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402
Provide a wager area and multiple card
generators, each card generator, when
activated, producing one of a predetermined
number of card values

'

404
Receive the one or more wagers from one or
more players, each wager for an outcome
selected from a group of predetermined
outcomes comprising one of the card
generators producing a winning card value, the
card generators producing equal card values,
one or more of the card generators producing a
card value below a first predetermined value,
and one or more of the card generators
producing a card value above a second
predetermined value

l

e ~

406
Activate the card generators to produce one or
more game outcomes from the group of
predetermined outcomes

Y
408
Settle the one or more wagers according to the
one or more game outcomes

FIG. 4
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