WO 98/,36809

PCT/ US98/ 03 . : ' | NTERNET -
'SCRATCH- Q:F@W“” | * Field of the I nvention PCTUssmosLs -
The present .invention relates to an internet vérsion of scrat ch- of f- ganes
ofthe 5 type wherein a player renoves a portion of an inage to
expose gam ng synbols, the _ mat chi ng of which determ nes a win.
Background of - the I nvention A multitude of scrat ch- of f
gam ng cards are presently avail able through retail 10 "outlets

such as conveni ence stores. Such games have neet with great success and
devel oped-a fol | owi ng of dedNTNRNEPISORATCISONH GAMECasual pl ayers.

However, to - - participate in the games, players have to travel to
a ret aiI source of gane cards. Obj ectives of the Invention

15 ' It is a primry objectlve of the present invention to
provi de scrieldofelid Inyemiong vi a o an el ectroni c nedi a. '

Anot her Obj ective of the invention is to provide scratch-off gane cards as
el ectronical | y pThmntemtmathmmm intaines wersianiof stratobrafé games of the

-,_5 oo type wherein a player removes a portion. of an xmage to expose gammg symbols, the’

‘matching of_wlnch determines a win. -

A multitude of scratch-off gamiﬁg cards are presently available through retail
10.  outletssuchas cenvenience 'ste'res Such games have meet Qim great Sﬁccess.and 3
developed a following of dedicated players as well as casual players However, to

part1c1pate in the games, pla.yers have to travel toa retaﬂ source of game cards

_ theg. tives of the Invention i
15 It is a pri_mary obj ective of the preseht inveﬁﬁon to provide scratch-off gaming via
an electronic media. o |
Another objective of the fnv_ention is to provide scratch_-off game cards as

electronically pfoduced images transmitted over the Internet.

20 | ' SUMMARY OF THE INVENTION
' The image of A scratch-off game card dlsplayed on an internet Web page is created by
generatmg a game image which includes one or more - alphanumerics and/or symbols -
.whlch comprise a classical scra_,tch-off matchmg game. The areas cqntmmng the game
- elements are rei)laced or covered by a secend image which obscures the gaming elements -

25  which mayor may not be pfesent as subliminal portions of the basic game card. A |
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20 - SUMVARY OF THE | NVENTI ON

. The: |nage of A scratch of f game card displ ayed on an- i nternet Wb page i s
created by wo 9836809 generating a game i mage whi ch incl udepcmsgmslmre-
al phanunerics and/ or synbol s : ~ whi ch conprise a classical
scratch-of f matchi ng gane. The areas contai ni ng the gane

el enents are replaced or covered by a second i mage whi ch obscures the

ganmi ng elenments 25 . which may or rray not be present as sublim nal
portions of the basic garre card. A - . : V\D 98/ 36809 _
PCT/ US98/ 03145 2= | o -2-
br owser yer deter ) nes, if e scratch of f nme card represents a win by -
dr aggi ng tg@wserplayer Eftéﬂ e $5{Aleh-pf gamg W‘stan ‘ﬁ%%@%m ch

enpyves t he i mage

hi d h Th

olr ie'nittieatgg’;rns&%e ﬁ)&g‘&“&ﬂ*@ﬁﬁcéﬁm&‘ﬁﬁmb&d&%m SAFas: TRR'aE80m " pl ayer

t he |rrpressron t at hi s. or.._her. act.i onthvmth th courser¥m§{ a r%%

covering f FPRVes gie scicermg @ﬁ%e%rﬁ%ﬁeg CagHe ‘ng{lm}?ﬁ& ?SS‘?%F ng t he
t ted

L;Vgnr;ggo%ﬁggrn;g ner gﬂﬁg&r%aictmnw%thefcours OQ%?:Eov‘ixé(é*PQ&&ﬁi&%ﬁ:{ eate

nrsm or e nd ot her

obj ectives { ppar ent
g tte%s}ui‘b%& U5 @ Bebt thbide d Qhé"fnjvenﬁqe prﬁ%?tgﬁ % d;s anﬂtntaﬁcsa

from _ the detail ed de: crlptlon d best node of

practici ngaﬁdrsrsym&tua:earea&uobamdomnmber g%ﬁ&r&t@%ﬁe@dad;snﬁ THebeigbRE by the
acconpanyi ng draw ngs, wherein: 10 BRI EF

DESCRI PTI %d'&thtﬁSs and features of the mventlon will become more readily apparent from

the detailed descnpuon of the preferred and best mode of practlcmg the invention which
follows and is supported by the accompanyxng drawmgs, wherein:
10 |
| DESCRIPTION OF DF
. Figure 1 is a process flow chart illustrating the ﬁmctional sequence used to
impiement a preferred embodiment of the invention.
| Figure 2 is a simulation of 2 typlcal prehmmary game player regrstratron mternet
15 o Web page used in practicing the mventmn
Figure 3 illustrates the mteractxve hyperlmk structure bnngmg about the mventzon
" Figure4isan exemplary internet Web page containing a typxcal game card
partially scratched off. |
| | Figure 5 illustrates the progression of a typical scratch-off gau:e. :
2 - . ; _ | S
| DETAILED DESCRIPTION OF THE oN
In the best mode of practicing the invention, an irrlage of a scratch-off game card -
is deriired from an internet source and diépiayed on a browser's terminal. The game card
image contams gammg alphanumerics and/or symbols created by a random number

25 generator mechamsm At the game provider source, a cover tmage is supenmposed over
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_Fi gure 1 is a process flowchart illustrating the functional sequence used
to L

’ - |nplenent a preferred enbodi-nent of the i nventi on.
Figure 2 i sycrogxiegay ation of a typical prelim nary gane pl ay rCTresysasI4at | on
internet 15 -~ \Web page used in practicing the invention.
Figure 3 illustrates the interactive hyperllnk structure bringing about the
i nventi on. ' Figure 4 is an exenplary internet \\eb page
containing a typlcal gane'card : -partially scratched off
Figure 5 illustrates the progression of a typlcal scratch-of f game. 20
DETAI LED DESCRI PTI'ON OF THE | NVENTI ON ~ I n the best node

-f’% Séffb'eﬁét?ﬁas%t?éaé%ﬁgﬁra@esgraap%? Sl Sp b o %ﬁrgregw_ |
]
Ly o craituemegeed images st BRSPS SuRenif b Bt SPHALY BRRARKRLT Ol e

%WS 8 /p gg\é e Horized, rtﬁe paif Of&\ﬁgﬁmbﬁg%ﬁw?ﬂ BE g FBRE AL ir0AR File are transmitted

1 cast (RE Blrtetalayetym beemes Toorpdomly grored guning clepepr menet, 1%
S i e iy s
SUper i MPOSKEr IRAGS Wherithe @R el ls&xeaﬁea&aewtn/hem Status aﬁ&mdatdad known
~ by the provider but the browser is not aware of the gaming elements. Movement of the -
browser's cnrsor across the brows.er's screen is tead_ over the external link coup_lin'g the
| browser's vveb-nage display to the game card cover image file and creates a permanent -
0 | window by deleting the portion of the cover image file as the cursor is moveti around
various coordinates of the file. Thus portions of the underlying superimpos'ed image ﬁ'om
the game caro file are exposed. Alternately, the cnrsor movement paints the gaming: -
images to create an id’enticai effect for the playef The game provider has previously
determmed if the thus exposed portions of the image game card eonstltute a winning
15 selection and the browset‘s cursor movements simply advise the game prov1der that the
browser is playmg If the uncovered pornons of the image game card represent a winning
. selection and the browser was certified as a bona_ﬁde contestant, the browser is advised .
and the browser’s account is appropriatelv credited or if an actual prize rather than a credit
is being awarded, an e-mail message identifyitxg the winning browser is transmitted to the
_ .20. ' prize supplier so that the appropnate pnze may be Shlpped to the browser. |
‘The functional sequence used to implement a preferred embodlment of the best
mode for practtcmg the invention is 111ustrated by Figure 1. An internet browser is lead to
the advernsmg banner 10 as a normal browsmg function on the internet or hyperlmked by .

a pa;tlcxpatlng advertiser. Game 1_dent1ﬁcat10n and selected sponsor logos follow the

25 ' advertising banner ina program box 11 which inchudes pointers 12 (hyperlinks) that -
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to a selected player on the internet. The randomy generated gam ng

el enments are .not 5 generated until an internet browser elects to
play the.gawe sndseeeet s any predeterm ned  prer eqeCHUSSs3148hen
the game card is created, the win/no-win status of the card is known

by the provider but the bromser is not aware of the ganming el enents.
Movenent of the . -~ browser's cursor across the browser's screen is
read over the external |ink coupling'the : browser's web page

di spl ay to the ganme card cover inmage fI|E and creates a pernanent 10

wi ndow by del eting the portion of the cover image file as the cursor is.
‘moved around varlous coorleates of, the f] cggﬁg ort s of

t he und_erl %%Bﬂ%@é‘d’ ayer to web pages are
Fhages to dREERaIGHHcher ?qs%ﬁééoﬁ%rog@)faeﬁr‘é” Bang g AR o Sfi”z%iwm%r has

I d t f th
g;ﬁl\;l 2§fdy&?p{§?ﬁlﬂﬁf %6 %ndjfflﬁr %%%gh&né&%nw#f? exposed portions o e | mage

W nni ection and the: browser's cursor

movenent s Si npl W %ﬁ?&ﬁ, owser is
p! _ay| ng If the- uﬁtqlovereaéﬁortl ns oxh?ﬁéé%%{egazagmﬁmpggph g\t a o

 typically elects Efufifpith &b Mesv'*we%@qur THBHistéhibéd theglaperta bona fide
cont estant lh ]{)rovvser i S advi sed and the browser's account

i's appr Oprllﬁb at@ffﬁﬁldrbﬁuﬁhghfbrmwfdduﬁipHiékﬁﬂhéWdWagébﬁnmﬁmglthdlt
i s being awarded, an e-mmil nessage-identifying the winning browser is

transni t t edprogratdisox P0to check the "How 1ePhybWebgrags d4 tithoccusienaliythofRules & pri ze

may be shipped to the browser. The functional sequence
used to |nmgmow'mmsabﬁjmabmthﬁpmmmllaﬁereachWebpagm%ie for
practicing the invention is illustrated by Figure 1. An:internet browser.is

| ead to.  investigated. Iﬂm@%wmtwg’ BpwFRectiveplayer mayselest the deme ey
adv | sor peueL¥ BIRERPELERY e RS R Eens o same AR P SHATKES s
Chyoer! TS 0830 ekt BpOHLUD B acka Y i 5 gk 985 1A GHcing Bk the
player to the demonstration scratch-oﬁ' game card 21 which is 1dentlcal to an actual game
card 22 | |
_ | 'In the preferred embodlment the "How to Play" Web page 14 begins with an
15 - mn'oducnon such as "HOW DO SHOPPERS PLAY?", followed by the followmg

mstructlons in a typical apphcatlon

IFYOU ALREADY HAVE A WALLET
Visit any of the Partlcxpatmg CyberCash Merchant sites
20 o -~ Makea transaction with your CyberCash Wallet usmg the Credit Card or

| Cybercom servxce(s) ' o

~ Go into. your CyberCash Wallet and select the Transactlon Log in your
Wallet. _ _ | |

Make note of _the "Order ID Nﬁmber“ to gef yéurﬁee gé:ne pl_ay., (Cut&

25 . . | | Paste)
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‘WO 98/36809 - . ~ - '

PCT/ US98/ 03145. ' transport a bromser and prospectlve gane

pl ayer to WE®9%&@E% whi ch include gane related - - i FETUSRROB S such
as instructions for playing the gane 14, a list of prizes 15, rul es which
govern play 16 and a |ist of part|C|pat|ng sponsors 17.

Upon reaching the first group of hyper|'i nk. p0|nters 12, a perspectlve

player 5 typically elects to junp to the "Prizes" Wb page 15. .The
list entices the player to knvestigate further by using a _
browser to junmp back to the Wb page cont ai ni ng the -program-box .
11 to check the " a 14[5 Gy ﬁ Wiy es & _
Regul ati ons" V\éb pa\ékeeﬁefg%e @fﬁ qul ?‘eibg{riogra‘%l f§ ter each Wb
page. i s i nve t .suffl ciently noti vat ed a perspective

“pl ayer may seI ect the de?éodgggrre%dfdiy poi nter 18 whi ch hyperl i nks the
player to a denpnstration game Wb page 19. This Wb page is

“identical in appearance to an actual game Wb page 20. It aut omatically
l.inks the. YQUDONOTMED\mmdeWDnS”aU on scratch-off garre card 21

which is identical to an actual gane card 22.

Inghe preferred enb&ﬂédfﬁi&CyHef@ashWﬂﬂdtBu&bmyﬂthﬂby&e@hme begins with an

15 - introduction such as "HOW DO SHOPPERS PLAY?", followed by the
following i nstmwwbnrcashcambypihcaroapplwmﬂigsn lF -
YOU ALREADY  HAVE A WALLET:; " Visit any of the

Parti ci pating CyberCash Mervew syiereash sam/swpepstakes). ~ Make a
fransaction with youp Ol ied fﬁ%sé‘yb\é%asﬁ%ﬂfet Py Bt t Card or -
| | ' Create a'User IDandbind a credlt card and/or checlcmg account,
10 . (You can download money from }our credit card to use wﬂh Cybercoin
| Servicc.) ' | | | N
* (Ba.nk verification for your checking account, may take upto3 Susiness.
~ Visit any of the Sweepstakes Participating CyberCash Merchant sites.
15 | | ~ Useyour Wallet to make a transaction using CybetCash Credit or
| | 'Cybercoin service. '
After successful transaction, go into your CyberCash Wallet and select the
'i‘ransaction Log in your Wallet. | ' | |
Make note of the "Order ID Numbef“ to get your free game playor... (Cut
20 o o & Past the number) B | | |
" Select the "CLICK HERE TO PLAY™ button at the Point-of-Sale Web

page! .
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Q/be'rCOi n servi ce(s)' - : o into your Q/berCash
Wal | et and select the Transactlon Log I n your. .

Wal | et . WO 98/36809 - Make note of the ' _Order IEchJsbmsuso -
get your free gane pl ay. (Cut & 25 _ _ Paste)

WO 98/ 36809 - _ ' N : : ' .
PCT/ US98/ 03145 - Sel ect t he " CLI CK HERE TO

PLAY" “button at the Point-of-Sale V\éb '

page! ... and Play! . . IF YOU NOT ‘HAVE A WALLET: 5 -

Sel ect “the Cyber Cash Wallet Button. onThz CyberCash site
(www. cyber cash. CO;Q or the

(WA, cybercﬁ@WEQ Is&\ge‘p ‘a—(w NJavaEna%ledBrowsers) * Downl oad t he -
Cyber Cash Wallet & q Create a User

Oyber Cash Vel et & Qg but BN igrew, CyberCagip # sndgrier D ¢
(You can downl oad mnfﬁ’en%e?é&ﬁ%ére {o(églt card to use with Q/bercm n

Service.) verification for your checking
account, may take up Aﬁe@vﬂﬂ&d@mappearmsplaymgyourpnze amounts days)

5 ' o Match three (3) hke prizes, and win that prize!

HOW TO PLAY THE GAME? (Java Enabled Browsers) |
~ Enter your E-Mail Address CyberCash ID #, and Order ID #
Then, select "I Agree to Play”.
10 - _ _ A new window will appear dlsplaymg your game card
| | Usmg your mouse and pomter "scratch" the boxes on the -game card to:
reveal the prizes.

Match three (3) like prizes, and win that prize!

15 HOWMANY TIMES CANIPLAY?
You can play one (1) time per one (1) successful CyberCash transaction. '

HOWDOI GET MY PRIZE? _ _
Participant will be requ&sted to complete an "Ehglbﬂlty Release Form",
20 __ - ' _ upon receiving 2 wmmng game card. '
| Prizes will be mailed or shipped to information provided on Form. . ..
Make sure the information you enter for your game play is accurate! I
| not, send an E.-_mail with your updated information to |
25 |
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~Visit any of the Sweepstakes Parti ci patr ng Cyber Cash NErchant sites. 15 .
Use your WAllet to make a transactron usi ng  Cyber Cash Credit or-

~.Cyber coi n- s&YQP¥/26809 : - After successfuIPW/HMIﬁon
go into your CyberCash Wall et and sel ect the - - _
Transaction Log in your Wallet. , : Make not e of the
"Order. | D Nunber” to get your free game play or ... (Cut- 20
& Past the nunber) : - Sel ect the "CLI CK HERE TO PLAY' :
~button at the Point-of- Sal e Wb _7'__ _ page!
WD 98/ 36809 _ o '
PCT/ US98/ 03 -6  HOWTO
PLAY THE @M?gvauggbl ed Br ovvsers) - ' Enter
your . E- Mai | Address, :
Then, select "I Agreeﬂ‘lggll%’%ﬁbbéngtaSt f’é‘%a?sr&e&dér[) A new wi ndow wi | |
- appear di spl-ayi ng youNoFurdt@issiNeaess See@mgal Rules foraltemanvemeadyfi)tt'@ﬂﬁ:)"ree
(3) like prizes, and w n that prlzea?Y( HOW TO PLAY THE GAME? .
(Java Enabl ed Browser a)l federal, state and local laws apply. VolivvBére peshibited¥yi lawAddr ess,
CyberCash I D # and Order ID # Then, select "I

Agresg to Pl ay" - VOld in the state of Florida unt11 November 10 1996
| Game is void in Provmce of Quebec in Canada. _
Partlclpant information must be true and correct False mformatlon may

result in dlsqua.hﬁcatlon &om game

10 " The followmg rules and regulatlons are presented by the "Rules and Regulatxons"
- Web page 16:

1 NO PURCHASE OR TRANSAC’_I'ION NECESSARY TOPLAY: The _
CyberCash Instant win Game and Sweepstakes #CCSGOOI begins at 12:01 am
15 EST, November 1, 1996, and ends at 11:59 pm ET on December 31, 1996 or upon '

the play and completlon of all 40, 000 game txckets whichever occurs first.

2. ELIGIBILITY: Game is only open: to legal residents of the United .Stat_'es and
| Canada at least 18 years old, Employees and directors of Real TIME MEDIA
20 (RTM), CyberCash, Yahoo, Softbank, First Union, Khera Communications,
‘participating sponsors, participating merchant web. sites, information providers,
sysbps, gameops, soﬁware developers, content providers, their affiliates |
subsxdlanes, adverhsers, adverhsmg agencies, promotmnal and marketmg
agenc:es, and their’ 1mmedlate families (and those living i in their same households)

25 " areineligible. By participating you agree to these official rules and to the
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0 - Anew wi ndow wi I | appear displaying your game card. L

Usi ng your nouse and poi nter, scratch t he boxes on the ganme card-to

reveal the WOI9886809 - - Match three (3) i»m'lvasswoams
and win that prize! 15 HQNI\/ANY TI MES CAN | PLAY?

You can play one (1) time per one (1) successful CyberCash transaction.
HOWDQ | GET. MY PRI ZE? Participant will be

‘requested to conplete an "Eligibility Release Fornf, 20

upon receiving a w nning gane card. _ -Prizes wll be

mai |l ed or shipped to information provi d'e%l’on Form

Make sure the informati you enter. for your. me ., pl .y IS ac urateI | f
not, send an E- G&FIFions ?ﬁ'gwﬁlse%%akw &Bﬁ '(‘l? e Instant

Eg:-l?-; aggg) Bgii; %9{3 Game & Sweepstakes is vord in thV\grovmce o%(guebec in Canada, void in -7-

5 ggﬂr\A:RZr Ggl gglr‘ E%xe state of Florida until November 25, 195% aa¥t§ mJ S hr'B‘%edilgy iag,ast 18

5 . 3. . HOW TO PLAY: You may play the mstant wm game by aceessmg sponsors |
| o _Internet address athttp //www eybercash com for a list of partrcrpanng Merchants '
_'URL s Web addresses When you complete a transaction by usmg your |
CyberCash Wallet or Cybercom you will be presented with a umque transactxon
_ _ _number Record tlus number as you will need to enter it into'a Held to play the
10 instant game. You w111 then be presented with an Instant Win Game Card | |
| contammg representatrom of atotal of 6 prize boxes, You will be instructedto -

- enter your full name. E-mail address, CyberCash ID and unique transaction
number in the fields provided and select “the I Agree to Play” switch. You will
then scratch off (wrth mouse) the graphic image covering the 6 pnze boxes to

15 ' reveal the prizes. .If you do not have the Java browser, soﬁware enablmg you fo |
' - view the Graphic covering, you will immediately be presented w1th the complete
A game card and the prizes. If you match exactly three (3) of the same prizes you

win that prize subject to verification.

20 4 SWEEPSTAKES and SECOND.C.HANC'E DRAWING: For each game play y_au
complete whether by Interrtet or by the alternate means of entry you will be
automatically entered into a database for the $10,000 Cash Grand Prize and any.
other unelaimed prizes from the instant portion of the game. Winner(s) willbe
selected in an electronic randomized drawing on or about J anuarj 15, 1997. The

.2'5 - Grand Pri?e sweepstakes winner and any other winners remaining from the instant
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No Purchase Necessary (See Official Rules for alternative means of entry).
Al'l federal, state and |local |aws apply. Void where prohibited by l'aw 5
Void in theWQ9¥3688% Florida until Novenber 10 1996 o PCT/US98/03145
Game is void in Province of Quebec in Canada.

Partici pant information nust be true and correct. False information may

result. in disqualification from gane. 10 . The foIIovm ng
rules and regul ati ons are presented by the 'Rul es and Regul ati ons"

Wb -page 16: 1. NO PURCHASE OR TRANSACTI ON NECESSARY TO
PLAY: The Cyber Cash TAstant win Game and Sweepst akes

A#CESEA. begi ns a‘tg?%% ﬂP ééssg]%e]\ym& nof&g% bg Fleﬁg%xﬁcs &all%)m%ﬂ%? imsjtal nlx%? 6, and .

ends at 11:59 pr’r? t he

2I ay aEEI aog}):_letg S |sg§gfhgggn% ega re\émgw‘te iéﬁ%e l%\%?{én

States and - RACG vihnin a&&@ﬁg rﬁpﬂzgyd-?gn@nd
di rectors of Reaf1 texceele/éDfOOOOCb E%H Mmqb%r Cash Yahoo

Sof t bank, First b@tﬂémudﬁﬁéﬁelﬁﬁbmﬁimeﬁidmbewunclmmedrem instant win.
partici pati ng sponsors, participating nerchant web sites, ormation

provs ders, _ pnzescannotexceedSyQ-O,DOO ‘ganmeops, software devel opers, content
providers, their affiliates - subsi di ari es, advertisers,
adverti si ng agenci-es, pronotional and marketing

agencies, and their' immediate famlies (and those living in their same

househol ds) 5. 25 ALTERNATEMEAN&QFENE&Y@EEHWBVIMP ANgqr QOlagree

to these OffICI al rules and to the
legibly print your name, complete address, E-mail address (optional), zip code,

and daytime telephone number on a 3 inch x 5 inch piece of paper ;md mail to:
10- R "Cybercoin Free Play Request", P.O. Box 4613 Philadelphia, PA 19127 USA.

o o Game play requests must be p'os;tmarked by December 31 1996 aid recgived by
January 7, 1997. Limit one en'try.pex_: person per day and each entry must be
mailed in a separately staniped envelope.. RTM official personnel will plé,y one

| | (1) free instant win Game on your behalf per entry received. Only winners will be

15 | i notified by electronic mail, or regular postal mail, No ph,oto'cbpies, reproductions

or facsimiles allowed. Sponsor is not responsible for late lost, illegible,

incomplete, stolen, misdirected, or postage due mail. -

6. PRIZES AVAILABLE and ODDS OF WINNING: The overall odds of obtaxmng
.20 ' " aw wmmng game card are based on random selectlon of 40, 000 game cards are:
1:123. Number of prizes and odds of winning prizes of different values are as
~ follows: (5) $500 are 1: 8000; (25) $100 are 11600; (2) Sotty TV's (approximate
retail value $400) are 1: 20,000', (4) Sony CD Discman (approximate retail value )
$200) are 1, 10,000; (10) Sony Walkman (approximate retail value $57) are 4000,
_ 25 | | (280) assorted Softbank, Yahoo & CyberCash t-shirts (approximate retail value $
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WD 98/ 36809 - . ' E :
PCT/ US98/ 03145 - 8-

deci si ons WO83680udges whi ch are fi naI and bi ndi ng in all P@'E/H§?§!‘§145‘I'he

- I nst ant . Whn Garre & Sweepstakes is void in the Province
of . Quebec in Canada, void in the state of Florida until .
Novenper 25, 1996, ‘and where prohi b|ted by | aw.. . 5 3. HOW TO.

PLAY: You may play the instant w n gane by accessing sponsors

| nternet address at. http /1 www. cyber casg comfor a list of partici pat| ng
Merchants = . URL's Wb *addresses. When you corrpl ete a . '
transacti on by berCas || et - Cybercoin
you will be prégi 3d¥§§]twwﬁtlaﬁlgbﬁﬁa’ﬁgd§éﬂ?% Vhlidafion nunber. -
_Recordthls nurrbe S need to enter it into a Held to playthe 10

i nstant gane. ﬁﬁﬁ%ﬁofl%gﬁzew(be presented with an Instant Wn Ganme Card
-cont ai ni ng- represent ations of a total of- 6 prize boxes, You will be
instructed to - enter your full name. E-mmil address,

Cyber Cash 4 D ¢ m 'm a&ﬂdn@&reservesthen t to substitu hcaéhﬁﬂh‘é fields 2
provi ded and select "the |- Agree to Pl ay' ch You wil :

thsn Scratch Ofoffeéxmlbhgtméﬁealuéfa@pﬂﬁe%mm@ewmgmenﬂe rig ahypoténtiali ze boxes
to 15 - " reveal the prizes. If you do not have the Java :
 browser, soft awiinetiigd Canslisnossitient prior to the award of the prizeywimmertthestGr-aphi ¢

coverinng, you will imedi ately be presented with the conplete . :
garme card-and tcbn'enpﬂylmeram%mahmlshllqneﬁmhwlm“e@ﬂ(esbmome sarre prizes

you . . W n that prize subject.to verification.
- ' mechamcal aid, By acceptance of apnzes, where lawful winner consents 10 these

.of his/her name, lxkeness voice, picture, and or sobriquet name . without further
10 | - | o  consideration for advertising or promononal purposes. Pnz_ewmners_ may be
| | | required to 'execute.apd-retmrt an atﬁdavit of eﬁgx‘biﬁty and Iiability re_l_ease and
Where lawful publicity release within 21 days of notiﬁcation Non-compliance, | or
if prize or prize notification is retumed as undeliverable may result in forfeiture of
| prize. By acceptmg prize, winner agrees that Sponsor, 1t's parents afﬁhates, and -
15 ' - o _ related companies, and their respectrve ofﬁcers, d1rectors, employees-, |
| representanves and agents are not responsxble and will be held harmless by winner
. against, for any loss or damage to person or property due in whole orin part
| ~ directly or indirectly to possession, acceptance, use or n_ususe of any prize in thxs.
R Game, or p’articipation in this'promotion. o

| -' 8.. WINNERS LIST List of major prize wumers in the instant Wmner Game and
o Sweepstakes will be posted in the "Wmners Circle" section located at:
hitp://www.cybercash.com, wim_xers names will appear for a minimum of 30 days
.aﬁer contest ends. Thereafter, a winners' list will only be avaiiable by sending an
25  E-mail "Winners List Request" to ceprdmo@prizes.com, or by sending a sel.f .
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-.20'_ - 4. SVEEPSTAKES and SECOND CHANCE DRAW NG For each gare pl ay

you - conpl ete whet her by Internet .or by the alternate . -
nmeans of en‘ﬂvﬂ”?ﬂ”vm Il be . - aut omat i cal | y PCRUSPUBIIht 0 a
dat abase for the $10,000 Cash Grand Pr| ze: and any : ot her

uncl ai med prizes fromthe instant portion of the game. Wnner(s) wll be
‘sel ect.ed in an el ectronic random zed.drawi ng on or about January 15, 1997.

The . 25 ' Grand Prize sweepstakes wi nner and any ot her
winners remaining fromthe instant — _q{_ - - WD 98/ 36809
PCT/ US98/ 03145 ' - : - -9-

porton Of ' i Wue By e 861 BTG B corcstl

nuber of el igi %Erag ﬁds?SP*oltB&@islsphuadelpma,PA19127U9At Wﬂiéc&‘y 40, 000.
Qdds of wi nni ng unélainmed’instant w n game prizes depend

.on the nunber ofCgerOishl @nftiubites; alhg withJuae Edmpil éddressed remai ni ng i nst ant -
Wi n 5 pri zes can not exceed 1: 40, 000. . 5.

ALTERNATE I\/EANS OF ENTRY: To Enter wit hout purchase or transaction _
l egibly print your name, conplete address, E-mmil address (optional), zip
codes, 9.  DISQUALIFIEATION; tSponsards msmespenmblniferlostnmspr@pm x 5 inch
pi ece of paper and nmil to: 10 - "Cybercoin Free Pla
Request”, P. O DBamavaifible mtwpm\fsnpoothﬂmochmnwnscommmcamn& fai

Game Ia requests nust be postnmarked by Decenber aidr ived b
P Y a phone or computFe)r or telephone tra%:lsmlssmns or tec, <:al9 81.(151 ure, Jumb ecf y

' sc'ramble or misdirected transmission or other error of any kind, whether human,_ :
mechanical or electronic. - Persons found rampering w1th the Game y'vill be
10 : drsquahﬁed. If msquahﬁed, Sponsor reserves the right to terminate players
o ehglblhty to play the game for any of the above abuses. In the event the game is
. compromised by v1rus, bugs, non-authonzed human intervention or other causes
beyond the control of Sponsor, which corrupts or 1mpa.1rs the admmlstratlon,
security, fairness or proper play of the Game, Sponsor reserves the nght inits sole
15 = o discretion to suspend or terminate the Internet portion of the _Game_ and

sweepstalres but continue with the free alternate means of entry portion

10. - TAX INFORMATION: All taxes on prizes are the sole responsibility of the

20 K

| : When an Intemet browser becomes 2 player by makmg a purchase from a
partmpatmg merchant and/or otherw1se entering the contest, the browser is hyperlmked
to the mstant win sweepstakes Web page, 20 of Figure 1. Typlcally the Web page is |
sumlar to Flgure 2. It may differ a as requlred by advertiser needs but it must have

25 prowsmns for obtammg playex' related data such as e-mail address 23 whrch enables the
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January 7, 1997. Limt one entry per person per day and each entry must be
mai l ed in a separately stanped envelope. RTM-offi.cial personnel wll.play
one WO 98/36809 (1) free instant win Game on your belperfuspsusisstry
received. Only winners will be 15 - -notified by electronic
mai |, or regular postal mail, No photocopies, reproductions

or fac_si‘ mles allowed. Sponsor is not responsible for late | ost i 1l egi bl e,
i nconpl ete, stolen, msdirected, or postage due nail. 6.

PRI ZES AVAI LABLE and ODDS OF W NNI NG:. The. overal | odds . of obt ai ni ng 20

a wi nning gane card are based on random’s7eTect|on of -40, 000 gane cards are:
1:123. Nunber of prjzes_and_ odds of w nnlw_g prizes of different values are

as . game Prowdet to fPBquéﬁszes( Sybescesh Wallet 1D rygingr 24 whichgrablesithe 11600;
(23) Oggny TV s r0XJ r@te tna Bﬂaﬁﬁf 46%{;3:14@ ue $4 0 gtrmet 1:

/\

2(2)88) .arze .1 or%x(l)brcperbr&e%)ot)alﬁﬁs n?gésa%gﬁ(%egnate r.etai.h val u ?“égﬁ‘)e are

t-shirts (a %&é)fé' %ﬁf%&b&cbﬂlﬁ?ﬁ&n apartlcxpatmg advertlser m&%jsgxglﬁﬂalaser's

PCT/ US98/ 0

-10-5 o ernumberZStovér@jﬂ?erpﬁuéhaséﬂ&oreaﬁ%ﬁ?m?at% e bye%ﬁﬁgﬂf@ﬁ@ed upon

W nner- val i dat1ron and verl

7. PRI ZEsthibhirell diginiZation Selfind e giefiived éfbddikiBit otfqlesubei&ohmxeua&u pjon cash
Priee Figure 1 is outlined by Figure 3 which demonstrates the underlymg hyperlink st‘ucture :
bringing about the invention. Partxclpatmg merchant home Web pages, 32, include a |
hyperlink pomter 33 which j Jumps browsers to the game details Web page, 34. Thls Web
10 o ~ page includes program box 11 of _F1gure. I and the hyperlink pomters assoclated__ _
. | therewith. It may also include rotaﬁng or seq\iencing advertisements, 35 of Figure 3, for
. different ﬁarticipating merchants. The advertisement either part of a fixed ora- '
sequencing list, are hyperlink pointers to participating merchants'hom'e Web pages which
are hypetlinked to appropriate point of sales Web pages. A free .ganie play hyperlink
.15 pointer 36 on participating merchant home Web pages or point of sales Web pages jumps
| the browser to the Instant Wm Game Web page, 40, which is eqmvalent to the Instant
Wm Sweepstakes Web page 20 of F1gure 1. The browser is instructed to enter his or her "
~name, e-_maxl address, CyberCash ID number and Order/-Transacuon number generated
Whm the sales leading to this jump'was made.' Ifthe browser has no CyberCash- Abcount,_
20 the "CyberCash"” portion of the CybetCash ID nnmber request serves as a hyperlmk

pomter to jump to the "How to Play" Web page which contains the foIlowmg

'SUB_STI"I‘UTE_' SH_EE.T (rule 26 )"



5 ' - of equal or greater value for prizes. t hat becone

unavarf | abi e. | {f any potenti al : ~ - winner is a Canadian

resi dent prworosisggobhe award of the prize, winner nust ' PCT/US98/03145.
correctly answer a matheratical skill question without either human or - :
mechani cal a| d, By acceptance of a prizes, where |awful, w nner consents 10
.t hese of “his/her nane, |ikeness, voice, picture, and or
sobri quet nane without further 10 - - consideration for

“advertising or pronotional purposes.. Prize winners may be .
required to execute and return an af fi AT of eligibility and-liability
rel ease and wher e | awf ul pubI|C|ty rel ease wthin 21

days of notIFfYQHtDQNOW%#pWW or : if prize or =
f bl forf f
B e oy oot g RS de et e M o Rt id parori o "

and their respective- .

affiliates, and .15 ani

officers, directors, enpl émeybercash.conq)tor%eprrgp ﬁfe‘%’r REENt at | ves and
agents are not responsi bl g.aRd. Em: ess by wi nner

" against, for -any |oss or gamage)yqo person or pro Berty due in whole or in

- paris Downihd @6 Cyber@lash WilleP&dulkidying@BS SSSi on,  accept ance,

use or msuse of any prize i1n or

participation in thi m&@wde@man@ﬁndacreducardand/&checmng&démﬁlﬂs LIST: Li st -
of major prize winners in the instant -Wnner Gane and ,

Sweepst akes wi | I* be [¥ouken Howhload MAheNfo® your eredit carded usvwiﬂm:gb&domt

http:// waw. cybercash com w nners names wll appear for a mninum of 30
days ' #erdcexont est ends. Thereafter, a.winners' -list
will only be avai | abl e by sendi ng an 25 E-mai|l "Wnners
Li st Request" td" ccpr mﬁ@soe&womch;gkmemong, mayéalqeup to 3 business

10 S - days)

~ Visitany of the Sweepstakes Participating CyberCash Merchant sites. -
. Useyour Wallet to make a transaction using CyberCash Credit or
| Cybercoiﬁ serviee . | | )
After successful transactlon, go into your CyberCash Wallet and select the
.15 | -. o | - Transaction Log in your Wallet.
Make note of the "Order ID Number" to get your free game play or... (Cut
& Past the number)
Select the "CLICK HERE TO PLAY" button at the Pomt-of Sale Web
page' |
20 | |
Ina 51m11ar manner, if the browser makes a purchase ata parncxpatmg merchant'
home Web page, the browser is asked how the purchase is to be pald for InybetCash is
selected and the browser has no account, the "CyberCash" portion of the CyberCash ID
number request serves as a hyperhnk pomter to Jump to the "How to Play" Web page at.

25  the secnon contalnmg "IF YOU DO NOT HAVE A WALLET "

~ SUBSTITUTE _SHEET (rule 26)



WD 98/ 36809 - o - | |
PCT/ US98/ 03145. address starrped envel ope for recer pt’

by Jan 7, 198¥94/3%809' Cyber Coin Wnners =~ - Li stpmﬂmmag -
P. Q.- Box 4613 Phil adel phia, PA 19127 USA. Pl ease specify o
Cyber Cash game number, along with your E-meil address. .5 ' 9.

DI SQUALI FI CATI ON: Sponsor is not responsible for lost;, interrupted or
unavai |l abl e network server or other connections, m sconmunications, failed
phone or conputer or telephone transmssjons or technical failure, junbled,
scranble or m sdirected transm ssion or- ¥ner error of any kind, whether

~human, - . " v&ar&ama" or electronic. Persons found t anpering -
With the Game wi Whepghe "Tpstant e questiogs arg#asWePd dhe data areyguified by the,

Vo b i1 yets ety ek EEDTA CobEedRyggpny &g%dﬁmﬂsladegﬁﬁa?vené the
Paman | nt er BN bRBE ot isgpod %Eé%%&' rogfisibidd s V9 ng B0 iteRe cont o

f S ﬁg% Hobidik #ﬂ@ﬁ;! faﬂfb
' geculrolotn;sl?rf T ess orCB toQﬁe pf ay oe§t hegéﬂgh&gg%‘?\‘g%r r ves toﬁe right
N i§S SOl coyling image Mchmasksthéjga%‘ié&dﬁﬁh&gréé‘éaﬁﬁﬂx\ﬁg :ﬁﬁxﬁﬂe‘i‘@&e the
0 h epst

| nt er net porotlon e Ganme and es but
conti nue Wi dmBddewhich @onstinge Btvariabled\f tRé seitbh b hde 8 this compositeis  10.
TAX | NFORVATI ON.. Al taxes on prizes are the sole responsibility of the

Wi nners  20provided to the playing browsdthe A autorhaticettypeslinked Weebipapes dd wiicipappeayer - by
maki ng a purchase froma partici pating nmerchant and/or .
ot her WI se emtatypicgl ¢dwemmqutclt-¢ﬁgamowd;hgsrew pmhhlmstﬂmﬂons to scratch off .

' certam sections by draggmg the pomtmg cursor thereover to determme ifthe cardisa -

l

10 | winner. Only one complete mask 51 remams in the game card 50 1nustrated in Figure 4.
| Four mask have been removed 52 and the cursor 53 is in the pmcess of removing the fifth
mask 54. | _ _
_. ~ The scrateh—off actions of the player triggers an E-mail message to the RealTIME
 MEDIA Contest Management 41 and the CyberCash Administrative Office 43. The |
15 " RealTIME MEDIA Contest Management 41 direets_ihe shipping of prizes to wi_nners. and
the collection of release forms. The CyberCash Adminisn'aﬁfe Office 43 debits the
appropriate participating merchant for the prize and credits the piayer’s CyberCash
account if api)ropria_te. | o | -
. In the best mode of practicing the inventibn, when a player enters the personal
20 . data and activates the " Agree to Play” hyper-tink pomter of Figure 2, the player's datais
| _ transm1tted to the contest management sxte, 61 of Figure 5. Contest management venﬁes
~ theplayerisa bonaﬁde player based on the data, 62, and randomly generates the gammg
symbols ofa scra&h—bﬁ' game card, 63. Tﬁe gaming symbols may be a single symbol or
a set of symbols. At this point, contest management determines if the symbols randomly

.' .25 ' generated for the player are a winning group, 64
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to the instant win sweepstakes Web page, 20 of Figure 1. Typically the Wb
pageis " simlar to Figure 2. It may differ as required by '
advertiser WeE¥WS68A% it nust have 25 - provi sions for POITIGHISO3NYS  ~
pl ayer related data such as e- mall address 23 Wwhi ch enabl es the ;
WD 98/ 36809 _ _ o _ _ -

PCT/ US98/ 03145 ' : S - -12-

ganme provider to forward pri zes; Cybercash Wal | et | D nunber 24 mhich
enabl es the - : gane provider to eposlt a prlze in-a player's
account, debit a player/purchaser’s acdb for an order or
debit a player S.acc unt |f It is n ree 1 Ul

the g P ¢ PRt T g e &qﬁgﬂaxa‘j

nunber

TIPSR A gvm%%%ﬁw Fydbi i 11

1T bt i o AR b A e Habl 1o £EAE B AR el A "

denonst r at eﬁoﬁﬁﬁ@ Sefafelibéidide ﬁﬁ)@ﬁthant Eﬁféﬁﬁ’b}ggdownloadusx%anl ngﬁfd e@és'?& about |

~the invention. Participating nmerc pages
hypey | i nk p&hﬁ%@&r‘ﬁﬁﬂﬁ?ﬂ%ﬂﬁe@%&%@fnﬁn @ﬂoltﬁe%th , 34.
This Wb - 10 - page includes program box 11 of I gure. t he -

hyper | i nk. peird btatic irsgecmit diserted into the Web pagetahmrgwu HGIF im@)ﬁlebﬁthelsﬁubude
rotating or sequencing advertisenents, 35 of Figure 3, for

di fferent pgane cardstithrbdankewintiows eoveﬁhgtlmckvmstofﬂmrgaMecardthhpmtmnahe a fixed

or a. sequencing list, are hyperlink pointers to participating
mer chant s tuamng\émpdgeiﬂlM$&hcover1mage Thehﬂ&rymwmmﬂammwmbsbrl ate
poi nt - of sales Wb pages. A free gane hyper |.i nk

_lmage and cover image, are supenmpose on e same area of the Web page and
10 . . transmitted to the player, 66. also transmitted is a program which will enable a JAVA
ensbled terminal to selectively remove the .cover image to expOS_e'tﬁe gaming symbols. If
the receiving terminal is not JAVA enabled, the cover image will not be generated and the- .
player will see only the gaming symbol image. If the receiving terminal is JAVA
enabled, both images are displayed and the player cannot see the gaming symbols until '.
15 the cursor is dragged over the areas of the eoﬁer image mésking the symbols, As the
B | cursor is dragged over these areas, 67, the cover image-is deleted er erased tb allew the
player to see the underlying sjmbol image. |
-Contest management process the prize; 68, by crediting the players aecount or
initiating the shipment of the won premium. - |
20 thle preferred embodlments of thls mvennon have been ﬂlustrated and -
described, variations and modt_ﬁcatmns may be apparent to those skilled in the _art. The
image ﬁles.may differ and the g'aming symbols may be anj ofa variety of images such as -
numbers, dollar amounts, premmm xmages etc. Therefore, we do not wish to be limited
thereto and ask that the scope and breadth of th1s invention be detemnned ﬁ:om the claims
WhICh follow rather than the above descnptlon
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15 pointer 36 on participating rrerchant hone Wb pages or poi nt of
sal es Wb pages j unps the browser to the Instant Wn Ganme Wb
page, 40, | 9equi val ent to the Instant o CEIS&BI4 e s
Wb page 20 of Figure 1. The browser is instructed to -ent er h| s or her
nane, e-nail address, CyberCash | D nunber and O der/Transactiom nunbet

gener at-ed when the sales | eading to thiighis$RBet MRS Bﬁéﬁjﬁepl degt €

browser has no Cyber Cash -Account, 20 . the "Cyber Fhe
Cyber Cash | D nunber. request serves as- a {lgyperlink mnlﬂm
“junp to the "How to Pl ay* V‘éb page whi ch conta| ns the f

WD 98/ 3680 ..

PCT/ US98/ o;@?%mm'—s‘ - - 13-

Wilbes DO i din cratch ﬁ' Ie%ﬁjoﬁﬁt the Q/ber Cash
val | et Button on the %@Sﬂ”é’}“ gas ~0 gamevxaane

(www. cyber cash. com) %nhﬁm&h@ﬂiﬂdﬁvmmaﬁﬂﬁlgthestepsof generatmgarandomset
(www. cyber cash. com sweepst-akes) . Downl oad t he :
Cyber Cash Wal]et & qwf(yain)ngsya'tbblsl;mergmgsaxdrandomsetofgammgsymbo@mman a User -

I D and bind a credit card and/ or checking account,

(You can.downl oad mnn;agéﬁtenfmatmamgmne:eardtd m'eateagam'elcalﬁybng@ﬁlen
Service.) - (Bank verification for your checking
accdunt , rray t ake up wr@lgﬁﬁsdsmcar(mnageﬁlemto ascratch-oﬁ'gamewebpage days).

inserting a cover 1mage ﬁle mto said web page at the same location as said
- game card i image whereby satd covet image masks said game card nnage
when said scratch-off game web page is displayed; and erasing said cover'
o image to expose said game card image by _draggmg a terminal dlsplay |
10 | - cursor over said webl page' display of said superirhpdsed game card and

cover images.

CLAIM2. A method for providing scratch-off game as defined by Claim 1, -
including the further etepe of detetmiﬂing ifa player is an authorized
o player by matchmg player prov1ded data with a previously collected data
file; evaluating said random set of gammg symbols accordmg toa
-5 | ' prevm_usly determ_med criterion; and awarding a pnze when said criterion

are met. .

CLAIM 3. A method for providing a scratch-off game as defined by.CIaim 2, wherein
| said .step_ of determi_ning if a player is an authorized player by matching |
player provided data with a previously collected data file includes the step
of determining if said pla_&er hae cotrtpleted a transaction with a |

5  participating supplier.

THIS SHEET HAS BEEN
REPLACED
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Visit- any of the Sweepstakes Partici pat| ng ‘Cyber Cash Merchant S|_tes
Use your Wallet to make -a transactlon usi ng Cyber Cash Credit or

~Cybercoin sw’d/gm After successful mrmsggosmgn
go into your Cyber Cash vl | et and seI ect the 15 _

Transactlon Log in your Wallet. - .- ' - NMake note-of the
"Order I D Nunber" to get your free game pI ay or... (Cut

& Past” t he nunber) - Sel ect tﬁalsSBhét@lésliEiERér Siacec
PLAY" -button at the P0| nt - of - Sal e Wb '

page! 20 In a sim. I-alr7-rranner i f theum) E
purchase at a part|C| pating merchant's

‘browser is asked how the purchase is to be pald for | f QIberCash i's
sel'ected and the browser has no account, the "CyberCash" portion of the
Cyber Cash ICLAIM 4. Amethnslrtbep Wvﬁsa@sa&d?%ébw%nbaw@wﬂto
jump to the "How to Pl ay" age.at, 25 esectlon contahnrl]mg
YOU DO NOT HAVE A WAlsai tepo eelmlmnglfaplayerw% Hegsoplayer by matc

PCT/ US98/ 03145

Wen the "Instant W rplayergrovifisd Sptagtith %PWH%PE‘EF“‘*% ﬁlgtlﬁdg‘?eé thesteR | ed |
by the 9ok eﬁemmneangWsa’ngLayngﬁ)as% f?g@%g@%e ds‘}:l'a&cﬂ#fftéaﬁx edata .

supports a Iegltlnate° card 1's ran

genesr ated, -regi ster ed Sp&e%%p%mguﬁﬁ{e as

CLAIM §. | A method for prov1dmg a scratch-off game as deﬁned by Cla1m 4, wherem
| said step of determmmg if said player has been forwarded to said scratch—
. off game web page bya paruclpatlng suppher includes the step of
companng player provxded transaction data with parucxpatmg suppher

5 - . transactlondata.

- CLAIM6. A method for provxdmg a scratch-off game as defined by Clmm 2, wherem
. said step of awardmg a pnze includes postmg aprize credit to sald players

account.

CLAIM7. A method for providing a scratch-off game as defined by Claim 2, wh'erein
said step of awarding a pri_ze includes shipi:i_ng a prize premium to said

| player.

CLAIMS. A method for providing a scratch-off game as defined by Claim 3, wherein
" said step of awarding a prize includes posting a prize credit to said players

.account.

1T L O R 8

REPLACED
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approprr ate according to the gane Tules. The gane card S overI ai d by a

primary or 5 : ~covering Hrage—which—masksthe gane card in the
areas cont gy o)skshge nunmbers or hrsShee Has BeS RB@E&dwWhi ch cmmrlﬁssmnmlshe
variables o the scratch-off gane a jte is

provided to the playi ng. browser as Hmﬂummgerl i nked Vb page, .

whi ch appears- 5 as a typi scratch-of f gane card
Figuré 4, with instructions to scratch of f . certain sections by
draggr ng the poi nting cursor thereover. tg determne if the card is a 10
w nner. Only one: corrpl ete mask 51 renarA8-in the ganme card 50 .illustrated
~in Figure 4. Four mask: have been rem)v(ii g %1 crﬁrsor 53
is in the [CIARMS. of Amethedfer nrevidingpispratch-off game as ‘iﬁgg‘* %

.The scratch-of f actrons of the pl.ayer  tr,i rs, an, E—rrarl t he
Real TIME saidst W@%‘ﬁ&‘?ﬂs P@%“&’ﬁ

Admini strative O fice, 43. The o Real TI I\/E I\/EDI A Cont est Managenent
41 directs the shi pprﬂl@"’ﬁf pri zes to wi nners and - ~ the collection
of release forns. The Cyber Cash Administrative Ofice 43 debits. the = '
appropriate participating nerchant for the prize and credits the player's

- Cyber Cash -' 0. A byiftg BS&QRk -%@&am via an interactive - In the-
best node- oqL‘%‘%cpr cing ﬂﬁjg | néll %ﬁ? V\kl pel ayer enters the personal -
20 -~ data and %H:Hﬁﬁ&%oﬁé‘t@etwbﬂéﬁk%xﬂg&h?k fofyper -1ink pointer of .

Figure 2, the player's data is . : transmttedtothe cont est :

managenment site, 61 Gligralig agmiepﬁwmeeafaphyagemnutopmcinawnascratch-off
the player is a bonafide player based on the data, 62, and randomy .

generates the gam ng game: . synbol s of ‘a scratch-off garre card, 63. - .
‘The gami ng synbols may be a si ngl e symbol or set of ép‘ool S.:
At this point, contesgensmtinga m(fst@frmsmbqkh@%’m% H’cﬁ"rf -

t d f th I
gener ae or the p _ aga%mg g}?mbolzwm%] !u{] gna%re%lllg ofa scratch-off game card to create a

game card image file; mserung sa:td game card image file into a scratch-oﬁ'
game web page; inserting a cover image file into said web page at the same -
| location as said game card image whereby said cover imege masks said |
_ 1.0 - : ~ game card unage when saxd seratch—oﬁ' game web page is displayed; and
| | -erasmg said cover nnage to expose said game card i mtage by draggmg a
terminal display cursor over said web page display of said superimposed

game card and cover images.

CLAIM 11. A method fot' playing a sctateh-off game as defined by Claim 10, _irtcluditlg-
the ﬁmher steps of | | _ '
determxmng if sald player isan authonzed player matchmg player provxded | _
datawith a prevmusly collected data ﬁle,

5 _ | “evaluating said random set-of gammg symbol accordmg toa prewously
~determined cntenon, and

~ awarding a prize when said c'ﬁterion are met.

THIS SHEET HAS .BEEN

I||I|II| |||I|| w0 L LT
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Corit eSt ﬁarwo@mmgproceeds Wi t fThis|Sbeetdtze Been Bepladédt he | mage Pffl‘/ﬂ@9ﬁ3ﬂsh

player's gane card usi nn E “I‘I ety of well known i nmage
ange

creation prograns. In the enbodi ment the inmage file
isa GF file (Conpuserve Graphl cs Interc Format) sel ected
because it is optimzed for el ectronic downl oadi ng and therefore faster . 5
than the higher quality JPEG files. The 8am ng synbols are nerged into the
basi ¢ gane ~ “card static i magd9and inserted into the Wb page

~ along vmthaGIFlmageflIe of the static ' game card with bl ank
wi ndows covering the areas of the game card which contain the -

gam ng symbols. This is the cover image. The two gane card lma es gam ng
synbol - CLAIM 12. i #xmethod forplaing 2 seajeh-off same s definaddyeelaim 1 %ﬂﬁe area
of the Wb page and

transm.fted. tq the 66, als
“transnitted is a proﬁ?‘glﬁeﬁﬁféﬁwgé 2 pleyeris %‘}iﬁ°“2/e§ layer by ma ed

termnal to selective rerm. ver i.mage
symhol 5. 11 oo PG 00 PR Svipasy ool oA PR TR H@%?b&%tephe
- cover image' wll not mg , 'l see only
t he gam.ng synbol . |nag§et T re re‘fz@g\’/l ng etedﬁ a@k@\%‘w _
enagl ed, both i mages panRiAsPhipser. and the pI ayer cannot see the gani ng
synbol's until 15 the cursor is dragged over the areas of the cover _
~image masking the synbol s. As the : cursor is .dragged over these -
areas, 67, the cover inmage is deleted or erased to allowthe. '
-player to CIATMIE3.undembethod forplayting a scretcieoff game as defined by Claim 11,Geindreint -
nanagenent process the prize, 68, by crediting the players account or

=

said step of determlmng xf a player is an authorized player by matching
: player provided data _wzth a prewously collected data file includes the step_ g
" of determining if smd player has been forwarded to said scfatch—dﬁ‘ game
5 L. web pagebya pérticipaﬁng supplier. | |

- CLAIM 14. A method for playing a scratch-off game as defined by Claim 13, Wherein '
|  said step of determmmg if said player has been forwarded to said scratch—
off game web page by a parucxpatmg supplier mcludes the step of
: 'comparmg player prov1ded transaction data with partxc1pat1ng supplier
5 | S transaction data.

CLAIM 15. A method for playing a scratch-off game as defined by Claim 11, wherein
' ' said step of aWarding a prize includes posting a prize credit to.said playets'

account.
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|n|t|at|ngthe shlprrent of the won premum 20. : Whi | e
preferred enmbodi nents of this invention have been illustrated and - .
descri bed, werssassoens and ”DdlflTﬁ@TSI'nQétEF-lamerbRemmarent to tnc'wsmswed Tn
‘the art. The_ i mge f|| and. the gam ng synbols may -
be any of a variety of images such m nunbers, dollar anmounts,
prem um i mages, etc. Therefore, obelimted.

therefo and ask that the scope and breadt h of this invention be determ ned

fromthe clains whi ch follog rather than the above description. |
- 16 - What |s Cained Is: A met hod for providing an

interactive V|aa ctrqnic com"riJ tions et nt.ing a |
“hyper t ext tQIgMM F&?&?ﬁ Iﬁ?)f‘% E@%Q%S&an dby Mh whererg, )’
receiving |nforrrat| on Jdéfntlfﬁ, a set of“‘gar%lpg nbol &%m

(2) di spl aying a s St H%af esgi%
secondary inage in id set of secondary i mages corresponding to one or
nore gam ng symbol r@@' said set -of gam ng syrrbol i mages; - and '

(3) replacing at Ieast a portl on of a secondary image on said display
screen that.is identified by nmovenent in a cursor position with a

corres pond' éﬂAﬁWﬁ' Oma{eﬂfbdmmﬁng BYERRh-of B as deﬁned by Claim 12, wherein
- said step of awarding a pnze includes posting a pnze cred1t to sald players

account.

CLAIM 18. A method for playing a scratch-oﬁ' game as deﬁned by Clalm 12  wherein '
| said step of awardmg a prize mcludes shlppmg a prize premxum to said

. player.

HIIIIII lIlIII Il IIIII II IIII
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2. " The net hod of cl éhl m 1, wherein the receiving st ep'i hcl udes the st ep
of receivin tion |dent|fying a set of images'of r andgg séifRgssat ed
gam ng synbgyggglg&lbga - The nethod of claim1l wher ei nt Ig recg‘fw ng
step includes the step of recel ving - a sebq of gam ng synbol i mages.

4. The method of claim3, wherein the receiving step includes the step
of receiving a set of gam ng symbol ameNpgpsciaimg G F format.

REPLACEMENT ' SHERT 0 ved ?y he ternatmﬁaé Buré. dﬁ%ﬁ'%l?”@sa;(?@ b7, gg\perel n
the displaying st@qglns Jhe 18421 fted ‘Bysrﬁévﬁléwﬂnsaﬁﬁ {¢ p&g9Nd .

I mmges at assigned positi ons within an 1 mage of a game car
The nmethod of claim1l , wherein the repl aC| ng step I'ncl udes the step of
replacing only a portion of a sgg épiacedii d di spl ay screen that

I i

1. A method for proViding an iﬂteractive game via an clectronio communications

network lmplementmg a hypcrtext transfer protocol mcludmg the steps of:
(1) recewmg mformahon 1dentxfymg asetof gammg symbol images;
(2) .' dxsplaymg a set of secondary images on a display screen, each secondary.
image in said set of secondary imagcs. corresponding to one or more gammg Symbo) ixﬂagés- in
' said set of .gaming oymbol imagoé; and o | |
| (3)  replacing at leasta portion_ ofa sooondory image on said display screen
that is identified by movement in a cursor positioo witha correspooding partion of a gaming

_symbol image.

2. Themethod of claim 19, wherein the recciving step includes the step of receiving

’infonnaﬁon identifying a set of images of randomly generated gaming syrobols.

3. . The method of ola1m 19, wherem the rccewmg step includes the step of receiving
a set of gaming symbol images.
_ 4 " The method of claim 21, wherein the receiving step i'ncludos"the step of receiving

a set of gaming symbol images in a GIF fdx_:nat; o
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cursor position with a corresponding portion of a gaming synbol image.. ,
7. A method for providing an interactive game via an el eClipisf 45 -
conmuni cat IB’I?Sg r‘\ﬁé‘l’mr k, including the steps of: = - E’E:?‘R}s?%m
transmtting |nformat|on identifying a s% of gami ng synmbol inages to a -

‘receiving termnal; and transm tt—i—ﬁg—eemau{—eF—pFegF&m

logic.to said receiving term nal for storage on.a 'COTT]é]-I,JII Eoh laced
in sdid receiving termnal, said conmputer program I ogi ° é‘iﬁ ”'l H
| ay

first means for enabling a processor in said receiving te

a - .set of secondary inmages on a display.sc

secondary image in said set of secondary |nages
corresponding to one or nore gam ng synbol |nages in said set

of gam ng synbol images; and second neans for

~enabling said fr ocefm:dmdoﬁnliinrwg%mﬁghémﬁhmgstep includes the step of
repl ace at least a portion of a secondary i mage on said display screen t hat

' i t of images at assigned positions within an image of a e card.
REPLACENETiPiaYyipe 3 st of sccondary imag goed p ge of 2 gam - 18-

identified by novenent in a cursor. position W|th a correspondl ng portion of .
a _ .

6. The method' of claim 19, wherein the replacing step includes the s_tep of rcplacing .
- only a portion of a secondary image on Said"diSpiay screen that is icllentiﬁed-'by mov.emént ina

cursor position with a corresponding portion of a gaming symbol inxage;'__

7. A method for providing an interactive game viaan elocuonic'communicaﬁons |
i network, including the steps of: : | | |
) (1) transmxttmg ioforolafion .iflentifying' a set of gaming symbol imagestoa
recclvmg terminal; and
| 2) ttansxmmng computcr progra.m loglc to saxd recelvmg termmal for. storage
| ona computer usable medium in said recelvmg termmal sald computer program logic including
. first means for enabhng a processor in said receiving terminal to dxsplay a
set of secondary imzigos ona display screen, each secondary image in said set of |
secondary images coxrespondmg to one or more gaming symbol i |mages in smd set :
- of gammg symbol i lmages, and |

second means for enablmg said processor in said receiving terminal to

- replace at least a portion of a secondary image on said display screen that is
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- gami ng synbol image. 8. The met hod of claim7, wherein the
transmtting |nforrrat|on step includes the step of transmttlng

mfornahonwo;lgsnaséyl ng a set of images of random'y gener at ecbmmg,us

synbol s. . 9. The nmethod of claim 7, wherein the transmtting

I nformation step |ncI udes the step of t_rggnsmttl ng a setof gaming synbol

| mages. 10. The nethod of claim9 , wherein the transmtti ng

i nformation step includes the step of transmttl ng a set of gamng synum—
images in a GF format. 11, The nethod of cld SReét HasBkh
transmtting conputer programlogic step. includes the st a |ng
conputer programlogic to said receiving termnal, wherei twnwlm
programlogic is a Java program _ 12. The et

wherein said first means enabl es said processor in said receiving term naI
~to di splay a set of secondary inmmges at assigned positions w thin an image
- of a gane card. -

REPLACEMENT SHEET  identified by movement in a cursor position with a correspondmg pomon ofa

. gaming symbol image.

8. The method of claim 25, wherem the tra.nsmitting informaﬁon step includes the
step of transmlthng information 1dcnt1fymg a set of i xmages of randomly generated gammg

symbols

9. The mcthod of claim 25, wherem thc tmnsxmttmg mfomtatlon step mcludcs the

step of transmitting a set of gaming symbol unages

10. The method of clann 27 wherein the transrmttmg information step includes the

Step of transmitting a set of gammg symbol images in a GIF format. '

'.1 1.  Themethod of claim 25 , wh_erein tﬁg transmlttmg computer program logic step
includes the step of transmitting computer program logic to said receiving terminal, wherein said

c’omptiter program logic is aJava program.

12. 'I‘hc method of claim 25, wherein said_ﬁrs't means ehables said processor in said
receiving terminal to display a set of secondary images at assigned positions within an image of a

._gamecard. o

Sy
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- -19- 13. ° The nethod of claim?7, said second neans enabl es said
processor in said receiving termnal to replace only a portion of.a -
secondary .| wapes/3sBossai d di splay screen that is identified bypdf Fflysi N @
cursor position with a corresponding portion of a gam ng synbol I nmage.

14. The nethod of claim 7, further conpgising the step of initiating the
scratch-of f game upon the recei-pt of a request fromsaid receiving

term nal using a hyperlink pointer. ' .. - THiS Sheet NasrBedroRedlazed pr ovi di ng

an i'nteractive gane via an el ectroni c communi-cati : i.ncl udi ng
the steps of: . - (1) = generating.i i 1 tifying a -
- - t ormation

set of gam ng synbols; _ (2) transmtting 1n
‘identifying a set of gam ng synbol inmages to a receiving termninal,
(3) . transmtting conputer programlogic to said receiving termnal for

t or ag _ 41 i ol Chidi GHotEAE! in s3fd O
Storage o 2 $8IPUTRE AR Follifhs) Tttt Rl healir GlaIcO Coid BIRLRB m o8 0

~conput.er programlogic enabling a 'processor In sal

i mpl erent _t he, scrat.ch-of f . gane; L (4 di.spd ayving_a set. of
b ondar yCRIREI=GHRa) ] Fepta guly A nemion of asheangury itiabs o S Bisay Rétedh Giis
~of secondary inmges corresponding to one or nore gamng symbol jnages in
sai d set isentified gﬁgmsmt i} 3643808 pogifien with a corresponding portion of a gaming symbol -

- image.

14.  The method of claim 25, farther comprising the step of initiating the scratch-off -

game upon the receipt of a request from said receiving terminal using a hyperlink pointer. -

| _~15. A method for providing an interactive gamc viaan eléc&onii_: communications
network, including the .stc.ps.of: |
| ( 1) ggnefating infomatidn identifying a set of g@ng symbbls;
(¢3) tr_ansmitting’ information identifyihg aset of géming symbol ﬁnages toa
_ .receiw./ix.xg tem’n"__nal; : | . |
’ 3 transmlttmg computer pro_g’r:am lbgic to said receiving tenmnal for sforage |
ona comput'er.usable médium in s;zid Teceiving terminal, said computer program logic enabling a. N
- processor in said rccezvmg terminal to imple.ment. the sémtch—off gam'§;
| (4) displajihg aset of secéﬁd_ary images on a display screen, cach secondary -
image in said set of secondary inlagéﬁ..cdrrespc.)nding to one or more gaxi;ing symbol images in

said set of gaming symbol images; and
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' (5) .replaci ng at least a. portlon of a secondary |mage .
- on sai d d| %gm@@' een that is identified by novenent in a gth/esys/BNsi tion .
with a correspondi ng portion of a gaming . synbol inmage. 16. The
net hod of claim 15, wherein the generat43% step includes the step of '
generatimg information identifying a set of randonmly gener at ed gani ng
SynDoT S. This Sheet Has Bebf -Rep heed“ret hod of claim 15, wherein the transmitting

informatio the step of transmitting a set of gaming symbol
| mages to i term' nal . 18. The net hod of. claim 17,
wherein th information step includes the step of’ . _

transmtting a set of gam ng synmbol images to said receiving ternmnal in a .-
"G F format. : The nmet hod of claim15, wherein the
transmitting corrput(ﬁ!)r plrepjamn'gdt(bgsmpomonofasecondary image on said display screen

th_at is 1dentlﬁed by movementina , cursor posmon with a corresponding portion of a2 gaming -

symbol image.

16.  The method of claim 33, wherein the generation step includes the step of

geraﬁng information identifying a set of randoraly generated gaming symbols.

17.  The method of claim 33, wherem the transm1ttmg information step meludes the

| step of u'ansmxttmg aset of gammg symbol xmages to said 1 rece1v1ng terminal.

-

18. The method of claim 35, wherein the transmitting. infc_rmation step includes the

| step of transmitting a set of gaming s}?xnbol images to said recciving termmal in a GIF formnat.

19. The method of cla1m 33 wherein the transmlttmg computer program logic
mcludes the step of transmxttmg computer program logxc to said recelvmg termmal wherem sald.

. computer program logic is 2 Java program.

20. The method of clalm 33, wherem the dxsplaymg step includes the step of

dmplaymg aset of secondary i 1mages at asagned posmons within an image of 2 game card.

* € L M S§ *
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. includes the step of transmitting conputer. programlogic to said receivi ng
termnal, ‘wher.ein said corrputer programlogic is a Java program .

20.  The. Iwébggkgei claim 15, wherein the displaying step i ne¢1gssosiue st‘ep
of .. di splaying .a set of secondary | mages at aSSI gned - positions within an _'

|mage of “a gane card. =26~ .

21 - 21. - The nethod of claim 15, wherein HEshRPLACBAS:

i ncl udes the step of replacing only a portion of a sec sai d
di splay screen that is identified by novenent in a cur mg% ﬂlllﬂnﬁmth a -

~corresponding portion of a gam ng synbol inage.

21 The method of claim 33, wherein the replacing step includes the step of replacing
onlya port:on ofa seconda.xy mage on sa:d dxsplay screen that is xdentxﬁed by movement ina -

- cursor posttlon witha conespondmg porhon ofa gaming symbol 1mage

A
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