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1.   Preprinting method and system of
secured information for gaming system

EP3314588 2018-05-02

Disclosed is a preprinting system of secured information connected to a game host device. The preprinting system includes a controller, a printer, a plurality of printer
detectors, a housing, a plurality of housing detectors. The controller is configured to communicate with the game host device, and to receive a game information signal and a
status checking request signal. The printer is electronically connected to the controller, which is configured to print a game draw of the game program on printable medium,
and the printed printable medium is partially revealed to the player while the game result draw thereon is unknown to the player. By preprint game draw of the game
program, the possibility of adulteration from the game system is eliminated, the preprinting system also provides reliability, and the verification mechanism provides
information security of digital chance games to the players. An preprinting method of secured information is also disclosed.

2.   Gaming device including a card
processing assembly having vertically-
stacked card holders operable with
thermally-printable data cards and
portable card changeover machines

US20120052958 2012-03-01

A gaming device having a card management system which is operable to manage a plurality of circulating data cards. The gaming device includes a card read-write device
for reading data cards, a plurality of vertically-stacked card holders for holding a plurality of data cards and one or more card transporters for moving data cards to and from
the card holders. The gaming device is operable with a portable card changeover machine. The present invention increases the convenience and efficiency for playing and
managing gaming devices.

3.   System for game play in an electronic
environment

US20190180564 2019-06-13

The inventions herein relate to novel games of chance and apparatus, systems and methods for their play. In certain embodiments, the existing lottery infrastructure is used
in conjunction with electronic remote game play. A player receives a ticket identification number (TIN), optionally via lottery game play, and then plays an electronic game
based upon the TIN. The remote system contains information associated with the TIN, for example, identification of which game will be played, and in a predetermined
context, whether the player is to win or lose, and if they win, the form of the prize.

4.   Gaming system and method EP2605222 2013-06-19

A method and apparatus for providing gaming services to remote game players. In one embodiment, a method of providing gaming services comprises providing one or
more player game values to a first remote game player and a second remote game player, and receiving one or more mechanically-generated contingent game values by a
processor, the one or more mechanically-generated contingent game values representing a number of game values needed to ensure game completion for each of the two
or more remote game players. The method further comprises revealing one or more of the one or more mechanically-generated contingent game values to the first remote
game player and the second remote game player over a communication network, and determining a final game result for the first and second remote game players based on
at least the one or more mechanically-generated contingent game values revealed to the players and the player game values.

5.   Gaming device having a card
management system for the management
of circulating data cards

EP1663422 2006-06-07

A gaming device (10a-c) having a card management system (11a-c) which is operable to manage a plurality of circulating data cards (14). The gaming device (10a-c)
includes a card read-write device (12) for reading data cards (14), one or more card holders (18) for holding a plurality of data cards (14) and one or more card transporters
(16) for moving data cards (14) to and from the card holders (18). The gaming device processor (20) uses the read-write device (12) to reset or change data on data cards
(14). The card management system (11a-b) increases the convenience and efficiency for playing and managing gaming devices.

6.   Apparatus and method for game play in
an electronic environment

WO03/089074 2003-10-30

The inventions herein relate to novel games of chance method for their play. In certain embodiments, the existing lottery infrastructure is used in conjunction with electronic
remote game play (Figure 2). A player receives a ticket identification number (TIN) (Figures 13 and 18a) optionally via lottery game play, and then plays an electronic game
based upon the TIN. The remote system contains information associated with the TIN, for example, identification of which game will be played, and in a predetermined context,
whether the player is to win or lose (Figure 19), and if they win, the form of the prize. In studio participation, casino based play, or play over an electronic network, such as the
Internet, is contemplated (Figure 16). In another embodiment, a series of numbers are randomly drawn for the player and the system, and a win determined based upon
predefined rules, e.g., four of a kind beats three of a kind. In yet another embodiment, an ancillary game is performed using the substantially real time determination of the
number of lottery players still remaining in the game.
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7.   Methods and apparatus for enhanced
play in lottery and gaming environments

US20070129144 2007-06-07

Methods and apparatus for game play using virtual players, sometimes referred to herein as vBots, is disclosed. In one aspect, a method for game play involves the use of
the system electronic system environment described herein, wherein one or more virtual players are displayed to the player of the game, preferably, the virtual players have
differing play characteristics, receiving from the user association with a selection of a virtual player, displaying a simulated game using the virtual players, identifying a subset
of the virtual players as being winners of the simulated game, and awarding a win to the lottery user if the selected virtual player is in the subset of virtual players.

8.   Video lottery game US6168521 2001-01-02

This invention is directed to an electronic lottery game system utilizing multiple player-activated video terminals that are linked to computers performing centralized game
draw and accounting functions. Each player places a wager and selects his lottery draw choices. The system enrolls the player in a future lottery game after the player
makes his choices. The system automatically draws the lottery numbers. The result of the selected game is displayed at the player's terminal in such a manner as to provide
the excitement of a real time game.

9.   Systems for enhanced interactive game
play in lottery and gaming environments

US20190139357 2019-05-09

Methods and systems for electronic interaction comprising a display for presenting a grid of identifying objects, an input for receiving a player selection of an identifying
object, a random generator for randomly selecting a winning identifying object, and a point tally system for awarding points to the player according to the rules comprising a
first point value if the player selected identifying object exactly matches the winning identifying object, a second point value if the player selected identifying object is in a
geometric relationship with the winning identifying object, and a third, negative, point value if the player is not awarded the first point value or the second point value.

10.   Methods and apparatus for enhanced
play in lottery and gaming environments

WO2007/067375 2007-06-14

Methods and apparatus for game play using virtual players, sometimes referred to herein as vBots, is disclosed. In one aspect, a method for game play involves the use of the
system electronic system environment described herein, wherein one or more virtual players are displayed to the player of the game, preferably, the virtual players have
differing play characteristics, receiving from the user association with a selection of a virtual player, displaying a simulated game using the virtual players, identifying a subset
of the virtual players as being winners of the simulated game, and awarding a win to the lottery user if the selected virtual player is in the subset of virtual players. In this way,
the player of the game is selecting a virtual player to do the playing of the base game, thereby providing the excitement of player participation in a game of skill or chance, yet
not actually be playing the game. Yet another parameter for modified and enhanced game play is the arrangement and presentation of various graphics, symbols, or icons
(collectively "indicia") to the player. The arrangement of the indicia in a predefined arrangement indicates that the player has won. By way of example, a grid or array
arrangement may be used wherein the winning combination is a set of indicia arranged in a line, either horizontally in a row, vertically in a column or diagonally. Other patterns
using multiple adjoining segments may be used, such as an X-pattern or a T-pattern. Alternatively, a predefined patter of non-adjoining segments may be used, such as where
a win includes matches in a four corners or north, south, east and west positions.

11.   Methods and apparatus for enhanced
interactive game play in lottery and
gameing environments

WO2008/046009 2008-04-17

Methods and systems for electronic interaction comprising a display for presenting a grid of identifying objects, an input for receiving a player selection of an identifying
object, a random generator for randomly selecting a winning identifying object, and a point tally system for awarding points to the player according to the rules comprising a
first point value if the player selected identifying object exactly matches the winning identifying object, a second point value if the player selected identifying object is in a
geometric relationship with the winning identifying object, and a third, negative, point value if the player is not awarded the first point value or the second point value.

12.   Method, apparatus and article for
verifying card games, such as playing
card distribution

EP1399865 2004-03-24

One or more actual hands of playing cards are verified against respective expected hands of playing cards, to determine whether the playing cards actually dealt correspond
to the playing cards that should have been dealt based on a starting sequence of playing card values.The starting sequence of playing card values can be computationally
pseudo-randomly generated, where playing cards will be ordered, for example by printing or sorting, according to the sequence for distribution to the player and/or
dealer.The starting sequence of playing card values can be determined by reading identifiers from a number of playing cards prior to dealing.
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