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METHOD, SYSTEM AND PORTABLE DIGITAL MEDIA FOR
PROCESSING AN INTERACTIVE GAME OF CHANCE

FIELD OF THE INVENTION

The present invention relates to gambling. In particular, although

not exclusively, the invention relates to remote gambling.

BACKGROUND TO THE INVENTION

There is a substantial segment of the world population that enjoys

wagering responsibly on various games of chance for entertainment
purposes. There are a considerable number of wagering options including
visiting purpose-built facilities (such as pubs, clubs, casinos and bingo
halls), and using online wagering sites through a personal computer
connected to the internet.

There are however several disadvantages of the wagering options
mentioned above, especially for those who wish to wager on games of
chance from home. For example, a computer and an internet connection
of sufficient capability are needed. Some gamblers may only have a
standalone computer without an internet connection, or may be unable or
unwilling to connect to the Internet. Additionally, local laws or regulations
may prohibit a person from participating in online wagering. A further
disadvantage is that the gambler may not have a level of comfort to
access and navigate various web sites to perform any necessary software
installation, player registration, and funds management to enable playing
online games with confidence.

A further aspect of online wagering relates to payment, or a
depositing of funds to enable game play. This is usually performed online
at the wagering web site and is often facilitated by a third party service. A
disadvantage of this system is that a significant level of security

awareness and a familiarity with performing online transactions is
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required. Additionally, a credit card is generally required as cash cannot
be used.

Another disadvantage with online wagering is that all wagering
goes through one or more wagering servers, enabling others to track a
gambler's behaviour in great detail.

A disadvantage with credit card based wagering services is that
there is little to no control over a gambler's expenditure. When credit
cards are used as a purchasing medium online, for example, problems
with greater than planned expenditure and the problems related therewith
typically increase.

Lottery tickets are a popular form of gambling that may be enjoyed
at home, without the need for a computer or internet. A disadvantage,
however, is that lottery ticket results are revealed at a set time which
cannot be controlled by the user and are delivered in a strictly limited and
predefined format.

Scratch cards are another popular form of gambling where a user
may gamble at home, or otherwise, at a time of his or her choice. Scratch
cards have the disadvantage of being "static" as they are printed on a
card, as opposed to the lights, music, animation and/or video which may
be present online and at purpose-built gambling facilities.

Recordings of gambling experiences, e.g. recordings of slot
machines in action, are available for viewing at home, for example on a
DVD player. Such recordings lack however an interactive component
which is present when actually gambling, as one is simply viewing a
recording of a gambling session.

Some or all of the abovementioned disadvantages may present
barriers that can frustrate a player who wants to experience a genuine and
fair wagering experience in the comfort of their home, at a time of their
choosing and with safeguards on their wagering expenditure.

There is therefore a need to overcome or alleviate many of the

above discussed disadvantages associated with gambling of the prior art.
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OBJECT OF THE INVENTION

It is an object of some embodiments of the present invention to

provide consumers with improvements and advantages over the above
described prior art, and/or overcome and alleviate one or more of the
above described disadvantages of the prior art, and/or provide a useful

commercial choice.

SUMMARY OF THE INVENTION

According to one aspect, the invention resides in a method of

processing an interactive game of chance, including:

coupling a portable digital media, including said interactive game of
chance, with a consumer device;

viewing visual components of said interactive game of chance,
wherein said visual components are used to define a predetermined
outcome of said interactive game of chance;

interacting with said visual components through said consumer
device; and

viewing said predetermined outcome of said interactive game of
chance.

Preferably, said method further includes redeeming a prize based
upon said predetermined outcome.

Preferably, said interactive game of chance includes a virtual
scratch card, said visual components include a plurality of scratch panels,
and interacting with said visual components includes simulating scratching
said plurality of scratch panels.

Preferably, said interactive game of chance includes a virtual slot
machine, said visua! components include reels of said virtual slot machine,
and said step of interacting includes at least one of selecting a bet size,
selecting a payline and initiating spinning of said reels.

Preferably, said interactive game of chance includes a virtual card

game, said visual components include cards of said virtual card game,
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and said step of interacting includes at least one of selecting a bet size,
and selecting cards to be held, discarded or drawn.

Preferably, said interactive game of chance includes a starting point
includ‘ing said visual components of said interactive game, and an end
point including said predetermined outcome, wherein said interactive
game comprises traversing one pathway of a plurality of pathways
between said starting point and said end point, said one pathway
dependent on said step of interacting with said visual components.

Preferably, said one pathway between said starting point and said
end point is skill dependent.

Preferably, said method further includes selecting said interactive
game from a plurality of interactive games, wherein said plurality of
interactive games all include said predetermined outcome.

According to a further aspect, the invention resides in a portable
digital media containing digital instructions, executable by a consumer
device, for:

displaying visual components of an interactive game of chance,
wherein said visual components are used to define an outcome of said
interactive game of chance;

processing an interaction between a user and said visual
components through said consumer device; and

displaying at least one predetermined outcome of said interactive
game of chance, wherein said predetermined outcome is independent of
said interaction.

Preferably, said predetermined outcome is associated with a prize.

Preferably, said portable digital media further includes a tamper
resistant packaging.

Preferably, said predetermined outcome is written on an outer
surface of said portable media.

Preferably, said predetermined outcome written on said outer

surface is coded.
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Preferably, said predetermined outcome written on said outer
surface is not visible through said tamper resistant packaging.

Preferably, said predetermined outcome is linked at purchase to at
least ane of a person, a credit card, and an account.

Preferably, said portable digital media comprises a Digital Versatile
Disc (DVD) and said digital instructions are recorded in video mode.

Preferably, said digital instructions comprise a virtual-machine
menu and a plurality of video titles, wherein said interaction comprises
selecting a component of said virtual-machine menu, and said digital
instructions result in a display of a video title of said plurality of video titles
based upon said component that was selected.

Preferably, said digital instructions comprise a first level virtual-
machine menu, a plurality of second level virtual-machine menus, a
plurality of first level video titles, and a plurality of second level video titles,
wherein said interaction comprises selecting a first component of said first
level virtual-machine menu and selecting a second component of a
second level virtual-machine menu of said plurality of second level virtual-
machine menus, wherein said digital instructions result in displaying a
video of said plurality of first level video titles and said second level virtual-
machine menu based upon said first component that was selected and
displaying a video of said plurality of second level video titles based upon
said second component that was selected.

Preferably, said portable digital media consists of one of the
following: a USB memory, a DVD, a solid state memory device, a flash
memory device, a memory stick, a smart media card, a secure digital card.

Preferably, digital instructions comprise a computer program.

According to a further aspect, the invention resides in a system for
generating a portable digital media including an interactive game of
chance, including:

an outcome generator, which generates an outcome for an

interactive game of chance;
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an interactive game of chance resource including visual
components;

a game generator, which generates said interactive game of
chance from said interactive game of chance resource and said outcome,
wherein said outcome is displayed using said visual component of said
interactive game of chance resource; and

a game recorder, which records said interactive game of chance to

a portable digital media.

BRIEF DESCRIPTION OF THE DRAWINGS

To assist in understanding the invention and to enable a person
skilled in the art to put the invention into practical effect, preferred
embodiments of the invention are described below by way of example only
with reference to the accompanying drawings, in which:

FIG. 1A shows a screen shot of an interactive game of chance in
the form of a scratch card according to an embodiment of the present
invention;,

FIG. 1B shows another screen shot of the scratch card of FIG. 1A
where a scratch panel has been scratched,

FIG. 1C shows yet another screen shot the scratch card of FIG. 1A
where all scratch panels have been scratched and a winning outcome is
displayed;

FIG. 1D shows yet another screen shot the scratch card of FIG. 1A
where all scratch panels have been scratched and a losing outcome is
displayed;

FIG. 2 shows a flow diagram of the processing of an interactive
game by a consumer device;

FIG. 3 shows screen shot of an interactive game of chance in the
form of a slot machine according to an embodiment of the present
invention;

FIG. 4 shows a flow diagram of the processing of an interactive

game in the form of a scratch card on a DVD, by a DVD player;
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FIG. 5 shows a DVD structure of a plurality of interactive games of
chance stored on a single DVD,

FIG. 6 shows a portable digital media including an interactive game
of chance according to an embodiment of the present invention:

FIG. 7 shows a digital media. including a tamper resistant
packaging, according to an embodiment of the present invention:

FIG. 8 illustrates a system for generating digital media including a
game of chance according to an embodiment of the present invention; and

FIG. 9 shows a flow diagram of a method of processing an
interactive game of chance.

Those skilled in the art will appreciate that minor deviations from
the layout of components as illustrated in the drawings will not detract
from the proper functioning of the disclosed embodiments of the present

invention.

DETAILED DESCRIPTION OF THE INVENTION

Embodiments of the present invention comprise gambling systems,

methods and media. Elements of the invention are illustrated in concise
outline form in the drawings, showing only those specific details that are
necessary to the understanding of the embodiments of the present
invention. but so as not to clutter the disclosure with excessive detail that
will be obvious to those of ordinary skill in the art in light of the present
description.

In this patent specification, adjectives such as first and second, left
and right, front and back, top and bottom, etc., are used solely to define
one element or method step from another element or method step without
necessarily requiring a specific relative position or sequence that is
described by the adjectives. Words such as “comprises” or “includes” are
not used to define an exclusive set of elements or method steps. Rather,
such words merely define a minimum set of elements or method steps

included in a particular embodiment of the present invention.
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In one aspect, the invention resides in a method for remote
gambling. The method includes coupling a portable digital media,
including an interactive game of chance, with a consumer device; viewing
visual components of said interactive game of chance, wherein said visual
components are used to define a predetermined outcome of said
interactive game of chance; interacting with said visual components
through said consumer device; and viewing said predetermined outcome
of said interactive game of chance.

Advantages of some embodiments of the present invention include
the ability to gamble at a time and place of choice, without needing a
computer with an internet connection of a particular capability, without
needing to register an identification, without needing a credit card, and
with the privacy of not allowing others to track gambling behaviour in great
detail.  Further embodiments of the present invention include an
interactive component that gives the user the feeling and excitement
associated with gambling in real time and determining or changing a final
outcome. Additionally, the portable digital media enables an enhanced
multimedia experience including audio and visual effects, and an ability to
have a long gaming session in a small format.

FIG. 1A shows a screen shot of an interactive game of chance in
the form of a scratch card 100 according to an embodiment of the present
invention. The scratch card 100 includes a plurality of visual components
including scratch panels 105, a brand identifier 110 and instructions 115.
The scratch panels are used to define a predetermined outcome of the
interactive game of chance. The scratch panels are 'scratched' through
an electronic interaction revealing the predetermined outcome.

As is understood by a person skilled in the art, several other visual
components may be present in a scratch card 100, and neither the brand
identifier 110 nor instructions 115 need be present on the scratch card
100. Furthermore, as is understood by one skilled in the art, any number
of scratch panels 105 may be present on the scratch card 100, as may

any number of prize panels or prize-mulitiplier panels.
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FIG. 1B shows another screen shot of the scratch card 100 where
a scratch panel 105 has been scratched, i.e. a user has interacted with the
scratch panel 105 by scratching it. An outcome component 120 of the
scratch card 100 is revealed. As is understood by one skilled in the art, no
actual scratching is performed, but scratching is simulated. Forms of
simulated scratching include simply revealing an outcome component 120,
and removing the scratch panel 105 in a manner such that the outcome
component 120 is revealed in a gradual manner. Alternatively, flashes or
other animations may be used to simulate scratching that may typically not
be associated with real scratching.

FIG. 1C shows another screen shot of the scratch card 100 where
all scratch panels 105 have been 'scratched' and a winning outcome is
displayed. The winning outcome is displayed both as a combination of the
outcome components 120, and as a further winning message 125. As is
understood by one skilled in the art, the winning outcome need only be
displayed in a single form.

The outcome component 120 and/or winning message 125 is
associated with a prize. For example, the outcome component 120 may
indicate a monetary value that is redeemable from an agent, or from
where the scratch card 100 was purchased. Other examples of prizes
include further games of chance, material prizes or any other type of
reward or prize.

FIG. 1D shows another screen shot of the scratch card 100 where
all scratch panels 105 have been 'scratched' and a losing outcome is
displayed. The losing outcome is displayed both as a combination of the
outcome components 120, and as a further losing message 130. As is
understood by one skilled in the art, the losing outcome need only be
displayed in a single form.

FIG. 2 shows a flow diagram 200 of the processing of an interactive
game by a consumer device. The consumer device may be in the form of
a DVD player with a remote control, or a personal computer with a

computer input, for example. For the sake of clarity, the embodiment
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described herein is described in the context of the DVD player with the
remote control, but as is understood by one skilled in the art the flow could
easily be adapted to suit other device types.

In use, a user couples a portable digital media, in the form of a
DVD, with a consumer device, in the form of a DVD player. Visual
components of the scratch card are displayed on a screen of the device,
or a screen connected to the device. The only visual components shown
in FIG. 2 are scratch panels 205a, 205b, 205¢, but as is understood by a
person skilled in the art other visual components may be present. Initially
all scratch panels 205a, 205b, 205¢c are shown to be unscratched as
shown in state 210. A user interaction between the user and the scratch
panels 205a, 205b, 205¢c may occur through a remote control of the DVD
player. The user interacts with the scratch panels 205a, 205b, 205¢c by
selecting a scratch panel 205a, 205b, 205¢ to be scratched, for example
by using navigation buttons and an OK/ENTER button on the remote
control. From state 210, the user may choose to scratch the scratch panel
205a, 205b or 205¢c which results in a transfer to state 215, 220, or 225
respectively.

From state 215, the user may choose to scratch the scratch panel
205b or 205¢ which results in a transfer to state 230, or 235 respectively.
From state 220, the user may choose to scratch the scratch panel 205a or
205¢ which results in a transfer to state 240, or 245 respectively. From
state 225, the user may choose to scratch the scratch panel 205a or 205b
which results in a transfer to state 250, or 255 respectively.

At states 230, 235, 240, 245 250 and 255, only a single scratch
panel 205a, 205b, 205c is remaining. Upon scratching the remaining
scratch panel 205a, 205b, 205¢, the state is transferred from state 230,
235, 240, 245, 250 or 255 to state 260, 265, 270, 275, 280 or 285
respectively.

FIG. 3 shows screen shot of an interactive game of chance in the
form of a slot machine 300 according to an embodiment of the present

invention. The slot machine 300 includes a plurality of visual components
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including reels 305, bet size selection buttons 310, a spin button 315, an
outcome panel 320 and a credits panel 325.

A gaming session may include playing the slot machine 300
multiple times. The gaming session may include a predetermined amount
of slot machine plays, or a variable amount of slot machine plays
selectable by a user.

A bet size is selected using the bet size selection buttons 310. In
this embodiment, one, five or ten credits may be chosen, but as is
understood by a person skilled in the art, any number of bet selection
buttons 310, having any values, may be used. The user may be given a
predetermined amount of credits, and the variable amount of slot machine
plays is determined by the selected bet size. For example, a user betting
one credit per game will get five times as many plays as a user betting five
credits per game.

As the outcome is predetermined, the choice of bet size does not
influence a final outcome of the slot machine 300. An outcome may be
determined per slot machine play, i.e. the outcome is predetermined for
each game played of a gaming session which also resuits in the final
outcome being predetermined. Alternatively, only the final outcome is
predetermined. In this case, to achieve a predetermined final outcome, a
large win in an early game may be offset by a series of losses in later
games.

The outcome, shown in FIG. 3 as a losing outcome, is displayed
both as a combination of the reels 305, and as a win panel 320. As is
understood by a person skilled in the art. the outcome need only be
displayed in a single form.

The credits panel 325 displays a total number of credits. The total
number of credits may be used to show accumulated winnings, credits
remaining for play, or any other state of credits spanning over the slot
machine plays.

As is understood by a person skilled in the art, the interactive game

of chance could similarly include a virtual card game such as poker or
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blackjack. The visual components could include cards of the virtual card
game, and the step of interacting could includes selecting a bet size,
selecting cards to be held, discarded or drawn, for example. Similarly, the
interactive game of chance includes other games, such as bingo, but can
also include games which traditionally are not associated with gambling or
lotteries.

The interactive game of chance may include a skill component, i.e.
a level of skill of the user may determine a path to the predetermined
outcome. For example, a skilled user may be able to play a game for
longer than an unskilled user. Alternatively, a skilled user may be
presented with a more challenging game than a less skilled user. For
example, in black jack, the dealer may have better hands when playing
against a skilled player than when playing against a less skilled player.

Although the outcome is predetermined, a skill level of a user can
be determined and communicated by the game. This may be performed
by logging the pathways taken and by communicating a skill level to the
player in the form of a 'code’. This code may be used to restart a future
game at a similar skill level, to keep a record of the player's aggregate skill
level over several games, and/or to give the player a benefit separate to
the outcome.

FIG. 4 shows a flow diagram 400 of the processing of an interactive
game in the form of a scratch card on a DVD, by a DVD player. The
interactive game includes video sequences and virtual machine menus.
The video sequences are used to define animations between states and
animation as a result of interaction, and virtual-machine menus are used
for interaction. The video sequences are stored in one or more video title
sets (VTSs). A virtual machine menu is a sequence of DVD Virtual
Machine commands defining navigation between the video sequences
and other menus. The virtual machine menus are stored in the video
manager group menu (VMGM), for example, or may be stored in any
video title set menu (VTSM).
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After a user couples the DVD with the DVD player, an initial view
405 is shown, for example on a TV screen connected to the DVD player.
The initial view 405 comprises visual compcnents in the form of scratch
panels 410a, 410b, 410c and the initial view is a virtual-machine menu.
The scratch panels 410a, 410b, 410c are similar to the scratch panels 105
of FIG. 1a - FIG. 1d.

Upon selection, by the user, of the scratch panel 410a, 410b, 410c
a respective video title 415a, 415b, 415¢ is played. The video title 415a,
415b, 415c is a graphical representation of the scratching of the scratch
panel 410a, 410b, 410c.

After the video title 415a, 415b, 415¢c has been played, a second
virtual machine menu 420a, 420b, 420c is displayed to the user, the said
second virtual machine menus 420a, 420b, 420c corresponding to the
video titles 415a, 415b, 415c¢ respectively.

At the second virtual machine menu 420a, 420b, 420c the user
selects a second scratch panel 410a, 410b, 410c. Upon selection of the
second scratch panel 410a, 410b, 410c, a second video title 425a, 425b,
425c. 425d, 425e, 425f is played. The second video title 425a, 425b,
425c, 425d, 425e, 425f is a graphical representation of the scratching of
the second scratch panel 410a, 410b, 410c in the context of the second
virtual machine menu 420a, 420b, 420c.

After playback of the second video title 425a, 425b, 425c, 425d,
425e, 425f a third virtual machine menu 430a, 430b, 430c is displayed to
the user. the said third virtual machine menus 430a. 430b, 430c
corresponding to the second video titles 425a, 425b, 425¢c, 425d, 425e,
425f. The second video title 425a, 425b. 425¢c, 425d, 425e, 425f is one of
six alternatives, but the third virtual menu 430a, 430b, 430c is one of three
alternatives. This is due to the second video file 425a, 425b, 425¢c, 425d,
425e, 425f displaying a transition from the second virtual menu 420a,
420b, 420c to the third virtual menu 430a, 430b, 430c, where the transition

can happen in six ways, but using only three distinct menus.
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Finally, at the third virtual menu 430a, 430b, 430c, the user has
only a single scratch panel 410a, 410b, 410c to select. Upon selection, a
third video title 435a, 435b, 435c is displayed, followed by a final common
result video title 440. As is understood by one skilled in the art. the final
common result video title 440 may be replaced by a final common result
virtual machine menu.

The interactive game of chance includes a starting point, e.g. view
405, and an end point, e.g. video title 440. The starting point includes
visual components of the interactive game. namely scratch panels 410a,
410b, 410c, and the end point includes the predetermined outcome.

One of a plurality of pathways between the starting point and the
end point is traversed. The one pathway depends on interaction with the
visual components.

In FIG.4, the one pathway between the starting point and the end
point is chosen without requiring a specific skill of the user, i.e. a user may
randomly select an order in which to scratch the scratch panels 410a,
410b, 410c. As is understood by a person skilled in the art, the one
pathway may be chosen in a skill dependent manner. For example, it may
be faster for a skilled user to reach the predetermined outcome that an
unskilled user.

In an alternative embodiment, in the context of poker, for example,
a player may have cards available at a particular stage of the game and
various bet options. For example, the player may choose to bet all
money, half, or no money when committing to the next step of the game. If
all money is bet, and the outcome is negative, the user immediately goes
to the final outcome of the game. If, on the other hand, a portion of the
users money is bet, game play is extended.

FIG. 5 shows a DVD structure 500 of a plurality of interactive
games of chance stored on a single DVD.

The DVD structure includes a VMGM portion 505 and a VTS
portion 510. The VMGM portion 505 includes a plurality of virtual machine
menus 515 and the VTS portion 510 includes a plurality of titles 520. The
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plurality of virtual machine menus 515 comprises a plurality of virtual
machine menu groups 525. The plurality of titles 520 comprises a plurality
of title groups 530.

Each interactive game of chance is depicted with a broken box and
comprises a virtual machine menu group 525 and a title group 530 similar
to the structure described in FIG. 4. A virtual machine menu 515 of an
interactive game of chance links to one or more titles, for example through
an interactive component.

The plurality of interactive games of chance are linked via one or
more menus of the virtual machine menus. A final menu of a first
interactive game of chance 535 is linked to an initial menu of a second
interactive game of chance 540 as is indicated by an arrow. As is
understood by a person skilled in the art, the plurality of interactive games
of chance may be linked through video titles, multiple video titlesets,
including menus within video titlesets, or by other means.

As is understood by a person skilled in the art, only a small number
of transitional arrows are indicated in FIG. 5, for the sake of clarity. Each
menu and each video-title may link to one or more other menus and/or
video titles in the same video titleset or span multiple video titlesets, or by
other means.

The DVD may be replayed multiple times, but with the same
outcome. This may be advantageous if a user wishes to experience a
winning feeling again. A winning ticket may be given as a gift by a person
knowing the winning outcome. Alternatively, losing tickets may be
enjoyed again for the game only.

In alternative embodiments, a portable digital media may be single
play. This may be performed by deleting, modifying or creating files on
the portable digital media during play.

FIG. 6 shows a portable digital media 600 including an interactive
game of chance according to an embodiment of the present invention.
The interactive game of chance is an interactive game of chance of the

type described in FIGs 1-5, for example. The portable digital media 600
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further includes a coded predetermined outcome 605 written on an outer
surface 610 of the portable digital media 600.

The coded predetermined outcome 605 corresponds to a final
outcome of the interactive game of chance. The final outcome of the
interactive game of chance may be based upon a sequence of
predetermined outcomes, or a single predetermined outcome. For
example, a plurality of scratch cards 100 may be present on a portable
digital media 600. In this case, the final outcome is a sum of individual
outcomes of each of the plurality of scratch cards 100.

The coded predetermined outcome 605 is coded in a format that is
not easily understandable by a user. The format may include encryption,
or any other coding format as is understood by a person skilled in the art.

The portable digital media 600 may also include other information,
including a brand identifier 615.

FIG. 7 shows a digital media 700, including a tamper resistant
packaging 705, according to an embodiment of the present invention. The
digital media may include a predetermined outcome, similar to the coded
predetermined outcome 605 of FIG. 6, that is not visible through the
tamper resistant packaging 705. The tamper resistant packaging 705
includes seals 710 which break upon opening, or any other type of
resistance to tampering, such that the digital media 700 is difficult to
remove or play, or the predetermined outcome is difficult to read, without
visibly affecting the packaging.

The tamper resistant packaging includes a transparent component
715 and an opaque component 720. This enables portions of contents of
the tamper resistant packaging to be seen, which may help with
marketing, and portions of the contents to be hidden, which may help with
security.

FIG. 8 illustrates a system 800 for generating digital media 805
including a game of chance according to an embodiment of the present

invention.
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The system includes an outcome generator 810 and a game
resource 815. The outcome generator 810 and a game resource 815 are
used as input to a game generator 820. The game generator 820
generates one or more data files 825 that together make a game of
chance. The data files 825 may comprise MPEG files in a DVD suitable
format, a combination of video and computer or consumer product
instruction files, or any suitable format.

The system 800 further comprises a recorder 830. The recorder
830 takes the data files 825 and generates one or more digital media 805
including a game of chance. The recorder advantageously converts the
data files to a format suitable for recording, for example an ISO Image
including the ISO 9660 file system or the ISO/IEC 13346 file system,
which is suited for burning to a DVD, a Compact Disc (CD) or a Blu-ray
Disc (BD).

The system 800 may include the ability to batch process outcomes
and games corresponding to a plurality of games on a single digital media
805, and/or corresponding to a plurality of digital media 805 having
different outcomes, e.g. generating both winning digital media 805 and
losing digital media 805.

FIG. 9 shows a flow diagram 900 of a method of processing an
interactive game of chance.

At step 905, a portable digital media. including the interactive game
of chance, is coupled with a consumer device. The consumer device may
be, for example, a DVD player or a personal computer.

At step 910, visual components of said interactive game of chance
are viewed. The visual components are used to define a predetermined
outcome of said interactive game of chance and may comprise reels of a
slot machine and/or associated buttons, or panels of a virtual scratch card,
for example.

At step 915, said visual components are interacted with through
said consumer device. The interaction may be done through a remote

control, a keyboard, a pointing device, or any other suitable input means.
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At step 920, the predetermined outcome of the interactive game of
chance is viewed. The predetermined outcome may be viewed through
the visual components, or through a message associated with said visual
components, for example.

In summary, advantages of some embodiments of the present
invention include the ability to gamble at a time and place of choice,
without needing a computer with an internet connection of a particular
capability, without needing to register, without needing a credit card, and
with the privacy of not allowing others to track gambling behaviour in great
detalil. Further, embodiments of the present invention include an
interactive component that gives the user the feeling and excitement
associated with gambling in real time and determining or changing a final
outcome. Additionally, the portable digital media enables an enhanced
multimedia experience including audio and visual effects, and an ability to
have a long gaming session in a small format.

The above description of various embodiments of the present
invention is provided for purposes of description to one of ordinary skill in
the related art. It is not intended to be exhaustive or to limit the invention
to a single disclosed embodiment. As mentioned above, numerous
alternatives and variations to the present invention will be apparent to
those skilled in the art of the above teaching. Accordingly, while some
alternative embodiments have been discussed specifically, other
embodiments will be apparent or relatively easily developed by those of
ordinary skill in the art. Accordingly, this patent specification is intended to
embrace all alternatives, modifications and variations of the present
invention that have been discussed herein, and other embodiments that

fall within the spirit and scope of the above described invention.
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The claims defining the invention are as follows:

1. A method of processing an interactive game of chance, including:

coupling a portable digital media, including said interactive game of
chance, with a consumer device;

viewing visual components of said interactive game of chance,
wherein said visual components are used to define a predetermined
outcome of said interactive game of chance;

interacting with said visual components through said consumer
device, and

viewing said predetermined outcome of said interactive game of

chance.

2. The method of claim 1 further including redeeming a prize based

upon said predetermined outcome.

3. The method of claim 1, wherein said interactive game of chance
includes a virtual scratch card, said visual components include a plurality
of scratch panels, and interacting with said visual components includes

simulating scratching said plurality of scratch panels.

4. The method of claim 1, wherein said interactive game of chance
includes a virtual slot machine, said visual components include reels of
said virtual slot machine, and said step of interacting includes at least one
of selecting a bet size, selecting a payline and initiating spinning of said

reels.

5. The method of claim 1, wherein said interactive game of chance
includes a virtual card game, said visual components include cards of said
virtual card game, and said step of interacting includes at least one of

selecting a bet size, and selecting cards to be held, discarded or drawn.
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6. The method of claim 1, wherein said interactive game of chance
includes a starting point including said visual components of said
interactive game, and an end point including said predetermined outcome,
wherein said interactive game comprises traversing one pathway of a
plurality of pathways between said starting point and said end point, said
one pathway dependent on said step of interacting with said visual

components.

7. The method of claim 6, wherein said one pathway between said
starting point and said end point is skill dependent.

8. The method of claim 1 further including selecting said interactive
game from a plurality of interactive games, wherein said plurality of

interactive games all include said predetermined outcome.

9. A portable digital media containing digital instructions, executable
by a consumer device, for:

displaying visual components of an interactive game of chance,
wherein said visual components are used to define an outcome of said
interactive game of chance;

processing an interaction between a user and said visual
components through said consumer device; and

displaying at least one predetermined outcome of said interactive
game of chance, wherein said predetermined outcome is independent of

said interaction.

10.  The portable digital media of claim 9, wherein said predetermined

outcome is associated with a prize.

11.  The portable digital media of claim 9, further including a tamper

resistant packaging.
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12.  The portable digital media of claim 9, wherein said predetermined

outcome is written on an outer surface of said portable media.

13.  The portable digital media of claim 12, wherein said predetermined

outcome written on said outer surface is coded.

14.  The portable digital media of claim 12, wherein said predetermined
outcome written on said outer surface is not visible through a tamper

resistant packaging.

15.  The portable digital media of claim 9, wherein said portable digital
media comprises a Digital Versatile Disc (DVD) and said digital

instructions are recorded in video mode.

16. The portable digital media of claim 15, wherein said digital
instructions comprise a virtual-machine menu and a plurality of video titles,
wherein said interaction comprises selecting a component of said virtual-
machine menu, and said digital instructions result in a display of a video
titte of said plurality of video titles based upon said component that was

selected..

17. The portable digital media of claim 16, wherein said digital
instructions comprise a first level virtual-machine menu, a plurality of
second level virtual-machine menus, a plurality of first level video titles,
and a plurality of second level video titles, wherein said interaction
comprises selecting a first component of said first level virtual-machine
menu and selecting a second component of a second level virtual-
machine menu of said plurality of second level virtual-machine menus,
wherein said digital instructions result in displaying a video of said plurality
of first level video titles and said second level virtual-machine menu based

upon said first component that was selected and displaying a video of said
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plurality of second level video titles based upon said second component

that was selected.

18.  The portable digital media of claim 9, wherein said portable digital
media consists of one of the following: a USB memory, a DVD, a solid
state memory device, a flash memory device, a memory stick, a smart

media card, a secure digital card.

19. The portable digital media of claim 18, wherein said digital

instructions comprise a computer program.

20. A system for generating a portable digital media including an
interactive game of chance, including:

an outcome generator, which generates an outcome for an
interactive game of chance;

an interactive game of chance resource including visual
components; |

a game generator, which generates said interactive game of
chance from said interactive game of chance resource and said outcome,
wherein said outcome is displayed using said visual component of said
interactive game of chance resource; and

a game recorder, which records said interactive game of chance to

a portable digital media.



PCT/AU2011/000758

WO 2012/174583

1/9

dl old

019U IXoU >on| Japeq

0Qs  0Qs 0G

0zl 0zl 0zl
pleo sgBmgoW

oLt

dl 9ld

11l UIM 0] SUoREUILIOUSP € YOIBN

0zl
pleo :owm_om

001

oLl

004

GZl

o1 Old

00s$%
_UOM 8ABY NOA ‘suoljeinielbuod
00S oam opm

0ci 0cl 0cl

pPJEDS %Oum._ oS

oLt x

vl 9ld

G111 UM O] SUOBUILIOUSP € YOIB

e

GOl GOl G501
pled Yyoleidg

v

001

)"

001



PCT/AU2011/000758

WO 2012/174583

2/9

¢ Old
m T - - B - i T - o ! -
o 8 v 0o 49 ¥ 0o g ¥ 0o 8 Vv O d Vv O g v
A 4 4 4 s »
o ulﬂi B R ) ) ) M )
s8¢ H J!iw::%m sic. | oz ,, w. 592 | 09¢
Om§o&<0m§§m<wo§<§m<
| Y eg0z €502 H t ecoz| | o502 H B 450z - 9502
j [y P Sttt 1y Ll Sy S e
5oz 052 vz w 0vz “ mmmﬁ 0e7
s %Y 'y dew v
1 450z e507 | osoz 1 ez Wm\ow aoz 1
‘, |
A U
250z agoz g0z
3
00z




WO 2012/174583

PCT/AU2011/000758

3/9
300
E .
305 305 305
: — :

2

j
i
|
{
|
|
\

1000403 00000 |

CREDITS WK ‘
\325 \320

BET BET | | BET |
ONE FIVE | | TEN | SPIN

G0 310 310 315

FIG. 3



WO 2012/174583

400

410a 410b 410c

4/9

405/\% %j ;ﬁt

PCT/AU2011/000758

415a 7Nk

420a

425@\

- a2

s

. \}{NLZ)
4150 v g

420b™

[

Y

|| uit
7 B il
i) {' Nt i

i

.

A 2TE l

“hety At

8 L H
i

430a

4353

1
L

I

A Y C

435b

440 M




PCT/AU2011/000758

5/9

\
5
.
TSN

5
S

PRV SR SIS Y

> 605

WO 2012/174583

[ ISR NS S Bpty e e |

....... VN [ S—

13 )4 Ges 13

006



WO 2012/174583 PCT/AU2011/000758

600

N eos

i
3 .
i — -

T s
091977-024






WO 2012/174583

800
< 810

\

8/9

Qutcome
Generator

PCT/AU2011/000758
8 1 5

Resource

'

820

N

Game
Generator

830 l

S LY
NN

N

N M e .
S S 9o e S e

FIG. 8



WO 2012/174583 PCT/AU2011/000758

9/9
900
<

Coupling a portable digital media, including the

905 . . . .
~ interactive game of chance, with a consumer device,

Viewing visual components of said interactive game of
910 - chance, wherein said visual components are used to

define a predetermined outcome of said interactive

game of chance. \

Interacting with said visual components through said
consumer device

915

Viewing said predetermined outcome of said interactive
~" game of chance.

920

FIG. S



INTERNATIONAL SEARCH REPORT International application No.

PCT/AU2011/000758
A. CLASSIFICATION OF SUBJECT MATTER
Int. Cl.
AG63F 13/00 (2006.01) GOOF 21/22 (2006.01)

According to International Patent Classification (IPC) or to both national classification and IPC

B. FIELDS SEARCHED

Minimum documentation searched (classification system followed by classification symbols)

Documentation searched other than minimum documentation to the extent that such documents are included in the fields searched

Electronic data base consulted during the international search (name of data base and, where practicable, search terms used)
EPODOC, WPI, ESPACE, Google Patents. Search terms: digital media, DVD, scratch card, pokie, card game, tamper, and other
similar terms.

C. DOCUMENTS CONSIDERED TO BE RELEVANT

Category* | Citation of document, with indication, where appropriate, of the relevant passages Relevant to
claim No.

US 2006/0246984 A1 (WALKER et al.) 2 November 2006
X See for example: abstract; paragraphs [0042]-[0045], [0143], [0183]; claim 4; Figures 2, 1-20
5, 8A, 8C, 9C

US 2006/0111165 A1 (MACIVER et al.) 25 May 2006
A See whole document

WO 2007/025240 A1 (BRIGHT ENTERTAINMENT LIMITED) 1 March 2007
A See whole document

GB 2433211 B (MUZAFFAR) 21 May 2008
A See whole document

|___| Further documents are listed in the continuation of Box C See patent family annex

* Special categories of cited documents:
“A"  document defining the general state of the art which ismot ~ "T*  later document published after the international filing date or priority date and not in

considered to be of particular relevance conflict with the application but cited to understand the principle or theory
underlying the invention
"E" earlier application or patent but published on or after the "X"  document of particular relevance; the claimed invention cannot be considered novel
international filing date or cannot be considered to involve an inventive step when the document is taken
alone
"L"  document which may throw doubts on priority claim(s)or ~ "Y"  document of particular relevance; the claimed invention cannot be considered to
which is cited to establish the publication date of another involve an inventive step when the document is combined with one or more other
citation or other special reason (as specified) such documents, such combination being obvious to a person skilled in the art

"QO"  document referring to an oral disclosure, use, exhibition
or other means

"P"  document published prior to the international filing date
but later than the priority date claimed

"&"  document member of the same patent family

Date of the actual completion of the international search Date of mailing of the international search report
6 October 2011 07/10/2011

Name and mailing address of the ISA/AU Authorized officer

AUSTRALIAN PATENT OFFICE KIM UNG

PO BOX 200, WODEN ACT 2606, AUSTRALIA AUSTRALIAN PATENT OFFICE

E-mail address: pct@ipaustralia.gov.au (ISO 9001 Quality Certified Service)

Facsimile No. +61 2 6283 7999 Telephone No : +61 3 9935 9621

Form PCT/ISA/210 (second sheet) (July 2009)




INTERNATIONAL SEARCH REPORT International application No.
Information on patent family members PCT/AU2011/000758

This Annex lists the known "A" publication level patent family members relating to the patent documents cited in the
above-mentioned international search report. The Australian Patent Office is in no way liable for these particulars
which are merely given for the purpose of information.

Patent Document Cited in Patent Family Member
Search Report

UsS 2006246984 AU 2006204673 EP 1846123 JP 2008526323
uUS 2006211471 uUsS 7699706 us 2006217173
uUs 7708635 uUsS 2006189371 uUs 7753770
Us 7753797 uUs 2006223606 uUsS 7806761
uUsS 2006227635 UsS 7824258 us 2006247044
us 7824259 uUs 2006148562 uUSs 7846017
uUs 2005239530 us 2006100009 uUs 2006111172
uUsS 2006178187 uUs 2006211470 UsS 2006217174
us 2006217175 us 2006223607 uUs 2006223608
us 2006227636 uUs 2006240890 US 2006252551
UsS 2006287054 us 2007077978 uUs 2007167216
WO 2006076727 WO 2007109675

uUs 2006111165 CA 2588914 CA 2589616 CA 2611635
EP 1830934 EP 1850929 EP 2123335
MX 2007006163 us 2006121965 UsS 7331857
Us 2006111166 US 2006111183 US 2006111184
US 2006111185 us 2006175753 UsS 2006287028
WO 2006052307 WO 2006052631 WO 2006052632
WO 2006052633 WO 2006052635 WO 2006052636
WO 2006058204 WO 2007139530

WO 2007025240 NONE

GB 2433211 NONE

Due to data integration issues this family listing mayAnot include 10 digit Australian applications filed since May 2001.

END OF ANNEX

Form PCT/ISA/210 (patent family annex) (July 2009)




	Page 1 - front-page
	Page 2 - description
	Page 3 - description
	Page 4 - description
	Page 5 - description
	Page 6 - description
	Page 7 - description
	Page 8 - description
	Page 9 - description
	Page 10 - description
	Page 11 - description
	Page 12 - description
	Page 13 - description
	Page 14 - description
	Page 15 - description
	Page 16 - description
	Page 17 - description
	Page 18 - description
	Page 19 - description
	Page 20 - claims
	Page 21 - claims
	Page 22 - claims
	Page 23 - claims
	Page 24 - drawings
	Page 25 - drawings
	Page 26 - drawings
	Page 27 - drawings
	Page 28 - drawings
	Page 29 - drawings
	Page 30 - drawings
	Page 31 - drawings
	Page 32 - drawings
	Page 33 - wo-search-report
	Page 34 - wo-search-report

