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METHOD OF AND SYSTEM FOR
CONDUCTING MULTIPLE CONTESTS OF
SKILL WITH A SINGLE PERFORMANCE

RELATED APPLICATION(S)

[0001] This patent application claims priority under 35
U.S.C. §119(e) of the co-pending, co-owned U.S. Provisional
Patent Application No. 60/757,960, filed Jan. 10, 2006, and
entitled “METHODOLOGY FOR CONDUCTING MUL-
TIPLE CONTESTS OF SKILL WITH A SINGLE PERFOR-
MANCE” which is also hereby incorporated by reference in
its entirety.

FIELD OF THE INVENTION

[0002] The present invention relates to the field of distrib-
uted gaming. More specifically, the present invention relates
to the field of distributed gaming utilizing a mobile device.

BACKGROUND OF THE INVENTION

[0003] Inthe United States alone there are over 170 million
registered cellular phones. With the expiration ofthe U.S. Pat.
No. 4,592,546 to Fascenda and Lockton, companies are able
to now use the cellular phone and other mobile communica-
tion devices utilizing a multicast network to control television
viewers in games of skill based upon predicting, for example,
what the quarterback may call on the next play within a
football game. In addition, games of skill with a common start
time can be conducted simultaneously among cellular phone
owners, based on classic card, dice, trivia, and other games. In
order to avoid the anti-gaming laws in the various states, the
winners must be determined by the relative skill, experience
and practice of the player in each discrete game.

[0004] U.S. Pat. No. 5,813,913 (*913) to Berner and Lock-
ton provides for a central computing system which includes a
means of grouping participants having similar skill levels
together in simultaneous, but separate, levels of competition
playing an identical game. The relative performances are
communicated to only those participants competing at the
same skill level. The 913 patent also provides for a wireless
receiving device to permanently store the specific skill level
for each participant for each type of common event such as
those based on televised sports or game shows. The *913
patent provides for a telephonic link at the completion of the
game to collect information and update the skill level of the
participants of a particular game. When a person achieves
sufficient points or meets other objective criteria to graduate
into another skill level, a method is provided for accomplish-
ing this in the central computer and then transmitting an alert
to the participant notifying them of their promotion. The 913
patent describes awarding prizes and providing recognition
for the members of each discreet skill level in a common
game. All users, no matter what level they are on, receive the
same number of questions and thus the possibility of earning
the same number of points. Thus direct comparisons between
users at different levels, although not encouraged are pos-
sible. Such comparisons between players of disparate skills
can lead to user discouragement.

[0005] Games of skill and chance have an intrinsic excite-
ment and entertainment value. Any game is greatly enhanced
by a participant’s ability to know how their performance
compares in relation to other participants and/or to historical
performance for the game throughout the contest. As with any
game of'skill, competition among friends, or with strangers of
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similar experience, or the ability at ones option, sometimes
for an extra consideration, to compete in a separate team or
individual contest, offers the opportunity of increased enjoy-
ment and prizes.

SUMMARY OF THE INVENTION

[0006] A method of and system for conducting multiple
competitions of skill for a single performance are described
herein. User generated competition groups and system gen-
erated competition groups allow users to participate in mul-
tiple competitions at once based on answering the same ques-
tions or making the same selections related to a single event.
The users are informed of the availability of each competition
either via email, text message or when logging into the net-
work via a website. The users select which competitions
groups to join. After joining the desired groups, the users then
make their selections related to the event which are transmit-
ted to the network where results are tabulated and transmitted
back to the users. The results are separated for each compe-
tition group, so that users continually know where they stand
in each separate competition. With multiple competition
groups, users are able to have varying success from the same
performance in multiple competitions.

[0007] Inone aspect, a method of participating in multiple
contests of skill corresponding to an event comprises receiv-
ing a list of competitive groups to join, selecting a plurality of
competitive groups to join, participating with the plurality of
competitive groups by sending selections related to the single
event to a server and receiving standings on a device from the
server, wherein the standings are based on results from the
selections. The event is selected from the group consisting of
a television-based sporting event, entertainment program-
ming and a game show. Alternatively, the event comprises
identical classic card, dice, trivia and word games played
simultaneously. Receiving the standings on the device with
the plurality of competitive groups occurs during the event.
Theresults are separated based on the plurality of competitive
groups. The standings are received periodically and represent
performance in the competitive groups. The competitive
groups are selected from the service provider generated com-
petitive groups and/or user generated competitive groups.
The service provider generated competitive groups are based
on general playing characteristics. The list of competitive
groups to join is received on the device selected from the user
interface including a cellular phone, a laptop computer, a
personal computer or a PDA. The competitive groups are
maintained in a database. In some embodiments, the results
include a handicap.

[0008] Inanother aspect, a method of conducting multiple
contests of skill corresponding to an event comprises gener-
ating separate competitive groups related to the event, cou-
pling to a network to participate in the competitive groups,
informing a user which of the competitive groups are avail-
able for the user to join, joining a selected number of the
competitive groups, participating with the competitive
groups by sending selections related to the event to a server
within the network, storing results and standings on the
server, wherein the standings are based on the results and the
results are based on the selections and transmitting the stand-
ings to a device. The method further comprises displaying the
standings on the device. The server contains an application
and a database for assisting in generating the competitive
group. The application includes a graphical user interface.
The device contains an application for assisting in generating
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the competitive group. Generating competitive groups related
to the event further comprises coupling to the server, selecting
a type of contest and additional conditions to be included in
the competitive group, adding competitors to the competitive
group and selecting the event for competition by the competi-
tive group. The type of contest is selected from the group
consisting of, for example, an open contest, a head-to-head
contest and a team contest. Adding competitors to the com-
petitive group includes identifying the competitors by an
identifier selected from the group consisting of a username,
an email address, a cellular phone number or other unique
identifier. The method further comprises sending an invita-
tion which informs the competitors of an opportunity to be
included in the competitive group. The invitation is sent by a
competitor or the service provider with a mechanism selected
from the group consisting of an email, an SMS text message,
a voice message or similar addressable communication. The
event is selected from the group consisting of, for example, a
television-based sporting event, entertainment programming
and a game show. Alternatively, the event comprises identical
classic card, dice, trivia and word games played simulta-
neously. Transmitting the standings with the competitive
groups occurs during the event. The standings are separated
for each of the competitive groups. The standings are received
periodically and represent performance in the competitive
groups. The competitive groups are selected from the service
provider generated competitive groups and/or user generated
competitive groups. The service provider generated competi-
tive groups are based on general playing characteristics. The
device is selected from the group consisting of a cellular
phone, a laptop computer, a personal computer and a PDA.
The competitive groups are maintained in a database. In some
embodiments, the results include a handicap.

[0009] In another embodiment, a system for conducting
multiple contests of skill corresponding to an event comprises
adevice and a server coupled to the device through a network
for storing competitive groups, receiving selections related to
the event, storing results and standings based on the selections
and transmitting the standings to the device. The server is
further for providing an interface for generating competitive
groups related to the event. The device contains an applica-
tion for generating the competitive groups related to the
event. The event is selected from the group consisting of a
television-based sporting event, entertainment programming
and a game show. Alternatively, the event comprises classic
card, dice, trivia and word games played simultaneously. The
device communicates data for generating the competitive
groups, for selecting the competitive groups to join and for
submitting the selections. The network includes at least one
of the Internet and a cellular network. The standings are
transmitted periodically to the device and represent perfor-
mance in the competitive groups. The standings are separated
for each of the competitive groups. The network identifies the
competitive groups a user is eligible for. The system further
comprises a database stored on the server for managing the
selections, the results, the standings and the competitive
groups. The device is selected from the group consisting of a
cellular phone, a laptop computer, a personal computer and a
PDA. In some embodiments, the results include a handicap.

[0010] Inyet another aspect, a network of devices for con-
ducting multiple contests of skill corresponding to an event
comprises a plurality of devices and a server within a net-
work, wherein the server and the plurality of devices commu-
nicate to conduct the multiple contests of skill corresponding
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to the event. The plurality of devices are selected from the
group consisting of cellular phones, laptop computers, per-
sonal computers and PDAs.

[0011] In another aspect, a server device for conducting
multiple contests of skill corresponding to an event comprises
a storage mechanism and an application for interacting with
the storage mechanism and a communicating device to gen-
erate and store competitive groups which are used to compete
in the multiple contests of skill. The storage mechanism is a
database. The communicating device is selected from the
group consisting of a cellular phone, a laptop computer, a
personal computer and a PDA. Interacting with the storage
mechanism and the communicating device further includes
receiving selections and transmitting standings.

[0012] In yet another aspect, a device for participating in
multiple contests of skill corresponding to a single event
comprises a communications module for coupling to a server
and an application for utilizing the communications module
for coupling to a server to communicate with the server to
generate competitive groups which are used to compete in the
multiple contests of skill. The application utilizes the com-
munications module for coupling to the server to send selec-
tions to and receive standings from the server.

[0013] In yet another aspect, a device for participating in
multiple simultaneous contests of skill corresponding to a
single event comprises a storage module and an application
stored within the storage module for simultaneously starting
the multiple contests of skill and simultaneously scoring the
multiple contests of skill. The application is downloaded
from a server.

BRIEF DESCRIPTION OF THE DRAWINGS

[0014] FIG. 1illustrates a flowchart ofa process of utilizing
the present invention.

[0015] FIG. 2 illustrates a flowchart of a process of gener-
ating a user generated competition group.

[0016] FIG. 3 illustrates a graphical representation of an
embodiment of the present invention.

[0017] FIG. 4 illustrates a graphical representation of a
network of devices.

DETAILED DESCRIPTION OF THE PREFERRED
EMBODIMENT

[0018] A method and system for conducting a variety of
competitions simultaneously are described herein. The orga-
nization of competition in a game of skill has previously taken
one of three basic formats:

[0019] 1) Open contests: where large numbers of players
enter an event, and all of the entrants are competing against
each other for a single prize pool.

[0020] 2) Head-to-head: where competitors are matched
between a relatively small number of players identified to
compete head-to-head against each other. The actual match
making occurs in many forms, such as match play or elimi-
nation tournaments.

[0021] 3) Team competitions: where two or more people
are teamed to compete in head-to-head elimination against
other similar sized teams in match play or total score compe-
titions.

[0022] Thepresent invention is a system and method allow-
ing participants to simultaneously compete in multiple con-
tests based on a single performance. For example, a user is
able to participate in an open contest, compete in a team
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competition, and also compete against a small group of
friends all utilizing a score achieved in the same event.
[0023] As a comparison, in tournaments held for bowling
or golf, players are able to compete simultaneously in a gross
score tournament as well as a net (handicap) tournament with
the same performance. However, the contestants in the gross
and net competitions are identical. The focus of the present
invention is on enabling the entry of an individual in separate
competitions, with separate prizes based on their single per-
formance (score), where the pool of entrants is different for
each competition.

[0024] The default mechanism for organizing a competi-
tion for this type of game in the past has been an open contest
where all competitors are automatically entered in a contest
against all other players. As taught in U.S. Pat. No. 5,813,913,
incorporated herein by reference, the competitive field of
players is also able to be divided into separate flights or
groups according to skill and experience and only scores from
other competitions at the same skill level are compared.
Thousands of players are able to compete in a particular
football game within a particular skill level.

[0025] For this example, Player A has been rated as an
“intermediate” player and is competing against 10,000 other
“intermediate” players in an interactive game of skill played
with a live Monday Night Football broadcast. Prior to the
telecast, Player A has arranged a side competition against four
ot his friends. Player B has organized through a match-mak-
ing interface, a small competition which includes Players A,
B, C,D and E. In this example, Players A and B are interme-
diate players, but Players C, D and E are novice players.
Player B has also organized this small competition to require
a $2.00 entry fee with a winner-takes-all rule. While none of
the competitions require prizes or awards, they are allowable
in games of skill.

[0026] When Player A logs on to a network supporting
mobile games of skill, he is presented with the option of
competing in the private separate contest that Player B set up.
Player A agrees to compete with the $2.00 entry fee.

[0027] Separately, Player A has previously registered to
participate in a sponsored season long team competition with
coworkers F, G and H. The highest two scores of their four
man team are totaled, and these points are added to the sea-
son’s cumulative score with the highest team scores winning
prizes. Thus, for a single football game, Player A is registered
in: an open competition where the best competitors win
prizes, a friendly competition for a prize pool of $10, and a
season long team competition.

[0028] During the football game, Player A, like all of the
other players, tries to get the best possible score by predicting
the plays correctly before they happen. He plays in the same
manner he would playing in the open contest alone, but his
performance is in fact simultaneously separately scored in
these completely different competitions against a different set
of opponents for different rewards.

[0029] At the end of the event, Player A scored 12,565
points, in this example. That score was in the 92”7 percentile
among the 10,000 intermediate players, but not high enough
to win an award in that contest. That same score of 12,565 was
also compared against Players B, C, D and E, and was the
highest score, so Player A won the separate competition of
$10. At the same time, Player A’s score was the second
highest among his team members in the separate team com-
petition, and therefore was one which was totaled for the
season long team competition.
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[0030] It is essential to the success and enjoyment of such
an invention that a potential competitor have an easy method
of registering and entering these separate competitions on an
ad hoc or seasonal basis. In addition, it is important to the
success of such a system that all of the competitors be able to
monitor periodically, not only their ongoing standings in the
overall open competition at their skill level, but they will be
able to periodically review all the competitions they are
entered into to see the current standings.

[0031] For each of these competitions, there are two ways
the group of attendees are able to be formed: A) organized by
the service provider and/or a commercial sponsor or B) orga-
nized by the users themselves. Examples of service provider
generated groups include those based on competitive skill
level and region. For example, all intermediate players for a
specific football game. An example of a user generated group
is identifying five friends for a football competition. As each
player enters a particular event (e.g. Monday Night Football),
they are informed of the competitions they are playing in (e.g.
Intermediate Global competition, the California Bay Area
competition, and the personal Group competition). Each
group is able to have a generic name and/or a specific name
such as “personal group competition 1 or “Bob’s Competi-
tion.” When a player’s phone or computing device establishes
a connection with the network (e.g. the Airplay Network), the
network identifies all of the groups that this player is able to
compete in, and the server will upload this information to the
phone over a cellular connection for display to the user. When
a user couples to the network with a computing device other
than a cellular phone, the information is available through the
Internet. In some embodiments, participation in various
group competitions involves additional fees. Users have the
ability to choose not to compete in any or all of the groups
they have been invited to.

[0032] There are two classes of Groups: System Generated
Groups (e.g. Service Provider Groups) and User Generated
Groups. System Generated Groups are generated by the ser-
vice administrator based on database information about the
user. Examples include Intermediate Skill Level and Califor-
nia Bay Area San Francisco 49ers Fans. User Generated
Groups are defined by one or more members. A member is
able to generate a group either from the services website or
from a cellular phone interface. To generate a group, a mem-
ber generates a name for the group or a generic name is
assigned, and then the member adds other members to the
group. The member is able to add other members to the group
by their handle (unique identifier), email address (for new
members) or by their cellular phone number. Groups are able
to be assigned to a particular event. A group is able to be
designated as an active group or a party. User group owners
generate a party by associating the group to a particular event
(e.g. December 12 Monday Night Football Game). In some
embodiments, an email invitation or text message is sent to
inform the members of the group that they have been invited
to a party.

[0033] The game control server maintains a list of groups.
Service Provider Groups are automatically assigned to
events. User Groups are assigned to events by the group
owners. In both cases, a list of active groups is known before
the start of the event such as parties for a particular event.
Within each of these known groups a list of all the participants
is also maintained. This is able to be implemented in several
ways. The most common way is via a database manager. This
is able to be done through a data structure that is loaded for
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each event, and a database is one natural implementation to
keep track of the group/participant relationships.

[0034] Throughout the game, a server manages the scores
for every player. The scores are updated in a central location
such as a database server, and are sorted with the members of
aparticular group to identify the rankings for each member in
the competition.

[0035] During an event, scores and rankings are sent to
members of the various groups. This is done after each scor-
ing opportunity, or at a slower pace such as every five minutes
or every five scoring opportunities. For small groups (e.g. 20
or less active participants) all of the scores and rankings are
able to be sent by the server and displayed on the participant’s
device. For very large groups there are two approaches that
can be taken: 1) Common message or 2) Individualized mes-
sage. Sending a common message for large groups is much
more efficient on the network, and is able to still provide a
significant amount of information. The message is able to
contain the top 20 names and scores for this group as well as
the score that is required to be in the top 95%, 90%, 85%, . .
. 5%. When the client receives this message, it determines
what percentile the user is in by extrapolating its score
between the percentile scores that the user is between. In
sending an individual message for a large group, the server
would still send the top 20 names and scores as well as the
exact percentile that this user falls in.

[0036] Each separate tournament is managed effectively. A
message is sent from the game server to the individual clients
associated with each group. For very large groups, this mes-
sageis able to beidentical for all of those that are receiving the
message. Past results tracked on the phone and in more detail
on the website will track the rankings in each of the different
groups associated with an event. A selection of pre-produced
audio and visual comments, for example, in the nature of
taunts and cheers are able to be selected from a menu and sent
to a specific individual or to all competitors in the group.

[0037] Games of skill played on the Internet or cellular
phones based upon live telecast sporting events or popular
game shows are expected to attract a large number of potential
competitors. As in all games of skill, there will be a wide
variety of experience and talent and many motivations to play.
To some, the enjoyment will be competing in open competi-
tions against skilled players to test their medal. For others, it
may be just the ability to compete and possibly win against a
handful of close friends who share the same passion for the
underlying televised event. Others may be more team ori-
ented and derive more enjoyment from participating as a
member of the group. The method and systems described
herein provide not only the ability for an individual to find a
group of competitors and a contest attractive to them, but also
allows them to compete in multiple contests simultaneously
with the identical performance and with the same investment
of'time. This increases not only the sense of community, but
provides greater opportunities for the satisfaction of beating
friends as well as winning prizes.

[0038] FIG.1illustrates a flowchart of a process of utilizing
the present invention. In the step 100, competitive groups are
generated related to events. The competitive groups are either
system generated or user generated. As described above, a
system generated group is generally based on skill level,
location or another generic attribute that some users qualify
for, while other users do not. A user generated group is
selected by a user where participants are added to the group
by entering a username, email address, cellular phone num-
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ber, or another distinguishing identifier. User generated
groups typically include groups of friends, co-workers and
other groups of people that a user wants to compete with. Any
number of system groups and user groups are able to be
generated. In addition to determining who is included in the
competition, the events being played within the competition
are selected. For example, a user is able to set up a Monday
Night Football league, wherein every Monday night for the
regular season of the NFL, the users within the group compete
based on the Monday night game. In some embodiments, the
specific games that the users compete in are selected at later
dates beyond the initial generation of the group.

[0039] In the step 102, users couple to a network (e.g. the
Airplay Network) to participate in the generated competi-
tions. In the step 104, the users are informed which competi-
tions are available for participation. For example, an interme-
diate user couples to the network using his cellular phone and
is greeted with a list of competitions available for him to join.
Thelist includes, a free open competition for all intermediate
players for a specified game, an individual group competition
that his friend invited him to join also for the same specified
game, a team competition that his co-workers wanted him to
be a part of where it is a season long tournament which
includes the same specified game and another system gener-
ated competition also for the same game that costs $10 to
enter with larger prizes available than the free competition. In
the step 106, each user who has coupled to the network joins
the groups desired. Continuing with the example above, the
user decides to join the free open competition, the friend’s
competition and the co-worker competition but does not join
the $10 competition.

[0040] In the step 108, the users then participate in the
competitions by sending user selections (e.g. predictions) to a
server within the network for monitoring, analyzing and
determining results based on the selections. Based on the
results, standings for each competition are also determined.
Using the example above again, although the user joined three
different competitions related to a single game, the user com-
petes exactly the same as if he entered in only one of the
competitions, since his input is distributed for the three dif-
ferent competitions.

[0041] Inthe step 110, the results based on the users’ selec-
tions are stored. The results are stored in a way such that they
are easily retrieved for each competition. For example, a
storing mechanism such as a database stores the results of
Game X for Player A where Player A’s score is 1000. In the
free open competition, Player A’s score was not good enough
to win a prize. However, in the friendly competition, it was the
highest score, and in the co-worker team competition it was a
score usable by the team. Therefore, although the score was
not a winning score for one competition, it was a beneficial
score in the other two competitions. By competing in multiple
competitions for the same game/event, a user’s results/score
could provide different outcomes depending on the competi-
tion. Therefore, the proper associations of each competition
and the score are required.

[0042] Inthe step 112, each user receives the results and/or
standings on his cellular phone or computer. The results and/
or standings arrive at varying times depending on the setup of
the system. The results and/or standings are received or at
least accessible after the competition ends. If desired, the
results and/or standings are also received throughout the com-
petition such as every five minutes or after a certain number of
selections are made. The standings from the results determine
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who wins at the end of the competition. While displayed
during the game, the standings show what position the user is
in. The standings are based on the results of the selections
made by the users.

[0043] FIG. 2 illustrates a flowchart of a process of gener-
ating a user generated competition group. In the step 200, a
user couples to a server within a network (e.g. the Airplay
Network) storing an application to generate a competition
group. In some embodiments, the application is stored on the
user’s cellular phone instead of or in addition to on the server.
Preferably, the application provides a graphical user interface
such as an interactive website for easily generating the com-
petition group. In the step 202, the user selects the type of
competition, such as open, head-to-head or team, in addition
to other types of competitions. The user also adds any addi-
tional requirements or conditions such as intermediate play-
ers only or $2 entry fee with the winner-take-all. Additionally,
the user labels or names the competition group. In the step
204, competitors are added to the competition. The competi-
tors are added based on a username, phone number, email
address or another identification mechanism. In the step 206,
either at the initial set up of the competition group or later on,
one or more events are selected to be competed in. For
example, if a user wants to set up a competition specifically
for Super Bowl XL, he is able to designate that immediately.
Or if a user wants to start a week-long competition related to
Jeopardy, he is able to do that as well. The user is also able to
retain the same group and modify it to generate a second
competition. For example, after the Super Bowl XL.I compe-
tition ends, the user is able to generate another competition
with the same group for the NCAA BCS Bowl Championship
Game. Users are able to generate as basic or as complex a
competition group as desired. As described above, itis able to
be for a single event, a variety of events or an entire season of
events. Preferably, a database is utilized to organize the com-
petition groups for easy correlation of data.

[0044] FIG. 3 illustrates a graphical representation of an
embodiment of the present invention. A server 300 contains
an application 302 and a storage mechanism 304. The appli-
cation 302 is preferably a web application or at least has a web
component to enable users to interact with a web graphical
user interface to input data and review data. The storage
mechanism 304 is utilized for storing selections and results
from the selections as well as competition groups. The stor-
age mechanism 304 preferably includes a database for orga-
nizing the data including the selections, results, standings and
competition groups amongst other data needed for executing
the competitions. The server 300 is part of a network 306. A
device 308 couples to the server 300 through the network 306.
In some embodiments the network 306 includes the Internet.
In some embodiments, the network 306 includes a cellular
network Also, in some embodiments, the network 306
includes both the Internet and a cellular network. The device
308 is selected from a cellular phone, a PDA, a computer, a
laptop or any other device capable of communicating with the
server 300. As described above, in some embodiments, an
application for allowing users to generate competition
groups, input selections and communicate with the server in
general is included in the device 308 instead of or in addition
to the application 302 on the server 300.

[0045] FIG. 4 illustrates a graphical representation of a
network of devices. As described above, the server 300 con-
tains the application 302 and the storage mechanism 304 for
inputting and outputting data related to the competitions. The
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device 308, couples to the network through a network 306. As
described above, the network includes either the Internet, a
cellular network or both. Although the device 308 is able to be
a device other than a cellular phone as shown, other devices
are also shown coupled to the network 306 therefore forming
a network of devices 400. The other devices include a laptop
310, a computer 312 and a PDA 314. One of the devices 308
is shown with an application 320 for enabling the user to
generate competition groups and communicate with the
server 300.

[0046] In some embodiments, handicaps are implemented
so that users of different levels are able to compete more
fairly. Handicaps provide additional points to users at lower
levels so their score is comparable to a more advanced user.
The handicaps are determined based on analysis of the scor-
ing. For example, if advanced users on average score 3000,
while intermediate users on average score 2000 and beginners
onaverage score 1000 for the same set of questions, then a fair
handicap is 1000 per difference in level. Thus, when there is
a friendly competition between one user who is advanced by
playing every week and three beginner users who play once a
month just for fun, a straight game without handicaps is not
likely going to be a close competition. However, if the begin-
ner users are given help to put them on par with the advanced
user, then the outcome of the competition could result in a
beginner user winning.

[0047] In some embodiments, each user competes in the
same game, but slightly different sets of questions/choices are
posed based on the competition level. For example, an inter-
mediate user chooses to play in an open intermediate compe-
tition and also with a group of beginner friends. Each of the
beginner users is asked to choose what type of play the fol-
lowing play is going to be (e.g. Run or Pass). The intermediate
user is also asked to choose the following play. However, the
intermediate user is also asked to choose which direction the
play will go (e.g. Left or Right). Therefore, the same game is
being played to some extent, but there is a slight modification,
so that more advanced users have additional options. How-
ever, when scoring, the additional options apply only across
the same level. Thus, the user selecting Left or Right correctly
has no effect on the scoring in the beginner competition. It
only affects scoring for the intermediate competition. Thus,
users are able to compete at different levels for the same
event.

[0048] To utilize the present invention, users select from or
generate competition groups to participate in. The users select
system generated competition groups which are specific to
levels, geographic locations and other general categories. The
users are also able to generate their own competition groups
which include friends, family, co-workers or other groups of
people they choose. After the competition groups are gener-
ated, users are able to join whichever group they are invited to.
After joining one or more groups, the users are able to join
additional groups beyond that as they are generated and
become available to the user. A user is informed of the com-
petition groups available for entering either by email, Short
Message Service (SMS) text message, voice message or
when the user couples to the network to view/play competi-
tions. After joining the desired competition groups, the user
participates in the competitions by answering questions or
making selections based on viewing a sporting event, televi-
sion show, game show or other event where skill is involved in
making choices. In addition, games of skill with a common
start time can be conducted simultaneously in real-time,
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based on classic card, dice, trivia, word and other games. The
selections/answers/predictions are stored and results and/or
standings are sent to the user. The results and/or standings
throughout the competition show how well the user is doing
compared to other competitors via standings, and when the
competition is over, the results and/or standings determine
who the winner is. Additionally, since multiple competitions
are occurring based on a single event, the results and stand-
ings are organized so that the user is able to understand how
he is doing in each event. For example, if a user is winning by
a lot in his two friendly competitions, but is slightly out of
prize position in the open competition, he will not simply
relax and coast to victory in his friendly competitions. He is
able to realize that by performing slightly better, he still has a
chance to win a prize in the open competition, while still
winning easily in the friendly competitions.

[0049] In operation, the present invention allows users to
set up and compete in multiple competitions for a single
event. Although users are competing against typically difter-
ent competitors in different competition groups, the same
selections are utilized to produce scores that have specific
meaning based on the competition group. As described above,
a user may lose in one competition group but win in another
competition group because the competitors are different.
Also, the requirements of each group are different as well. For
example, in team play, if the top two scores are counted and
the user has one of the top two scores, then his score is
important even though he lost in a different competition
group. In another example, the competition group is a season
long event where there is no weekly winner, but only a year-
end winner. Thus, although the competitor is doing terrible
one week and has no chance of winning the separate weekly
competition, the user is still encouraged to do as well as
possible for the year-end total. By allowing users to compete
in multiple competition groups for the same event, the user
interaction increases substantially. For example, instead of a
user simply playing his standard weekly intermediate football
competition, the user is also invited to play in his family’s
tournament for bragging rights, his friend’s competition
where the winner gets $20 and his co-worker’s competition
where the lowest score pays for a round of drinks the follow-
ing Friday. With more chances to win, users have a much
more vested interest in competing. To ensure users do not get
frustrated with the scoring, the results and/or standings are
displayed in a very user-friendly format so that a user knows
how well he is doing in each respective competition.

[0050] In some embodiments, multiple servers are used
within the network. For example, one server is dedicated for
the scoring, a separate server is dedicated for the database and
another server is dedicated for hosting the graphical user
interface.

[0051] The present invention has been described in terms of
specific embodiments incorporating details to facilitate the
understanding of principles of construction and operation of
the invention. Such reference herein to specific embodiments
and details thereof is not intended to limit the scope of the
claims appended hereto. It will be readily apparent to one
skilled in the art that other various modifications may be made
in the embodiment chosen for illustration without departing
from the spirit and scope of the invention as defined by the
claims.

1. A method of simultaneously participating in multiple
contests each comprising a plurality of competitors and cor-
responding to an event comprising:

Sep. 17, 2015

a. receiving a list of competitive groups to join on a
memory device;

b. receiving user input including a group selection of a
plurality of competitive groups to join, wherein each
group of the plurality of competitive groups is a separate
competition; and

c. receiving additional user input including one or more
event selections related to the event, wherein the one or
more event selections enable participating with the plu-
rality of competitive groups by sending selections
related to the event from the memory device to a server.

2. The method as claimed in claim 1 wherein the event is
selected from the group consisting of a television-based
sporting event, an entertainment show and a game show.

3. The method as claimed in claim 1 wherein the event
comprises classic card, dice, trivia and word games played
simultaneously.

4. The method as claimed in claim 1 wherein receiving
standings on the device occurs during participating with the
plurality of competitive groups.

5. The method as claimed in claim 1 further comprising
receiving standings, wherein the standings are separated
based on the plurality of competitive groups.

6. The method as claimed in claim 1 further comprising
receiving standings, wherein the standings are received peri-
odically and represent relative performance in the separate
competitive groups.

7. The method as claimed in claim 1 wherein the competi-
tive groups are selected from the group consisting of service
provider generated competitive groups and user generated
competitive groups.

8. The method as claimed in claim 7 wherein the service
provider generated competitive groups are based on general
playing characteristics.

9. The method as claimed in claim 1 wherein the list of
competitive groups to join is received on the device selected
from the group consisting of a cellular device, a laptop com-
puter, a personal computer and a PDA.

10. The method as claimed in claim 1 wherein the com-
petitive groups are maintained in a database.

11. The method as claimed in claim 1 wherein the results
include a handicap.

12-44. (canceled)

45. A network of devices for conducting multiple contests
of'skill or chance each comprising a plurality of competitors
and corresponding to an event comprising:

a. a plurality of devices, each configured for receiving user
input including a group selection of a plurality of com-
petitive groups to join, wherein each group of the plu-
rality of competitive groups is a separate competition,
and receiving additional user input including one or
more event selections related to the event; and

b. a server within a network, wherein the server and the
plurality of devices communicate to conduct the mul-
tiple contests of skill or chance corresponding to the
event, further wherein participating in the multiple con-
tests of skill or chance is based on a single performance
which is applied to each of the multiple contests of skill
or chance simultaneously.

46. The network of devices as claimed in claim 45 wherein
the plurality of devices are selected from the group consisting
of cellular devices, laptop computers, personal computers
and PDAs.

47-50. (canceled)
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51. A device for participating in multiple contests of skill or
chance each comprising a plurality of competitors and corre-
sponding to an event comprising:

a. a communications module for coupling to a server; and

b. an application for utilizing the communications module

for coupling to a server to communicate with the server
to generate competitive groups which are used to com-
pete in the multiple contests of skill or chance, wherein
the application enables an individual user to join a plu-
rality of competitive groups for the event, wherein the
application is configured for receiving user input includ-
ing a group selection of the plurality of competitive
groups to join, wherein each group of the plurality of
competitive groups is a separate competition; and
receiving additional user input including one or more
event selections related to the event.

52. The device as claimed in claim 51 wherein the appli-
cation utilizes the communications module for coupling to
the server to send selections to and receive standings from the
server.

53-56. (canceled)

57. The method as claimed in claim 1 wherein the event
comprises multiple athletic contests.

58. The method as claimed in claim 1 wherein the event
comprises multiple athletic contests taking place in a single
day.

59. The method as claimed in claim 1 wherein the event
comprises a variety of events.

60. The method as claimed in claim 1 wherein the event
comprises a season of events.

61. The method as claimed in claim 1 wherein the event
comprises events that occur on multiple days.

62. The method as claimed in claim 61 wherein the events
are related events.

63. The method as claimed in claim 1 wherein the event
comprises a video game, computer game or electronic game.

64. The network of devices as claimed in claim 45 wherein
the event comprises multiple athletic contests.

65. The network of devices as claimed in claim 45 wherein
the event comprises multiple athletic contests taking place in
a single day.

66. The network of devices as claimed in claim 45 wherein
the event comprises a variety of events.

67. The network of devices as claimed in claim 45 wherein
the event comprises a season of events.

68. The network of devices as claimed in claim 45 wherein
the event comprises events that occur on multiple days.

69. The network of devices as claimed in claim 68 wherein
the events are related events.

70. The method as claimed in claim 45 wherein the event
comprises a video game, computer game or electronic game.
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71. The device as claimed in claim 51 wherein the event
comprises multiple athletic contests.

72. The device as claimed in claim 51 wherein the event
comprises multiple athletic contests taking place in a single
day.

73. The device as claimed in claim 51 wherein the event
comprises a variety of events.

74. The device as claimed in claim 51 wherein the event
comprises a season of events.

75. The device as claimed in claim 51 wherein the event
comprises events that occur on multiple days.

76. The device as claimed in claim 75 wherein the events
are related events.

77. The method as claimed in claim 51 wherein the event
comprises a video game, computer game or electronic game.

78. A method of simultaneously participating in multiple
contests each comprising a plurality of competitors and cor-
responding to an athletic contest comprising:

a. receiving a list of competitive groups to join on a

memory device;

b. selecting receiving user input including a group selection
of a plurality of competitive groups to join, wherein each
group of the plurality of competitive groups is a separate
competition; and

c. receiving additional user input including one or more
selections related to the athletic contest, wherein the one
or more selections enable participating with the plurality
of competitive groups by sending selections related to
the athletic contest from the memory device to a server.

79. The method as claimed in claim 78 wherein receiving
standings on the device occurs during participating with the
plurality of competitive groups.

80. The method as claimed in claim 78 further comprising
receiving standings, wherein the standings are separated
based on the plurality of competitive groups.

81. The method as claimed in claim 78 further comprising
receiving standings, wherein the standings are received peri-
odically and represent relative performance in the separate
competitive groups.

82. The method as claimed in claim 78 wherein the athletic
contest comprises multiple athletic contests.

83. The method as claimed in claim 78 wherein the athletic
contest comprises multiple athletic contests taking place in a
single day.

84. The method as claimed in claim 78 wherein the athletic
contest comprises a season of athletic contests.

85. The method as claimed in claim 78 wherein the athletic
contest occurs on multiple days.
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