phone 12 to access the games

website and downibad and sfore the games program 14 in the memory of

the mobile phone 12.




20 the nobile phone 12 to the ganes facilitator 20. .0 The games ,
facilitator 20 may have a ganes website which may be accessed to initiate
the transm ssion of the ganes program 14 fromthe ganes facilitator 20 to
t he nobil e phone 12. In one enbodi nent of the invention, where there is
such a webRP&%2¢%e nobil e phone 12 additional |y confGT&BRUSOYERy 1 e| ess
Application Protocol ("WAP') browser. The WAP browser is operable by the
player 22 via the nobile phone 12 to acZ®ss the ganes website and downl oad
and store the ganes program 14 in the nenory of the nobile phone 12. WD

2006/ 0024940 PCTTHZafs0ReMt or 283ngy Hase gamegistraiir Webtity f2Mitamy fave a
regi strati on websi efacil'taa@gglfthe istration of the player 22. To
S

register, the pPHFHRIYD alc e _'Fcrégglg'fss ih RigsE| 2% acppgses the

regi stration wegistratidrh afelRites ames rddifiraiBh REbsieIhar [Rbis AHESEd10Bs t O
the player 22. The gl_a er's 22 responses to the 5 registration questions,
namel y the set '6¢istn svpsiiongrio; e oplaxan &h, The plgypbe &2sespppsashle Henes

facilitagor 20 [agisH8ssH | iBREVi ceef N rBi 2 ponded to
all of the regis Irsati on %%gt&?%nsn,gk}vﬁlﬁwhtﬂtahge%anesr él%%hnl t%%ijtagﬁat;ogf ®
communi cati ng irPPeSsRE W e gapes\iegiiaie Pegssdesaribed prebiously. ormeOttee t he

pl ayer 22 is reg : r i.f hout. LN 10 the
Ganes. progr am Th oo aney ro el Bl el T E Mt AR i 55 Wy o
SMS nessage corfpeilitsiongOtdemmignjéasingariinahe piayee 22 3% thadegibieatmet wefsitegane
entry information to the ganes facilitator 20. o Rather than the carrier

determ ning the number of entries to a game, and charging a proportionate
gane entry ¢ ee Q% RPN S0P fiepisiprace tha Blayehmay Bhiteygaswesh wiffidut tuaingr 20

may det egmi ne t ' : ' rjer of
(o fee o be chapangSPodientl Tokhinma Jafa R riehohd MIhEIE R IRIE so 44
is sent, the camr Sg’l's oressges canpising theeragistiatien pluaylears38 and the set of

game entry information to the games facilitator 20.

o) Rather than the carrier determining the numbér of entries to a game, and
charging a proportionate game entry fee via the invoicing system 18, the

15 gamés facilitator 20 may determine th!e number of entries to a game, and
inform the éarrier of the fee to be charged for the same. In this case, when

the SMS message 44 is sent, the carrier charges a basic fee to the players

record 30 via the invoicing system 18. The details of the basic fee are

recorded In the invoice number 46 and communicated to the games

20 facilitator 20. For each game that the player 22 is entered into, the games
facilitator 20 adds a game fee to the basic fee to determine a fotal fee. The

total fee is then communicated from the games facilitator 20 to the carrier

and invoiced to the players fecord 30 via the invoicing system 18.

o  The invoicing system 18 may be owned and/or operated by an entity other
25 than the carrier, provided that the entity is independent of the games
facilitator 20.

. o  Although described inr relation to a mobile phone 12 and SMS messages, the
invention is not so limited, and any appropriate communications means and

communication message format may be used.




record 30 via the invoicing system 18. The details of the basic fee are
recorded in the invoice nunber 46 and comruni cated to the ganes 20
facilitator 20. For each ganme that the player 22 is entered into, the games
facilitator 20 adds a game fee to the basic fee to deternine a total fee.
The tot dYOFREE4 hen communi cated fromthe ganes fa&HAPHPGI™Z0 to t he
carrier and invoiced to the players record 30 via the invoicing system 18.
0 The invoicing system 18 may be owned Zhd/or operated by an entity other
25 than the carrier, provided that the entity is independent of the games

facilitatoro20.The wlayémﬁa:;rtmaglesmdmdnyhse ertepdd B égaﬂaef’d?hbb@,trghwe 12 and
SMS nessages, the invention is not so |limted, any appropriate
comuni cati ons nmeans and comruni cation nessage format may be used. WO

2006/ 0024940 PCITh&UZ0083 0TRPIB maple sicoTéwkimd ayenor f Brganeed compitepslch be

t d t t di
o orod 10 B S Bl LRSI AR Bh IS °
facilitator. |mopsuib the caseuridatiops meahsrm)conn@ﬂﬁ@&l@e ghﬁleﬁ%ﬁmﬂ)ﬂtéraéﬂdons

means t o conneg ames conputer and 5 execute the ganes program via
the conmini cat i gﬁg&ﬁé%\ggwesgrqq{ f"é%{heﬁctoﬁ‘i"ﬂ\‘”'ﬁ%tf%ﬁtr@mw t he ganes

facilitator may conprise security means, such as a firewall, to prevent

unaut hori sed agges h s fac tor _may conprise |

i denti fyi ngéjrregfrﬁlg faor!ﬁ@[éem(:8 n}p(al?%gg%%n@ﬁm?ﬁ taﬁh&ag 's s S3FersR RECHIYm or
vi a an unaut homieses, sair aea fifdvel, ftﬁpmmutdmamrﬁﬁéed&@weﬁ;@ tieyio; f or exanpl e,
be a player who is not permtted to participate in the gane because of

residence in a_country where participation in the gane is illegal or
because of Tomhhet gaggea fpeibtaidri mey ceropiisen identifyimyveheare foraideatigiey such as

2e$5?(r:rgeg)r0\c/)lrdgr ﬁ]ﬂ?ﬂrﬁ@ucﬂg'ﬂ@%ag@eéewrf}(on%)po?r\%eagn %Xaﬁhonégdersgl?rtce.cﬁ'%l er or

10 unauthorised source may, for example, be a player who is not permitted to
participate in the game because of residence in a couniry where -
participation in the game is illegal or because of committing a prohibited
action, an unwelcome marketeer such as a spammer, or a comrhunicati_ons
network_ operated by a different carrier or service provider; 1In such a case,

15 the games facilitator preferably further comprises blocking means fo block
communications messages identified by the identifying means as being sent

from or via an unauthorised source;

o  Communications sent via the communications network 16 from the mobile
phone 12 such as the SMS message 44 may be encrypted. Such encryption
20 reduces the likelihood of fraud being committed, and also reduces the

likelihood of errors in communications sent.

It should be further appreciated by the person skilled in the art that variations and
combinations of features described above, not being alternatives or substitutes,
can be combined to form yet further embodiments falling within the intended

25 scope of the invention.




15 the ganes facilitator preferably further conprises blocking nmeans to

bl ock comuni cati ons nessages identified by the identifying neans as bei ng
sent fromor via an unauthorised spegrce; o Conmmuni cations sent via the
comuni cations network 16 fromthe nobile phone 12 such as the SM5 nessage
44 may be encrypted. Such encryption 20 reduces the likelihood of fraud
bei ng cloximstt ed, and al so reduces the |Iikelihood of errors in

comuni cations sent. It should be further appreciated by the person skilled
in the art that variations and conbinations of features described above,

not bej ng stitutes, can be conbined to formyet-further
enbod:afnentgAbg%P%kétgﬁ] pn%tﬁﬁe i ntended 25 scope of the invention. -25-

CLAI MS: 1. aﬁplgmfedewst em conprising: a player device; an invoice
generator; and a game facilitator for communicating with the player device
and the i nA 'E%O'C%%W%t%ra 8ver a communications network; wherein the

pl ayer deV'&?arhéféZ:ﬂﬂtH‘tbﬂ'df&th@mcétﬂ@amfﬁthﬁﬁﬂl@eeaé\fde hif PE@Gicen  rom a
pl ayer a game, transmt the gane entry information to the gane

faci igneé'?@tm Oé’ﬁﬂarc@@@l‘{?‘é’agonén”%@ki nvoi ce identifier fromthe gane
faci It at or,p erGL B NE MO £ BGLAL1B . 18 OULLAULRE, bou e ve e

game entry | ¥ of et device er “the player
in thefrcgaraaplasen@artdﬂeywcelgeetb tmmmerdw gaimef emtmainfonnatiexdd viee t he uni que

| nvoi Ce ! d%c‘lltato?rand !%CGIRIG ! nv?é fn'%/mc%eggﬁtﬂ‘ e?rfra)n‘g ﬁ'\cerézﬂﬂg?atﬁlﬁa%?j ation

LU
bet we € unique 1'nvorce Id%% rer recelrve nvoli ce gener ator

and a ga”e Wi Gh! é?érp&?aclﬁ%&%%n & %dré&%wettﬁl@mﬂé}hé%ﬁ{q hrﬁ&%attfoﬂnsmt the

unlque i nvol ce | Ia er devi ce; epeln e [nv0|ce
gener dtan thesplayerf deMicsdnddhen @cmr\ibe ala'yet irf theaganumusing the received

game entry information, receive the unique invoice identifier from the invoice
generator, record an association between the unique invoice identifier
received from the invoice generator and a game identifier of the game entered by

the player, and transmit the unique invoice identifier to the player device;

wherein the invoice generator is configured to: receive a notification of -
the entry of the player in the game, generate the unique invoice identifier for the
entry of the player in the game, and send the invoice identification to the game

facilitator.

2. A game system as claimed in claim 1, wherein the game device is
configured to: receive a notification of the result of the game, and transmit a
verification code to the game facilitator in the event that the player has won the game,
such that the verification code is used to facilitate redemption of a prize for winning

the game.

3. A game system as claimed in claim 2, wherein the player device is configured

to use the unique invoice identifier as the verification code.




the entry of the player in the gane, generate the unique invoice identifier
for the entry of the player in the gane, and send the invoice
identification to the game facilitagor. 2. A ganme systemas clainmed in
claim1l, wherein the ganme device is configured to: receive a notification
of the result of the ganme, and transmt a verification code to the gane
faci | i4.at orA iganideysteentast tlatmedeén pditngercldiss 2won 3t hvéhegaimethe gaoie t hat t he
verifi . o j d i |LE . re i f .zg_ f Wi nni ng
t he gé‘%e?‘{"’g& %\ [gogﬁfgﬁgéﬁfoe%hggsg gféaik(l?r@ aﬁ'ﬁﬁc%gfléﬂéfgnf\?ﬁefr@?ﬁ{hk t@a%%yer devi ce
i s corfeviner aghinsiothesrect e dumiquee invoizce i identifidie mind fdignal #wat ttive plaget fsi cat i on
code. feq fa HiflIReR Y5 F0A%8H UoBBdnbiBn&d W SIBTMARE sunyher el n the
ganme Tacitrtator is configured to chec e verification code received

f r om tthe ppdyay é&r ablddw redeeay diengtizet he recorded uni que invoice identifier, and
signal that the player is entitled to a prize when the verification code
mat ches the invoice identifier so that the player is able to redeemthe
prize. 5. A gane systemas clained in any one of clains 1 to 4, wherein
upon 3n0ti fA eamieoBysibmt Be oddliney iaf athenpl sfyeaimd 1t ve4 gamerdinaudonvoi ce

game. dyieeiions S0 AT, of T PBHE dp \Bp S eI @Pdeke Bre Sgame

faci | idoafigurés t6 @hbirgaitied ptayel ranpmyingathgamenent ry notification to the
i nvoice generator. 7. A gane systemas clained in any one of clains 1 to
5, wherein the communications network is configured to transmt a gane
entry notification to the invoice generator. 8. A gane system as cl ai ned

i n any one Ohafledd et dstidimetiarfiviodd 6 SiaBs 1189, MHeabiartnk yafenfigured to
deternm ne whét her 't he player has won the g%arre and notify the player of the
r esul tfa(al'tatpﬁelsgg?fglqueg ltchérfﬁ’éﬁﬁt deame entry notification to” the invoice

generator.

7. A game system as claimed in any one of claims 1 to 5, wherein the
communications network is configured to transmit a game entry nofification to the

invoice generator.

8. A game system as claimed in any one of claims 1 to 7, wherein the game
facilitator is configured to determine whether the player has won the game and notify

the player of the resuit of the game via the game device.

9. A game system as claimed in claim 8, wherein the game facilitator
determines whether the player has won the game by comparing the game entry

information against a set of winning criteria.

10. A game system as claimed in claim 9, wherein the. game facilitator

generates the set of wining criteria.




9. A gane systemas clained in claim8, wherein the ganme facilitator

det erm nes whet her the player has won the gane by conparing the ganme entry
information against a set of winningzcriteria. 10. A gane system as cl ai ned
inclaim9, wherein the game facilitator generates the set of w ning
criteria. -27- 11. A gaming systemas clainmed in either claim8 or 9,

wher eill. t heA gaming sstein s atl@med oinpeittee sclaims Boera§e wineeairs thergaseasr i ng t he
gane AN ailQn ' ' ' [ t L a

et revitor TeRfefREs 3nerolsee, IS bBE) e 'WHBR' i BORRHR, ¢ ¢l o e
i n anwn@ue iofoicd idemtdief, theogdre identiidreand themet of wigning egiegér at i on neans for
registering the player to participate in the gane. 13. A gam ng system as
claimed in claim12, wherein the registration nmeans is configured to

all ocate the player a registration identifier that is included in the gane
entry qonf orARbinAYy sysfern AsOaahitd BYSheonasf elafhsMdiol ™, GLAdR dodaprishigr ei n the
registrationidentifier conprises a password. 15. A gami ng system as

cl ai meagistationdneansdor iggistasing theplayride Rafti¢iraa indhe @8mepr edet er i ned
criteria. 16. A gaming systemas clainmed in any one of claims 1 to 15,
wherein the player device has a device jdeptifier associated with
comunicat i% 8N SKREE 3B MAPRE R IGAM 12.aWbe Nk Nfe (FAATAIGR AP$FNS!S i s
associcahfglirdd td a1|c5@t@%€3p%?éif¥ reHiEPATER ideRtifiet fhatAs R BYhEeuas cl ai med
in any one of clains 1 to 16, wherein the player device conprises a nobile
phone e"i¥ INfAMAdiRng system as clainmed in claim 16, wherein the device
identifier is a phone nunber of the player device. 19. A gam ng system as
clained in any one of clai 1 to 18 . further conprising .. games. .program
reans 18 or i BTG evlpBi 26 EABEHom of B 3y dfHesSi aBr| RoRTaIToRaR o age
means comptibes pbaysvordlevi ce to facilitate the entry of the player in the
gane.

15. A gaming system as claimed in claim 14, wherein the password satisfies

predetermined criteria.

16. A gaming system as claimed in any one of claims 1 to 15, wherein the player
device has a device identifier associated with communications messages sent therefrom,

and the device identifier is associated with the game entry information.

17. A gaming system as claimed in any one of claims 1 to 16, wherein the player

device comprises a mobile phone.

18. A gaming system as claimed in claim 16, wherein the device identifier is a phone

number of the player device.

19. A gaming system as claimed in any one of claims 1 to 18, further comprising
games program means stored in the storage means of the games facilitator or a storage

means of the player device to facilitate the entry of the player in the game.




-28- 20. A gaming systemas clained in claim219, wherein the ganmes program
nmeans is transferable to the storage neans of the player device fromthe
storage neans of the ganes facilitagor. 21. A gam ng systemas clainmed in
claim19 or 20, wherein the ganmes program neans is operable to facilitate
selection by the player of the game to be entered froma plurality of
ganes.2@2. Aggmﬁig]gymstaemlaa'medliraiclaﬁd Tonwaengirothe gzmes ;aiogmermeéﬁs isor 11,
wher ei nnln cri et. of nunbers a W nner
of a LD i o s8R A% ot e PaidrReisiciod i slbed MR A B For
commurgaadsd fagilitatarh a pl ayer device and an invoice generator over a
communi cations network; and a processor configured to: record gane entry
information received fromthe player device; enter a player in a gane
usi ng 2the rAgmntegl system antclymedfirochami thpr 2ﬂemd)ecbimrmauiamae prograimc e
i denti t loV i t o
associ e o ape eSS ot REAEE Bk ten Ve E AP BPER Al ROl al Bl i que
i nvoi dliunatilermu‘ganneatl on to the player device. 24. A ganme facilitator as
claimed in claim?23, wherein the processor is configured to check a
verification code received fromthe player against the recorded unique
i NVOi C42- i de%giamir@rsyswmasp@md Ny aneeof sladye P, 1@ aeritli whergin besepel ze for
Wi nni t er associated with
t he V\/Iqﬁpl%' ﬁgcg%% CPd nt| fifgg%ﬁkj@%? ({}%e‘h'? Pe{%ecﬁ\%edgq?ynh(\gr} cation code. 25. A
ganme facilitator as clainmed in claim23 or 24, wherein the processor is
configured to determne a winner of the gane identified by the game
i dentifq er,A@Q,gefm&étgyc&p&&m&ner of the game identified by the gane
identifier

a transceiver for communicating with a player device and an invoice

generator over a communications network; and
a processor configured to:

record game entry information received from the player device;
enter a player in a game using the recorded game entry information;

record an unigue invoice identification received from the invoice
generator along with an association with a game identifier of the game,;
and

transmit the unique invoice identification to the player device.

24. A game facilitator as claimed in claim 23, wherein the processor is
configured to check a verification code received from the player against the
recorded unigue invoice identifier, and signal that the player is entitied to a prize
for winning the game in the event that the invoice identifier associated with

the winning game identifier matches the received verification code.

25. A game facilitator as claimed in claim 23 or 24, wherein the processor is
configured to determine a winner of the game identified by the game identifier, and

notify the winner of the game identified by the game identifier.




26. A gane facilitator as clained in any one of clains 23 to 25 wherein the
processor is configured to transmt a gane entry notification to the

i nvoi ce generator for triggering gegeration of the unique invoice
identifier. 27. A conputer programfor a ganme facilitator as clainmed in any
one of clainms 23 to 26, conprising instructions controlling the processor
to be configured as described. 28. A nethod of gane play conprising:
receiving ganme entry infornmation froma player; receiving a unique invoice

i dent i45 er AyBABR RUtRIB2RH2IMRAGN @BY §BREf dibis: 23 e ddavieigintie pl ayer in a

gane Lb?bé&sbrh@_cbﬁﬁ‘g%!ré@@_t%@ﬁit@t@ewe ERthPRITRE IR to tREROGiIE: PenatioRSSOCH ati on
bet ween the unique invoice identification and a gane identifier of the gane
ent er d6r \H999rig gangladien of hgrgyauetinypice IHeNtiisT-que i nvoi ce identification to a
pl ayer device; 29. A nethod as clainmed in claim28, further conprising
transmtting the results of the gane to the player device. 30. A nethod as

cl ai g i n Cbdhii@Borobin 112 EAPDGLHRY 26 2ERHYS by oSl on code f rom

a player seeking to rédeema Pprize tor wnning the” ganme. 31 A nmethod as

cl ai nd@l 2P ncaprrdismg3ustrughiensesantiolieg heagregesseviode eppdiguied@s uni que i nvoi ce

i dentidkgfpags the verification code. 32. A nethod as clained in either
claim30 or 31, further conprising checking the verification code received
agai nst the recorded unique invoice identifier; and signaling that the

pl ayer seeking redenption of the prize is entitled to the prize when the

i nvoi &8. i démmiefhiodrof gamiedilayt @uinwistrlg: t he gane identifier matches -30- the
recei ved verif.j.cation code. thod as clainmed in any one of clains 29

facelvi e entry in 3r?" tAnﬁE a
to-32, furtReY _8886‘(? s?'_ﬁ (g%t"bar'ﬁi f% t‘H%y% nner of the game by conparing
the gane enédaivihdhohRBEiidicslildhtfieS@nerated by an invoice generator;

entering the player in a game using the received game eniry information;

recording an association between the unique invoice identification and a

game identifier of the game entered by the player;

transmitting the unique invoice identification to a player device;

29. A method as claimed in claim 28, further comprising transmitting the

results of the game to the player device.

30. A method as claimed in claim 29, further comprising receiving a
verification code from a player seeking to redeem a prize for winning the

game.

31 A method as claimed in claim 30, wherein the player device uses the

unique invoice identifier as the verification code.

32. A method as claimed in either claim 30 or 31, further comprising checking
the verification code received against the recorded unique invoice identifier;
and signaling that the player seeking redemption of the prize is entitled to the

prize when the invoice identifier associated with the game identifier matches




of winning criteria. 34. A nethod as clained in any one of clains 22 to 33,
further conprising transmtting the unique invoice identification fromthe
i nvoi ce generator to the gane faciBptator. 35. A nmethod as clained in any
one of clainms 29 to 34, wherein the gane entry information is received
fromthe player via the player device. 36. A nethod as clainmed in any one
of cl dheve@vetyedticationeedd.n t he pl ayer device transmits the gane entry
information to a gane facilitator. 37. A nmethod as clained in claim 36,
wherein the unique invoice identifier is transmtted to the player device
by t he33ganeA frethddi asatiamed 38anyomeofaaima29dd 82 nfedhéntompyisoge of clains 29 to

nvoi kiR FRRhGbr e ARRELY oAl T ORESARR iy IR S BRMA o rr i ng

char giafigvinrieg pitayer for F playing the game, and generating the unique
i nvoi ce identification upon receipt by the invoice generator of the ganme
entry notification. 40. A gane playing device conprising: a transceiver

for camunigaetiva a4 ddimdd Gpamy scof didiRk 2p t@?s@rfuﬁher%i’ﬂﬁrh@ln@at' ons networ k;
and a processor configured to: receive gane entry information froma player

for It‘%ﬂsﬁﬁmﬁgdﬁﬁﬁ"'quﬁﬁ'&‘fﬁ?ﬁ tdSPHBC?{:}WF%ﬂt”F%/'WVﬁfC@rW%Hr thiea device

i dent idan® fabftatdte - 31- gane ganme facilitator; receive an unique invoice
identification fromthe game facilitator; store or di spl ay the uni que

i nvoi ce identification for use as a verification code to be transnitted to

the game faChletHoatRrolaiimBd iMan xRN ddiat 2bhe 34 PhiRdreh thaigamernirpe ganme; and
recei ve and display results of the gane.
information is received from the player via the player device.

36. A method as claimed in any one of claims 29 to 35, wherein the player device

transmits the game entry information to a game facilitator.

37. A method as claimed in claim 36, wherein the unique invoice identifier is
transmitted to the player device by the game facilitator.

38. A method as claimed in any one of claims 29 fo 37, further comprising

transmitting a game entry notification to the invoice generator.

39. A method as claimed in claim 38, further comprising charging the player for
playing the game, and generating the unique invoice identification upon receipt
by the invoice generator of the game entry notification.

4Q. A game playing device comprising:

a transceiver for communicating with a game facilitator over a
communications network; and

a processor configured to:

receive game entry information from a player for playing a game;

transmit the game entry information and a device identifier to the




41. A device as clainmed in claim40, wherein the processor is further
configured to transmt the unique invoice identification to the gane
facilitator as a verification code -3nhen the player wishes to redeem a
prize for winning the game. 42. A conputer programfor controlling a gane
pl ay device conprising: a downl oadabl e set of instructions for causing a
pr oces3sore fetilitatar, gane pl ay device to be configured to: receive ganme entry
information froma player for playing a gane;  transmt_ the gane entry

i nf or mati on and FSC%%‘?/?%é”'qu%H’[VPFPéﬁ’e"&'BCQtW@ frognihg 9ems Petigi%y . recei ve an
uni que invoi ce igigatdridisplyited uhigennibRe timBfidABh Forll@bQka Store or display
the unique invoice identification for use as a _verification code to be
transrﬁe?‘f'éﬂ“qrbchﬁetodﬁ%a'F%fﬂ'ittleptt%lﬂdﬁ gamg faglitadre it therpyent H@t tha ayer has won
t he g3imBjer ABSWORER yem@nghadi spl ay results of the game. 43. A gaming system
conprising: a conmuni cations network; a games facilitator for facilitating

a gane, the ganmescdiachhd dieplay revultabold dathdbe coupl ed to the conmunications
network and operable to receive via the conmunications network a

comuni cation froma player using a conmuni cations nmeans; and an invoi cing
means for invoicing the player for participating the game, the invoicing
means 4r r angdeviteaddainmaph ethirh d0t Wieeremnthe pracatsw s funeemannifiganed to | ndependent

communRary e ke bPRES [tnh Fok® e RN B IRy & 10" 7

r ecei wehea the pelyecwishemiocatie®n afprieenfortwienipy eheegancont ai ni ng a set of gane
entry information, the first conmmunication being sent via the
comuni cati ons nmeans via the comuni cati ons network; the comrunications

network or the games facilitator is operable to notify the
42, A computer program for controlling a game play device comprising:

a downloadable set of instructions for causing a processor of the game

play device to be configured to:

receive game entry information from a player for playing a game;

transmit the game entry information and a device identifier fo the
game facititator;

receive an unique invoice identification from the game facilitator;

store or display the unique invoice identification for use as a
verification code to be fransmitted to the game facilitator, in the event that the
player has won the game; and

receive and display results of the game.

43. A gaming system comprising:

a communications network;

a games facilitator for facilitating a game, the games facilitator arranged to be
coupled to the communications network and operable to receive via the communications
network a communication from a player using a communications means; and

an invoicing means for invoicing the player for participating the game, the
invoicing means arranged to be coupled to the communications network and

independent of the games facilitator but operable to communicate therewith via the




i nvoi cing neans of the first conmunication; the invoicing neans is operable
to generate a gane participation invoice having a unique invoice
identifier in response to the notifggation and to communi cate the unique
invoice identifier to the ganes facilitator via the comruni cati ons networKk;
the ganes facilitator is operable to enter the player in the gane and
associcatrenmﬂi@tiopﬂs agfimo'rlg game entry with the unique invoice identifier; and
the games f\@ﬁéréih,ttﬁég;;arﬂeé fQ&lﬁé@Pls%ptefab‘f‘ee{o%Béi{?eea%hs‘f"'c&rﬂﬁ{unf%%tiérhﬁorﬂane by
conpari ng e se gane entry rnfornation wth a set of W nning

cri t efthaplagerdgontdininge spt afygameé snindetoenatiane thet fostmnmrenigdtiondejngtsensend a
second; ATRRISHRBS AebhEBYAY E8mPAREAHAMwdAnNi ng [ nfor mation. 44. A
gam ng nmethod conprirsing: receiving a first commuhi cation froma pl ayer
cont ai ni ng tee semmuhicgtions nedwenkyor ithef games facilitataréceperablg tanctiftei ce
communl GahdPRLLOM A0 ol RASARNARG| NVOl cer containing a set of invoi ce

i nformati1 o having a unique Invoice identifier; entering the player in a
gane in asdbeinoicog mearts it heerable togeneratsi xgame padicipativronyoidebaving ai ng a

W nner, ueti%ic%%agntﬁi%r ﬁﬁorggap?dd'fsggo %@%o?iﬁéah%h aqgrlr(?cc?rﬂhm‘icaf[enﬁg Lﬁ%b%on wth a
set of nning criteria;, and senhding a second conmuni cati on he pl ayer
cont aiimioing idéntifienty the ghoestadilitator Via theccqphraymcations detverkri ned to be the

W nner. 45., 8§rﬁéé’ Rlotbr i%@eﬂa&e%%ﬂ{gr% @Xgérer‘ heteg{éﬂqgsﬁ{ct’%so?ﬁ{eﬁﬂear ranged
to be couple 0 a conmruni €at ons "net wor nd operabl e 1o conmuni cat e

t her elpjayei’s gama eplrayth tiws Lniguainvokenidengéeri ams neans and with an invoicing
reans - 35- thé‘@%rﬂ&é‘%%maté’ﬁ i§ngraﬁﬁrtx(a%}?rm%rae\hﬂnép&tﬁéaﬁé(rﬁé bg%o%{ﬂglri le to:
receive a fir conmuni catron Tromthe player contai ning set of” gane

ent ry thenéedrafrgamerentry frdofmation witbransetictwinning doigdriagase ftthe pleyehie
Comra'efe%'l'fn%'a% be the winner, to send a second communication to the player containing

winning information.

44, A gaming method comprising:
receiving a first communication from a player containing a set of game
entry information;
receiving an invoice communication from an independent invoicer
containing a set of invoice information having a unique invoice identifier,;
entering the player in a game in association with the set of invoice
information;
determining a winner of the game hy comparing the set of game entry
information with a set of winning criteria; and
~sending a second communication to the player containing winning

information if the player is determined to be the winner.

- 45. A server for use in a gaming system, the server being arranged to be
coupled to a communications network and operable to communicate thereby with

a player using a communications means and with an invoicing means




means via the comruni cations network; notify the invoicing neans of the
first comrunication; receive a gane participation invoice having a unique
invoice identifier fromthe invoicizgg nmeans via the conmuni cati ons

network; enter the player in the game and associate the player's gane
entry with the unique invoice identifier; determ ne a winner of the gane
by corﬁpdepagderht@fﬁm sefvegambemin the seméoisrmneirahlevtbth a set of wi nning
criteria; and, h'ké}gbpl s,.determ ned . to be the. wi nner, send a second

conmuni cat i c?ﬁ’eivé’ g u'BBﬁtﬂc’d’l ORY W MiRYRy CoipBInma 87 of game

entry information, the first communication being sent via the communications
means via the communications network; notify the invoicing means of the first
communication; receive a game participation invoice having a unique invoice
identifier from the invoicing means via the communications network; enter the
~player in the game and associate the player's game entry with the unique invoice
identifier; determine a winner of the game by comparing the set of game entry
information with a set of winning criteria; and, if the player is determined to be the
winner, send a second communication to the player containing winning

information.




