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(57) ABSTRACT 

A method and apparatus for playing bingo having a prize 
Structure which is based upon the true mathematical prob 
abilities of forming pre-announced winning bingo patterns 
after each randombingo number is drawn and telecasting the 
mechanical random number generating process live, while 
Simultaneously transceiving information interactively over 
the telephone or a global communications network, for 
example, the Internet. In this game, players are not required 
to assemble in one place. An unlimited number of players 
can participate Simultaneously from different remote loca 
tions without changing any individual player's chances of 
winning. 

13 Claims, 4 Drawing Sheets 
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ODDS OF FORMING WINNING BINGO PATTERNS AFTER SUCCESSIVE RANDOMDRAWINGs, ASSUMING FOUR 
OUT OF FIVE SPACES IN A ROW OR COLUMN OR ON A DIAGONAL AND FOUR CORNERS CONSTTTUTE A 
WINNING BDNGO PATTERN, AND ASSUMING NO FIVE CARD BINGOS AND NO FREE SPACE. 

BNGO PATTERNS FORMED 

PER MILLION GAMES PLAYED 

AFTER THE FOURTH NUMBER IS DRAWN 50.9 

AFTER THE FIFTH NUMBER IS DRAWN 229 

AFTER THE SIXTH NUMBER IS DRAWN 760 

AFTER THE SEVENTH NUMBER IS DRAWN 1,761 

AFTER THE EIGHTH NUMBER IS DRAWN 3,391 

AFTER THE NINTH NUMBER IS DRAWN 5,916 

AFTER THE TENTH NUMBER IS DRAWN 9,721 

FIG 3 
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BINGO GAME FOR USE ON THE 
INTERACTIVE COMMUNICATION 
NETWORK WHICH RELES UPON 
PROBABILITIES FOR WINNING 

FIELD OF THE INVENTION 

This invention relates generally to a method and apparatus 
for playing bingo that relies upon two novel concepts: a 
prize Structure which is based upon the true mathematical 
probabilities of forming preannounced winning bingo pat 
terns after each random bingo number is drawn; and, tele 
casting the mechanical random number generating proceSS 
live, while Simultaneously transceiving information interac 
tively over the telephone or a global communications 
network, for example, the Internet. 

In using this bingo game, players are not required to 
assemble in one place. An unlimited number of players can 
participate Simultaneously from different remote locations 
without changing any individual player's chances of win 
ning. Also, the game ends after drawing a pre-announced 
quantity of randomly Selected bingo numbers. More than 
one player can win a prize after each random number is 
drawn. The prizes Vaty in amounts within the same game. 
Additionally, players are able to create and use their own 
personalized bingo cards. 
Abingo game with the foregoing type of prize Structure 

has special appeal to players who are unable to get to a bingo 
playing location, or prefer not to assemble in a common 
bingo playing location. 

DESCRIPTION OF THE RELATED ART 

PRIOR ART 

U.S. Pat. No. 5,072,381 (Richardson, et al) shows an 
electronic gaming System which includes a System base 
Station and a plurality of gaming boards. 

U.S. Pat. No. 5,265,880 (Maksymec) teaches a long 
duration bingo game wherein a fixed number of bingo 
numbers are drawn from the pool of numbers and winning 
cards are paid off at a minimum of 1,000 times the purchase 
price. 

U.S. Pat. No. 5,518,253 (Pocock, et al) shows a televised 
bingo game System wherein players enter by telephone and 
billing is provided a a 900 number. A computer system 
plays the Selected bingo balls against all entered bingo cards. 

U.S. Pat. No. 5,569,083 (Fioretti) demonstrates a method 
of playing bingo over a wide geographic area, in real time 
and on an interactive basis. 

U.S. Pat. No. 5,657,991 (Camarato) shows an interactive 
bingo-like game and method played electronically 

BACKGROUND OF THE INVENTION 

The current state of the prior art in the field of “Bingo 
type' games is significant, but easily distinguished from the 
present invention. The traditional game of bingo is played in 
the following manner. Individual participants use different 
cards. The cards are randomly generated Such that no two are 
the Same, within the Specific game being played. The card 
columns are labeled “B”, “I”, “N”, “G”, and “O'”. The five 
rows of the card are unlabeled, but partitioned such that the 
game card has individual Squares, each containing a number. 
A“FREE space may be assigned a card which allows a tile 
to be placed thereon when the games begins. 

The caller of the game randomly draws a number and 
column, usually Selecting from a pool of balls or tiles which 
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2 
have random assignments labeled on them. If the number 
called is associated with the same number in the designated 
column of the player's card, the game participant places a 
tile in the Square. The game is won by the game participant 
who first places a tile in each Square comprising a row, 
column or diagonal across the respective board. 

There has developed many variations of the above tradi 
tional game. The current art of bingo does not include a 
game form which bases winning not on chance, but on 
mathematical probability. In existing bingo games, the play 
erS assemble in one location, purchase their bingo cards and 
hope that the randomly drawn numbers form winning bingo 
patterns on one or more of their own bingo cards before 
forming winning patterns on another player's card. In each 
game, only a single player who was lucky enough to possess 
the card that contained the winning pattern, wins a prize. 
When the first winning pattern is formed on any card, the 
game ends. 

There are shortcomings in current formats of playing 
bingo. AS the quantity of cards in the game increases, each 
player's chance of winning decreases. Also, the game's 
integrity is in question because the opportunity for cheating 
exists. For example, a dishonest player who is a confederate 
of the dishonest operator can tamper with the numbers on his 
or her card during a game. When the dishonest player calls 
“bingo', the dishonest operator overlooks the tampering on 
the winning card while Verifying it, and pays the dishonest 
player. The dishonest player covertly divides the winnings 
with the dishonest operator. The legitimate players are 
thereby deprived of a fair opportunity to win. 

Additionally, all current versions of bingo require players 
to Select from a group of pre-printed bingo cards prior to 
beginning play. There is no opportunity for a player to create 
his or her own unique and personal bingo card. Personalized 
cards would help to increase player confidence in the 
integrity of the game. 

Existing bingo games played over the Global communi 
cations network, for example the Internet, are similarly 
deficient. They involve a common web site to which all 
players are interactively connected. The first player to obtain 
a bingo Signals the common web site, and the game ends. AS 
in a bingo hall, there is usually only one winning card per 
game. Again, the element of doubt exists because it is 
impossible to Verify the legitimacy of the winners and the 
integrity of the game. A dishonest web site operator can 
easily Verify a non-legitimate wining card. 
Many forms of gaming on the telephone and on the Global 

communications network, for example, the Internet, depend 
upon the outcome of random number generation. A major 
Shortcoming of global communications network and tele 
phone gaming is the inability of bettors to observe the 
mechanical random number generating process live in high 
quality, full Screen, real time Video. In existing global 
communications network gaming operations, the results of 
random number generation are made available for viewing 
on players computer monitors by posting bland text spelling 
out the outcomes. But because of limitations in current 
technology, computers and monitors are unable to present 
live, full Screen, high quality displays of the random number 
generating process. 
The present invention overcomes this shortcoming by 

using a variety of broadcasting mediums, including televi 
Sion and telephone, Simultaneously, thereby enabling play 
ers who prefer to play bingo without sitting in a bingo hall, 
to maintain interactive communications with the bingo 
operator by telephone or on the Global communications 
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network, for example the Internet while Simultaneously 
observing the mechanical equipment, live, on conventional 
television, as it generates random bingo numbers. 
A need, therefore, exists for a method of playing bingo: 

which enables players to win based upon the true math 
ematical probabilities, regardless of the quantity of other 
playerS or their Success, which can accommodate an unlim 
ited number of players without altering a player's chances of 
winning and without altering the prize Structure; which 
enables players to play privately, which enables players to 
create their own personal bingo cards, which enables more 
than one player to win differing prizes in each game; and 
which enables the players to observe high quality, live, full 
Screen displays of the mechanical equipment as it generates 
random numbers. 

SUMMARY OF THE INVENTION 

It is the object of the present invention, therefore, to 
overcome the aforesaid deficiencies and to provide all 
prospective bingo players with the described benefits. 

It is the primary object of the present invention to provide 
a bingo game wherein the chances of winning are deter 
mined by mathematical probabilities. 

It is a Second object of the present invention to provide a 
bingo game wherein the player are able to assign their own 
numbers to their respective cards, thereby determining their 
own pattern for winning and increasing the confidence in the 
integrity of the game. 

It is a fourth object of the present invention to conduct a 
bingo game wherein the chances of winning is not affected 
by the number of player. 

It is a third object of the present invention to allow the 
interactive conduct of bingo over a global communications 
network utilizing television, which is interactive with the 
network, to provide high resolution feedback to the players 
on the network. 

In the present invention, prospective players are Supplied 
with blank bingo card templates which they obtain either by 
mail or from a central gaming System by means of computer 
printers. On each card there are five vertical columns, each 
headed by the familiar letters, B-I-N-G-O, and five horizon 
tal rows, creating a checkerboard pattern of twenty five 
blank Spaces. AS will be explained, the number of rows and 
columns may vary, but the invention as herein described is 
not modified by this variable feature. 

Players individually insert their preferred numbers into 
the blank Spaces on their respective bingo card templates. 
The numbers must comply with the numerical limits of each 
column. In the version of bingo which is commonly played 
in the United States, the limits are: Numbers 1-15 for the 
“B” column; Numbers 16-30 for the “I” column; Numbers 
31-45 for the “W' column; Numbers 46-60 for the “G” 
column; and Numbers 61-75 for the “O'” column. In other 
countries, the starting pool is 90 numbers, instead of 75. 
Each column, therefore, can contains 18 possible different 
numbers, instead of 15. Players can also use existing pre 
numbered cards. Each card, whether pre-numbered or per 
Sonally created, is assigned a unique identification number, 
and must be registered into a computer program before it 
may be approved and used. 

Each game is assigned a unique, dated, and timed, Sequen 
tial identification number. Prior to the Start of each game, the 
operator announces the exact quantity of random numbers 
that will be drawn from the starting pool of 75 possible 
numbers, and describes the winning patterns required for the 
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4 
upcoming game. The operator also announces the prize 
Structure. For purposes of this embodiment, it is assumed 
that the prizes are monetary. 

Prior to the Start of any game or Series of games, players 
notify the operator by telephonic intercommunication of the 
amount they desire to wager on each card, the game numbers 
and their card numbers. PlayerS may play as many cards as 
they like. 
The amounts of the prizes to be awarded are directly 

proportional to the amount wagered. Additionally, as the 
quantity of random bingo numbers Selected increases, the 
prize amounts decrease and the quantity of winners 
increases. The operator's overall percentage of retention is 
constant and is openly disclosed, along with the prize 
Structure, prior to the commencement of play. All of the 
foregoing information is made available to prospective 
players on information displayed on both television and 
computer monitors. 

In the typical game, any quantity of random bingo num 
bers ranging from four to eight will be drawn. The game 
ends after the final draw regardless of the number of winning 
bingo patterns that have been formed. In games where only 
four randombingo numbers are drawn, the prize amount will 
be at a maximum. In games where eight random bingo 
numbers are drawn, the prize amounts will be at a minimum. 

After the fourth number is drawn, the central computer 
Scans all cards, and identifies those cards that contain 
winning patterns. After the fifth number is drawn, the 
computer again performs a Scan and repeats the aforemen 
tioned procedure, except the amount of each prize will be 
substantially smaller, and more of them will be won. 
Likewise, after each Successive random bingo number is 
drawn, prizes of decreasing amounts are calculated and 
awarded. 
A random number generator that generates all of the 

numbers Simultaneously, but identifies the generated num 
bers in Sequential fashion, helps to increase Speed of play. 

All game formats will be unmistakably pre-announced by 
the operator. In a “four draw game, Since there are five 
different winning bingo patterns possible after four numbers 
are drawn, (four comers, middle row, “N” column, front 
Slash and back slash). The player's probabilities of winning 
that particular game are five out of 1.215 million, or one out 
of 243,000. All players who hold cards containing any of the 
winning patterns will win 90% of 243,000 (218,700) mul 
tiplied by the amount bet. For a bet of one penny, a player 
will win S2,187.00. The operator retains ten percent of all 
amounts wagered. 

If a game is pre-announced as a “five draw game, there 
will be many more winners, and accordingly, the prize 
amounts will be smaller. The amount won is immediately 
credited to the player's credit card or account, even if the 
player does not mark his or her bingo card properly. 

In an alternative embodiment of the invention, Stand alone 
Video games programmed with the aforesaid prize Structure 
enable people to play bingo privately. Data received from 
interconnected random number generating equipment com 
bines with the prize Structure program, thereby determining 
whether a winning pattern has been formed, whether the 
player pre-Selected a winning card, and if So, how much was 
wagered, and then calculates the appropriate prize amount. 

In other alternative embodiments of the invention, live 
television broadcasts of the mechanical random number 
generating equipment, Such as roulette wheels, bouncing 
lottery balls, and rolling dice are used to enhance the 
credibility and pleasure of the games. 
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BRIEF DESCRIPTION OF THE DRAWINGS 

FIG. 1 is a sample blank template for nine un-numbered 
bingo cards. 

FIG. 2 is a Sample template containing nine pre-numbered 
bingo cards. 

FIG. 3 is a table of the actual mathematical odds of 
obtaining a winning bingo pattern as Successive random 
numbers are drawn from a Staring pool of 75 numbers. 

FIG. 4 is a drawing of a random number generator for use 
in an embodiment of this bingo game which shows the 
pattern of numbers on a disk and a plurality of balls for use 
thereon. 

DETAILED DESCRIPTION OF PREFERRED 
EMBODIMENTS 

The invention will now be described in detail in relation 
to a preferred embodiment and implementation thereof 
which is exemplary in nature and descriptively specific as 
disclosed. AS is customary, it will be understood that no 
limitation of the scope of the invention is thereby intended, 
and that the invention encompasses Such alterations and 
further modifications in the illustrated device, and Such 
further applications of the principles of the invention illus 
trated herein, as would normally occur to perSons skilled in 
the art to which the invention relates. 

A player obtained the blank card series as shown in FIG. 
1. That player then completes the card, as in FIG. 2, Selecting 
his own series of numbers for each card. The card is indexed 
and registered with the central gaming System, and play is 
then commenced. 

The player can Wager one penny on each card for a 
specified set of 100 games. The total cost would be S9.00. 
Since each card and each sheet have a unique identification 
number, the wagering proceSS is simplified. A Sample game 
would be played as follows: 

The operator pre-announces the winning patterns to be all 
four comer Spaces plus: four out of any five Spaces in any 
horizontal row plus, four out of any five Spaces in any 
Vertical column, plus four out of any five Spaces on either 
diagonal line, and no free Space. The operator also pre 
announces that only four numbers will be drawn. 
As then reflected in FIG. 2, card 001 (upper left comer), 

for the Sample game wherein one of the winning patterns 
happens to be B-12, N-43, G-53, O-73, the player would win 
S180.00 for the four out of five pattern shown thereon. 

For this particular game format, and referring to FIG. 3, 
there are a total of 61 possible four Space patterns that would 
constitute winners. On a 25 Space bingo card, there are a 
total of 1.215 million possible four space combinations. The 
probabilities of forming Such a four Space winning pattern 
after the first four random numbers are drawn are about one 
out of 20,000. 
ASSuming a ten percent retention by the operator, all cards 

that contain one of the 61 patterns after four numbers are 
drawn would earn a prize of 18,000 multiplied by the 
amount bet. For a bet of one penny, a cardholder of one 
winning pattern would receive a prize of S180.00. If a player 
bet one dollar per card and his or her sheet contained two 
wing patterns, that player would also receive a prize, but the 
amount would be S36,000.00. Since all cards currently in 
play are registered into the computer before play starts, the 
possibility of tampering and cheating is eliminated. 

There is a Super jackpot version which may be played. If 
the operator announces that only the "four comer pattern 
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6 
will constitute a bingo, and only four numbers will be drawn, 
the probabilities of the occurrence of that Single combination 
are one out of 1.215 million. With a ten percent operator 
retention, all winning cards would receive a prize of 1.093 
million to one. A bet of one penny would earn a prize of 
S10,930.00 for any player whose card contained a four 
corner bingo after four numbers were drawn. Referring to 
FIG.2, card 002 (upper center), if the four numbers called 
were B-7, B-14, 0-68 and 0-70, the player would win 
S10,930.00. By means of further example, and referring to 
FIG. 2., for cards 003 (upper right) and 006 (middle right), 
if the numbers called were B-15, B-14, B-8, B-9 and B-12, 
the player would win S18.00. 
The next example again assumes an operator retention of 

ten percent (called a retention percentage), and 61 winning 
bingo patterns. However, this time the operator pre 
announces a “five draw game, which means that the game 
ends when five random numbers have been drawn, regard 
less of the number of winning cards. 
AS described, above, the chances of a Single card con 

taining any one of 61 winning patterns after four random 
numbers have been drawn is about one in about 20,000. 
After five random numbers have been drawn, there are 366 
possibilities of forming a four space winning pattern. 

For this example, the prize Structure of the instant inven 
tion Sets up two equal prize divisions, one division after the 
fourth random number is drawn and another division after 
the fifth random number is drawn. The prize structure of the 
instant invention retains the basic formula of awarding 
prizes totaling 18,000:1 for the bingo version that offers 61 
four-space, winning patterns. 

Accordingly, after the fourth random number is drawn, a 
prize of 9,000:1 is awarded to all winning cards. After the 
fifth random number is drawn, a prize of 1,800:1 is awarded 
to all winning cards. According to mathematical 
probabilities, there will probably be five times more winning 
patterns formed after the fifth random number is drawn than 
were formed after the fourth random number was drawn. 

After the fourth random number has been drawn, a bet of 
one penny would earn a prize of S90.00 for each card that 
contained a winning pattern. After the next (fifth) random 
number has been drawn, a bet of one penny would earn a 
prize of S18.00 for each card that contained a winning 
pattern. 

For a "six draw game, with the same 61 winning 
patterns, three equal prize divisions are established. The first 
division covers the 61 winning cards after the fourth draw. 
The next division covers the 305 winning cards after the fifth 
draw. The last division covers the 915 winning cards after 
the sixth draw. The prizes to be awarded are S60.00, S12.00 
and S4.00 per penny per card respectively. 

In all versions, a computer program performs a Scan after 
each random number is drawn (beginning with the fourth 
and continuing until all of the pre-announced quantity of 
numbers has been drawn), to determine if any registered 
card contains a winning pattern. If a winning patterns exist, 
all the accounts of all the winning cardholder are immedi 
ately credited with the appropriate amounts, depending upon 
the amount bet on each card and the quantity of random 
numbers which were drawn before the winning pattern was 
formed. 
The game is conducive to the use of a variety of means for 

generating random numbers. For example, the numbers may 
be selected by computer or by drawing numbers from a 
container. In a preferred embodiment of the present 
invention, a spinning wheel, Similar to a roulette wheel, and 
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Spherical balls, are used. This means is very adaptable to the 
use as part of a System which can be viewed on conventional 
television, by private Video-teleconferencing, on public 
cable channels, and on a global communications network, 
like the Internet, and is, therefore, appropriate for the present 
invention. In this means, a plurality of balls are used, each 
representing a "draw for purposes of placing bets and 
computing prizes. The balls are numbered Sequentially to 
identify which “draw is being played. In a four draw game, 
balls one through four are used, for instance. Also employed 
is a Spinning wheel, shown in FIG. 4. The Spinning motion 
causes each of the balls to Settle into a pre-numbered pocket 
During game play, the balls are placed onto the Spinning 
wheel and individually Seek a pocket. AS many random 
numbers as desired may be generated. If a player gets a 
bingo by matching the pattern formed by the bingo numbers 
generated by the one ball, the two ball, the three ball and the 
four ball, the player wins a prize of 3929 multiplied by the 
retention percentage. If the bingo occurs after the fifth draw, 
the prize is 873 multiplied by the retention percentage. 

The mechanical random number generating proceSS will 
be televised live on conventional television, by private 
Video-teleconferencing, on public cable channels and on the 
Internet. Bingo players are able to view the live drawings on 
their television Sets and computer monitors, and are able to 
interact with the bingo operator either by audio/telephone or 
by connecting to the Internet. Simultaneously with the 
generating and telecasting of the random bingo numbers, a 
Scoreboard displays the results of each game. 
We claim: 
1. A method for providing bingo among Services to a 

plurality of player participants, comprising the Steps of: 
(a) assigning a bingo operator for a bingo game; 
(b) providing a means for exchanging bingo playing 

information between Said player participants and Said 
bingo operator; 

(c) making available to said player participants a plurality 
of bingo cards each having a unique numerical bingo 
pattern and each being identifiable by discreet indicia; 

(d) requiring each of Said player participants, before the 
Start of each bingo game, to Select and identify from 
Said plurality of bingo cards those cards which each of 
Said player participants is entering into play for a 
particular bingo game and, 

(e) specifying, before the start of each bingo game, 
described patterns which, when formed upon a bingo 
card, constitute wining patterns; 

(f) ascertaining and recording, before the start of each 
bingo game, the discreet indicia of each of Said bingo 
cards to be played by each player participant; 

(g) ascertaining, before the start of each game, a quantity 
of random numbers which are to be drawn in each game 
for each player, whereby Said game will end when Said 
quantity of random numbers has been drawn, without 
regard to the number of winning bingo patterns that 
have been formed; 

(h) ascertaining, before the start of each game, a prize 
paying structure which includes a plurality of prizes 
payable in the same game, and wherein: 
(1) the amount of each of said prizes is dependent upon 

Said quantity of random numbers that are generated 
during each game for each player, prior to the 
forming of a winning pattern; and, 

(2) a player's award is independent of the quantity of 
cards of other player in the game being played, and 
are independent of the Success of other players 
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(i) generating said quantity of random numbers by a 

random number generating means, and, 
(i) awarding one of Said prizes when any bingo card then 

in play contains any of Said winning patterns. 
2. A method as in claim 1 for playing bingo among a 

plurality of player participants, further comprising a tele 
phone as Said means for exchanging bingo playing infor 
mation between Said player participants and Said bingo 
operator. 

3. A method as in claim 1 for playing bingo among a 
plurality of player participants, further comprising voice 
communication in perSon as Said means for exchanging 
bingo playing information between Said player participants 
and Said bingo operator. 

4. A method as in claim 1 for playing bingo among a 
plurality of player participants, further comprising an inter 
active computer network as Said means for exchanging 
bingo playing information between Said player participants 
and Said bingo operator. 

5. A method of providing a bingo game comprising the 
Steps of 

providing a bingo operator for determining at least one 
winning bingo pattern; 

registering at least one bingo card bearing a plurality of 
bingo numbers with Said operator; 

generating a predetermined number of random bingo 
numbers, and, 

identifying all registered bingo cards on which the gen 
erated random bingo numbers form one of Said at least 
one winning bingo pattern and, 

awarding the holder of the winning bingo card an award 
wherein the amount of Said award is independent of the 
number of registered bingo cards on which a winning 
bingo pattern is formed. 

6. The method of claim 5 including the additional steps of: 
assigning an ordinal number to each of Said random bingo 

numbers, 
determining for each bingo card identified as having a 

winning bingo pattern a winning ordinal number equal 
to the ordinal number of the random number that 
produced Said winning bingo pattern on Said card; and, 

basing Said award on the probability of obtaining a 
winning bingo pattern after the winning ordinal number 
of random numbers is generated. 

7. The method of claim 6 wherein the step of registering 
at least one bingo card with a bingo operator comprises the 
Step of transmitting information concerning Said at least one 
bingo card over a telecommunications network from a first 
location to Said bingo operator. 

8. The method of claim 7 wherein the step of generating 
a predetermined number of random bingo numbers com 
prises the Steps of 

providing at least one draw marker object, providing a 
plurality of pockets each marked with a bingo number 
for receiving a single one of Said draw marker objects, 
releasing Said at least one draw marker object Such that 
it comes to rest in a random one of Said pockets, and, 
Setting one of Said random bingo numbers equal to the 
bingo number on the pocket in which said draw marker 
object lands. 

9. The method of claim 7 wherein said at least one draw 
marker object comprises a plurality of Sequentially num 
bered balls and Said plurality of pockets are arranged around 
the circumference of a Spinning disk. 

10. The method of claim 7 wherein the step of identifying 
all registered bingo cards on which the generated random 
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bingo numbers form a winning bingo pattern comprises the 
Step of Sending information from Said bingo operator to Said 
first location over a telecommunications network. 

11. The method of claim 10 wherein said bingo cards are 
Selected from a preprinted Supply of bingo cards. 

12. An apparatus for enabling at least one individual to 
play bingo on at least one bingo card associated with Said at 
least one individual comprising: 

a random number generator; 
a data processor having associated memory means for 

Storing a winning bingo pattern; and, 
at least one bingo card; 
wherein information concerning the identity of Said at 

least one bingo card is Stored in Said memory means, a 
predetermined number of random numbers are received 
in Said data processor from Said random number 
generator, and all of Said at least one bingo card on 
which the received random bingo numbers form a 
winning bingo pattern are determined by Said data 
processor and wherein 

an ordinal number is associated with each of Said random 
bingo numbers, a winning ordinal number equal to the 
ordinal number of the random number that produced 
Said winning bingo pattern on Said card is specified for 
each bingo card determined to have a winning bingo 
pattern, and, an award based Solely on the probability 
of obtaining a winning bingo pattern after the winning 
ordinal number of random numbers is generated is 
given to a holder of the winning bingo card. 

13. A method for enabling at least one individual to play 
bingo on at least one bingo card asSociated with the indi 
vidual comprising the steps of: 

providing a bingo operator for determining at least one 
winning bingo pattern; 

registering at least one bingo card bearing a plurality of 
bingo numbers with Said operator; 

predetermining a number of random bingo numbers to be 
Selected in Said game; 

1O 

15 

25 

35 

10 
Selecting a first random bingo number; 
identifying all registered bingo cards on which said first 

random bingo number forms a winning bingo pattern 
and awarding a first prize to the individual associated 
with each bingo card on which Said first random bingo 
number forms a winning bingo pattern wherein Said 
first prize is independent of the number of bingo cards 
on which said first random bingo number forms a 
winning bingo pattern; 

Selecting a Subsequent random bingo number; 
identifying all registered bingo cards on which said first 

random bingo number and Said Subsequent random 
bingo number together form a winning bingo pattern 
and awarding a Subsequent prize to the individual 
asSociated with each bingo card on which said first 
random bingo number and Said Subsequent random 
bingo number form a winning bingo pattern wherein 
Said Subsequent prize is independent of the number of 
bingo cards on which said Subsequent random bingo 
number forms a winning bingo pattern; 

Selecting additional random bingo numbers until Said 
determined number of random bingo numbers has been 
Selected; and, 

after each additional random bingo number is Selected, 
identifying all registered bingo cards on which the 
last-selected additional random bingo number together 
with Said first and Said Subsequent random bingo num 
bers form a winning bingo pattern and awarding an 
additional prize to the individual associated with each 
bingo card on which Said first random bingo number, 
Subsequent randombingo number, and the last-selected 
additional random bingo numbers form a winning 
bingo pattern; 

wherein the amount of Said prize decreases as the number 
of random bingo numbers Selected increases. 
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