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SYNCHRONIZED GAMING AND 
PROGRAMMING 

RELATED APPLICATION(S) 

This Patent Application is a continuation of U.S. patent 
application Ser. No. 16/865,000, filed May 1, 2020, titled 
"SYNCHRONIZED GAMING AND PROGRAMMING," 
which is a continuation of U.S. patent application Ser. No. 
15/886,704, filed Feb. 1, 2018, titled "SYNCHRONIZED 
GAMING AND PROGRAMMING," which is a continua­
tion of U.S. patent application Ser. No. 15/586,198, filed 
May 3, 2017, titled "SYNCHRONIZED GAMING AND 
PROGRAMMING," which is a continuation-in-part of U.S. 
patent application Ser. No. 14/172,539, filed Feb. 4, 2014, 
titled "SYNCHRONIZED GAMING AND PROGRAM-
MING," which is a divisional of U.S. patent application Ser. 
No. 13/484,129, filed May 30, 2012, titled "SYNCHRO­
NIZED GAMING AND PROGRAMMING" which is a 
continuation-in-part of U.S. patent application Ser. No. 
13/403,845, filed Feb. 23, 2012, titled, "A METHODOL­
OGY FOR EQUALIZING SYSTEMIC LATENCIES IN 
TELEVISION RECEPTION IN CONNECTION WITH 
GAMES OF SKILL PLAYED IN CONNECTION WITH 

2 
television viewers in games of skill based upon predicting, 
for example, what the quarterback may call on the next play 
within a football game. Both prime time and programs 
syndicated on a market-by-market basis lend themselves to 

5 games of skill. 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, 

10 experience and practice of the player in each discrete game. 
U.S. Pat. No. 5,813,913 ('913) to Bemer and Lockton 

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 

15 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 

20 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 accom-

LIVE TELEVISION PROGRAMMING" which is a con- 25 plishing this in the central computer and then transmitting an 
tinuation of U.S. patent application Ser. No. 11/786,992, 
filed Apr. 12, 2007, titled, "A METHODOLOGY FOR 
EQUALIZING SYSTEMIC LATENCIES IN TELEVI­
SION RECEPTION IN CONNECTION WITH GAMES OF 
SKILL PLAYED IN CONNECTION WITH LIVE TELE-
VISION PROGRAMMING," which claims priority under 
35 U.S.C. § 119(e) of the co-owned U.S. Provisional Patent 
Application No. 60/791,793, filed Apr. 12, 2006, and titled 

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, 

30 receive the same number of questions and thus the possi­
bility of earning the same number of points. Thus direct 
comparisons between users at different levels, although not 
encouraged are possible. Such comparisons between players 

"A METHODOLOGY FOR EQUALIZING SYSTEMIC 
LATENCIES IN TELEVISION RECEPTION IN CON- 35 

NECTION WITH GAMES OF SKILL PLAYED IN CON­
NECTION WITH LIVE TELEVISION PROGRAMMING" 

of disparate skills can lead to user discouragement. 
Games of skill and chance have an intrinsic excitement 

and entertainment value. Any game is greatly enhanced by 
a participant's ability to know how their performance com­
pares in relation to other participants and/or to historical 
performance for the game throughout the contest. As with 

which are also all hereby incorporated by reference in their 
entireties. 

The U.S. patent application Ser. No. 15/586,198, filed 
May 3, 2017, titled "SYNCHRONIZED GAMING AND 
PROGRAMMING," is also a continuation-in-part of U.S. 
patent application Ser. No. 15/332,625, filed Oct. 24, 2016, 
titled "CELLULAR PHONE GAMES BASED UPON 

40 any game of skill, competition among friends, or with 
strangers of 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 

TELEVISION ARCHIVES," which is a continuation of 45 

U.S. patent application Ser. No. 11/542,335, filed Oct. 2, 
2006, titled "CELLULAR PHONE GAMES BASED UPON 
TELEVISION ARCHIVES," which claims priority under 35 
U.S.C. § 119(e) of the co-owned U.S. Provisional Patent 
Application No. 60/723,301, filed Oct. 3, 2005, and entitled 50 

"CELLULAR PHONE GAMES BASED UPON TELEVI-
SION ARCHIVES" which are both also hereby incorporated 
by reference in their entireties. 

increased enjoyment and prizes. 
Games of skill that rely on participation by watching an 

event on a television have potential latency issues since 
television signal reception is not synchronized nationwide. 
For example, a participant in Texas using a satellite dish 
network may experience a 3 second delay compared to an 
individual in California using a cable network. Live streams 
via the Internet of events utilizing a TV set or other display 
offer an alternative method of viewing televised events. The 
signal compression process creates systemic propagation 
delays that are often significant. Also, there are delays 

FIELD OF THE INVENTION 

The present invention relates to the field of distributed 
gaming. More specifically, the present invention relates to 
the field of distributed gaming utilizing a mobile device. 

55 between individuals attending a game live and those watch­
ing the game live on television. Furthermore, for taped 
programs, both those shown to viewers in time zones or 
those syndicated on a market-by-market basis, there are 
potential delay issues as experienced with the live broad-

BACKGROUND OF THE INVENTION 
60 casts in addition to other possible differences in timing of the 

broadcasts. Therefore, to maintain user enjoyment and fair­
ness for all participants, these delays must be neutralized. 

In the United States alone there are over 230 million 
registered cellular phones. With the expiration of the U.S. 
Pat. No. 4,592,546 to Fascenda and Lockton, companies are 65 

able to now use the cellular phone and other mobile com­
munication devices utilizing a multicast network to control 

SUMMARY OF THE INVENTION 

To encourage viewer participation, games, contests and 
social interactions are able to be synchronized with pro-
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gramming such as television shows or commercials utilizing 
a second screen such as a cell phone, iPad® or laptop 
computer. The programming is able to be television pro­
gramming, Internet programming (e.g. a streamed video 
displayed on a webpage or mobile device) or any other 5 

programming. The gaming is able to be any game such as a 
game of skill or chance, for example, betting on the outcome 

action has a level playing field for all participants regardless 
of how they receive their television signal. Propagation 
delays result from, among other things, the number of 
satellite hops required to deliver the signal, the method of 
processing and rebroadcasting the signal after it is received 
by cable systems head ends or an over the air broadcast 
television station, and whether or not the signal is further 
processed for high definition television. Furthermore, digital 
television recording systems (DVRs) such as TiVo™ are 

of a soccer penalty kick, where legal. 

BRIEF DESCRIPTION OF THE DRAWINGS 

FIG. 1 illustrates a flowchart of a process of preventing 
latency issues from giving an advantage to some partici­
pants. 

FIG. 2 illustrates a flowchart of a process of preventing 
participants at a live event from having an unfair advantage 
over participants watching on television. 

FIG. 3 illustrates a flowchart of a process of handling 
latency issues for taped programs. 

FIG. 4 illustrates a graphical representation of an embodi­
ment of the present invention. 

FIG. 5 illustrates a graphical representation of a network 
of devices of the present invention. 

FIG. 6 illustrates a flowchart of a method of implementing 
a game synchronized with programming according to some 
embodiments. 

FIG. 7 illustrates a system for implementing a game 
synchronized with programming according to some embodi-
ments. 

10 also able to generate delays in the viewing of the picture 
after receipt via satellite or cable. These delays are able to 
result in a difference between the first signal received and the 
last received of more than several seconds. 

People have an unsatisfactory experience and/or others 
15 are able to gain a potential competitive advantage from the 

variances in the exact time one viewer sees an event on their 
television versus another competitor who receives their 
television signal through a different delivery path. This is a 
challenge faced in Europe where over 65 million TV viewers 

20 participate in "In Game" wagering on televised sporting 
events. In the U.S., the 120 million television homes receive 
their signal either through an over the air broadcast, cable 
system or via satellite delivery. Each delivery system can 
impose propagation delays of various time lengths. If the 

25 delay between the time a viewer with the least amount of 
delay and the person receiving the signal with the greatest 
amount of delay exceeds several seconds, some inequalities 
in game experience and play are able to result. 

FIG. 8 illustrates a system for implementing a game 30 

synchronized with programming according to some embodi-

One example is a game of skill based upon a football 
telecast, wherein competitors predict the play that the 
coaches and/or quarterback call prior to the snap of the ball. 

ments. 
FIG. 9 illustrates a system for implementing a game 

synchronized with programming according to some embodi­
ments. 

DETAILED DESCRIPTION OF THE 
PREFERRED EMBODIMENT 

U.S. Provisional Patent Application No. 60/692,356, filed 
Jun. 20, 2005, and entitled "SYSTEMS AND METHOD­
OLOGIES ENABLING A CELL PHONE BASED SUB­
SCRIPTION SERVICE OFFERING A VARIETY OF 
SCHEDULED GAMES IN CONNECTION WITH LIVE 
TELEVISION PROGRAMMING," is incorporated by ref­
erence herein. 

Three separate classes of latency issues for the length of 
time it takes a television signal to reach a viewer in pro­
ducing real-time entertainment such as games of skill syn­
chronized with television programming are addressed. The 
latency issues are: 1) systemic propagation delays in the 
delivery of a television signal to a receiver, 2) arbitrarily 
imposed delays on a broadcast television signal and 3) 
variances in precise broadcast times of segments of taped 
television programs between local and national commer­
cials, sold through syndication to individual television sta­
tions. 
Systemic Propagation Delays 

There are specific challenges facing a service comprised 

The competitor's prediction is based among other things on 
their observation of the down, distance and the offensive and 
defensive formations on the field and tendencies of the 

35 teams in these situations. Such a game utilizes a "lock out" 
signal, as described in the U.S. Pat. No. 4,592,546 to 
Fascenda, entitled "Game of Skill Playable by Remote 
Participants in Conjunction with a Live Event," which is 
incorporated by reference herein, to prohibit the entry of 

40 predictions after the competitor sees the play begin to 
unfold, at the snap of the ball. The time stamped "lock out" 
signal is generated by a game producer also viewing the 
same telecast from a different location. If the game producer 
is viewing a television signal several seconds before some 

45 competitors and generating a time stamp based on that event, 
an advantage is able to result if the difference in the time 
stamp and the receipt of the "lock out" signal is more than 
several seconds earlier in relation to another competitor's 
television signal which is delayed. During this period of 

50 time, for example, on a first or second down situation, a 
competitor receives the "lock out" just as the quarterback 
receives the snap and the corresponding television signal at 
the same time as the game producer while another competi­
tor with a delayed television signal, receives a "lock out" 

55 signal while the quarterback is approaching the line of 
scrimmage. In another example, if the game producer is 
viewing a signal after a viewer, a competitor might see the 
quarterback start to drop back into a "shot gun" formation, 
making the likelihood of a pass considerably higher. This 

60 latter player might have time to change his prediction from, 
"run" to "pass" before receiving a "lock out" generated at 
the snap of the ball. A person consistently receiving a "lock 
out" later than another competitor might, through the course 

of games or other entertainment played by remote partici­
pants utilizing cellular phones or the Internet, in connection 
with a live or taped telecast. Examples are live baseball, 
basketball and football games, taped game shows such as 
Wheel of Fortune™ and Jeopardy™ or other television 
programming such as predicting the winners of the Oscars. 65 

In a game of skill, for example, fair competition necessitates 
that a fast paced game, based on the unfolding television 

of the game, gain some competitive advantage. 
While it is not clear that sufficient enough competitive 

advantage is gained between a competitor receiving his 
"lock out" signal precisely at the snap of the ball and one 
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who is locked out a few seconds prior to the snap of the ball, 
this discrepancy could present the appearance of a playing 
field that is not level, and one of the primary benefits of the 
system addressed herein is to ensure the competitors feel 
they are on equal footing. 

The above described issue is solved through a system and 
method to effectively equalize systemic propagation delay 
variances to a required level dictated by the demands and 
rules of a particular game, so that a material competitive 
advantage is not obtained and the user experience is opti­
mized for all players. 

The solution first relies on the determination of how each 
viewer is receiving their television signal ( e.g. via an over 

6 
In another methodology, employees of the game producer 

who are members of the subgroups which constitute the 
competitors/viewers, e.g. a subscriber to Comcast Cable in 
San Francisco, are utilized by the game service provider. 

5 These individuals would provide the current propagation 
delay information sent to the game server utilizing their 
identification of a recognizable event they observe on their 
television set, such as the initial snap of the ball. 

In another methodology, an event is streamed via an 
10 Internet connection, where a game control system measures 

the compression caused delay in signal delivery for separate 
sources and appropriately adjusts the game control data to 
individually synchronize with the separate sources of the 
televised event. 

the air broadcast in a metropolitan area, via a particular cable 15 
system, a particular satellite system, or through an Internet 
delivered live stream). All subscribers to a particular service 
provider or who are receiving an over the air broadcast in a 
specific metropolitan area will receive the signal at their 
location at the same time. It is also able to be determined if 20 

In another methodology, audio or video artifacts or infor­
mation done in cooperation with the television signal pro­
vider are inserted which must be immediately responded to 
by the competitor to verify the source of their television 
signal or monitored at cooperative viewers' television sets. 

In another methodology, the various delays through an 
there is further processing of the signal within the homes, 
office, bar and others, which could further increase the total 
length of the propagation delay. Examples would be the use 
of a DVR, such as TiVo™. A variety of methodologies are 
able to be utilized to determine the time difference between 
the reception of the television picture being utilized by the 
central game production facility where "lock out" signals are 
generated and each separate group of viewers around the 
country or around the world. 

For this system, the total viewing population for a telecast 
is divided into segments or blocks of viewers referred to as 
"cohorts." For example, the 2 million inhabitants of the San 
Francisco Bay Area would be divided into approximately 1 
over the air broadcast, 3 satellite independent providers and 
several cable "head ends" or central broadcast points serving 
a "cohort." This information would be gathered at a central 
game server, and all players registered to play in a particular 
contest would be assigned to a specific cohort of viewers. 

The following are some methodologies for determining 
the delays experienced by various cohorts who are able to be 
used in combination or separately. 

In one methodology, upon joining the service and prior to 
initial game play, subscribers and competitors are required to 
identify the method by which they receive their television 
signal and identify the cable or satellite service provider and 
answer questions relative to whether or not they subscribe to 
an analog or digital high definition service or utilize a DVR. 
This information is able to be verified by sending questions 
to their cellular phones concerning commercials, station 
breaks and the precise time they are viewed or utilizing other 
information only seen by members of that cohort. 

In another methodology, a routine is established upon 
entry into the game where the individual viewer is asked to 
mark the precise time a predetermined audio or visual event 
in the television program occurs, such as the initial kickoff, 
which would establish the deviation of their receipt of their 
television picture from the television signal utilized by the 
game producers. While some viewers might attempt to cheat 
by delaying their input, the earliest entries from the cohorts 
in this group would be averaged to establish the accurate 
delta between the receipt of the telecast by the production 
crew and those in each discrete sub group of viewers. 

In another methodology, the GPS function in the cellular 
phone is used to determine the physical location of a viewer 
which is matched to a database of cable lead ends or over the 
air broadcast stations available to a consumer in that precise 
location. 

automated system linked to the game server, which continu­
ously samples the audio or video track of the underlying 
satellite, cable or over the air broadcast television signals are 
established around the country to provide the information of 

25 the precise arrival of the underlying television picture. 
Utilizing software resident in the game control server, 

game control data for each set of viewers/competitors of the 
game in progress who are receiving their television picture 
through the same source are batched together by the game 

30 control server, and the appropriate delay is either time 
stamped on the game "lock out" signals, or is imposed on the 
entire data stream so that competitors receiving their tele­
vision information slightly behind or ahead of others gain no 
material competitive advantage. Another method is for the 

35 game control server to send all the game control data to all 
of the viewers/competitors of the game at the same time, and 
the client software is able to delay the presentation of the 
game data based on the viewers' cohort. 

Utilizing these methodologies to measure the delays in 
40 each cohort, each cohort of viewers would have artificial 

time delays on the game control information imposed by the 
game control server, which would substantially equalize the 
receipt of "lock out" data relative to the event triggering the 
"lock out," based on the underlying television programming, 

45 for example, the snap of the football. Players receiving the 
television signals in advance of the one with the slowest 
receipt of the television signal would receive "lock out" 
signals slightly delayed or time stamped with a slightly later 
time as described in U.S. Pat. No. 4,592,546. By providing 

50 a correspondingly delayed lock out to a viewer receiving 
their signal later, a potential advantage is mitigated. 

Alternatively, this time equalization from cohort to cohort 
could, for example, involve artificially delaying the trans­
mission of the game control data stream sent to all com-

55 petitors cell phones or other mobile devices by the appro­
priate amount of seconds, to sufficiently minimize the 
advantage a player with a few more seconds of television 
based information would have. For example, by time stamp­
ing the "lock out" signal at an earlier event, such as when the 

60 team breaks from the huddle, the chance of some cohorts 
seeing the actual beginning of the play is eliminated and the 
discrepancy in propagation delay provides little or no advan­
tage. 

FIG. 1 illustrates a flowchart of a process of preventing 
65 latency issues from giving an advantage to some partici­

pants. In the step 100, it is determined how each viewer 
receives a television signal, where possibilities include an 
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over the air broadcast, a particular cable system or a par­
ticular satellite system. In the step 102, it is determined if 
there is additional processing of the television signal when 
after the signal enters a viewer/participant's house, office, 
bar or other location from an item such as a DVR. In the step 5 

104, the viewers/participants are grouped into groups also 
referred to as cohorts. In the step 106, a delay amount is 
determined for each group. The delay amount is able to be 
determined by the one or more methods as described above. 

8 
within 150 feet. More sophisticated approaches combine 
cellular site location technology with geosynchronous posi­
tioning satellite capabilities. Companies like Qualcomm™ 
have implemented various location technologies such as 
Snaptrack, SnapSmart and Snapcore, which provide a cel­
lular phone's physical location within a matter of yards. 

For each televised live event, the physical venue for this 
event would be known by the organizer of a game of skill in 
advance. Therefore, it is possible to determine for each 
contest of skill the specific cellular sites which will serve 
cellular phone owners physically present at that venue. A 
methodology is employed to identify all of the cellular 
phones logging into the game server registering to play the 
game of skill which are co-located within cellular sites 
servicing the stadium or auditorium where the televised live 
event is taking place. A communication methodology 
between the cellular carrier and the game control computer 
software contained in the game application resident on a 
game competitor's phone is able to be used, which would 

In the step 108, the viewers/participants are equalized. The 10 

methods of equalization vary, but some examples include 
time stamping on the game "lock out" signals, imposing a 
time stamp on the entire data stream so that competitors 
receiving their television information are slightly behind or 
ahead of others gain no material competitive advantage. 15 

Another method is for the game control server to send all the 
game control data to all of the viewers/participants of the 
game at the same time, and the client software is able to 
delay the presentation of the game data based on the 
viewers' group. 20 identify the cellular phone physically in the stadium. 
Arbitrarily Imposed Delays on the Broadcast of the Signal 
and the Physically Present Competitor 

As a result of the Janet Jackson halftime show episode at 
the 2004 Super Bowl, some networks have announced their 
intentions to impose up to a 7 second delay on telecasts of 25 

live sporting events. More recently an obscenity uttered by 
a competitor at the conclusion of a live NASCAR race has 
resulted in another network announcing it may impose a 5-7 
second delay on future broadcasts ofNASCAR races. These 
arbitrarily imposed delays are a significantly longer duration 30 

than those resulting from the above described propagation 
delays of the broadcast television or cellular network control 
information. 

A distinct advantage is able to arise for a game player who 
is physically present at an event being televised which is the 35 

basis of a contest of skill in the home, or other location, 
separate from the live game venue. This is because in certain 
instances they will receive "lock out" signals generated for 
competitors among the television viewing audience, particu­
larly if the game producer is not physically present at the 40 

venue, but producing by viewing a telecast. This discrep­
ancy would permit prediction entry as much as 7 seconds 
later than those watching an artificially delayed television 
picture. This magnitude of delay can result in a significant 
competitive advantage for the game player who is physically 45 

present. For example, a soccer or hockey contest of skill 
might contain an element where a competitor is given a 
limited number of opportunities to predict if there will be a 
"shot on goal" within the next 5 seconds. The 5 second 
advantage to the competitor physically present would be 50 

significant, because the receipt of a lockout signal generated 
for the huge television audience could occur after a shot had 
occurred. 

In a contest based on a football game, a competitor 
present at the stadium would receive their "lock out" signals 55 

after the play was underway and could often determine 
whether the play was a pass or a run prior to receipt of the 
lockout signal. It is also likely that other live televised events 
such as The Oscars, Grarnmy's, beauty contests and other 
television programming that can support games of skill 60 

would impose delays on the telecast for the same or different 
reasons, also providing the opportunity for a competitive 
advantage for those who are attending the event in person. 

The cellular telephone system currently has methodolo­
gies to determine a user's physical location. The 911 emer- 65 

gency laws mandate the cellular systems to have the capa­
bility of determining the location of a 911 emergency caller 

Before the start of the contest of skill, the system informs 
the central computer of the game selected to be played by 
each competitor, for example, the San Francisco 49ers 
versus the New York Giants. The central game control 
server's software would hold current information on the 
physical location of the stadium of each game, for example, 
Candlestick Park in South San Francisco, and the cellular 
sites covering this location. The software resident on the 
cellular phone or on the server then identifies the phone as 
one located physically at the telecast game's venue. 

To ensure that potential competitors at the live venue are 
able to also compete in a contest of skill, the central game 
server will separate the scoring data and game control data 
for competitors using these cellular phones in this specific 
location from the general pool of competitors who are not so 
located, but watching the game via television. A separate 
contest is then generated and scored for those competitors 
who have the advantage of viewing the event live, and a 
separate prize pool is awarded. This separate game would be 
produced though the observation of the actual game physi­
cally at the venue or through the operation of a non-delayed 
satellite feed. 

If it is ultimately determined that certain groups of 
television viewers, as opposed to live event attendees, who 
are competitors in these games of skill are gaining sufficient 
enough competitive advantage, segregating those players at 
the extreme ends of the propagation delays, into two or more 
separate contests with separate sets of prizes, may also be 
employed as described above. For example, separate con­
tests for satellite viewers versus cable and over the air 
viewers are able to be generated. 

FIG. 2 illustrates a flowchart of a process of preventing 
participants at a live event from having an unfair advantage 
over participants watching on television. In the step 200, a 
cellular site that serves cellular phones at a venue site is 
determined for each contest of skill. For example, if a game 
of skill is played for a game between the San Francisco 49ers 
and the Oakland Raiders at Candlestick Park in South San 
Francisco, a specific cellular site serves the cellular phones 
in that location. In the step 202, the cellular phones that are 
utilizing the cellular site of the venue site and are partici-
pating in the game of skill for that event are determined. For 
example, if there are 1,000 cellular phone users in Candle­
stick Park who register to play in a game of skill involving 
the 49ers and the Raiders, they are detected by the system. 
In the step 204, it is determined if the cellular phone is 
located within the venue site. The determination is made by 
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comparing the current cellular information with information 
stored on a server indicating the location of each venue such 

10 
segment is launched by the game producer, synchronized to 
the playing of the television tape, and the data files for this 
segment would end with the first commercial break. The 
other game "chapters" are resynchronized as each segment 

as Candlestick Park. Based on the determination in the step 
204, separate groups are generated in the step 206. A group 
is generated for users that are located at the live venue, and 
a group is generated for those players that are watching live 
on television. Therefore, the live players who do not expe­
rience any delay compete against each other, and television 
viewers compete with others television viewers who have a 
delay. 

5 of the telecast resumes from commercial break. The local 
telecasts might have variations of anywhere from 1 to 5 
seconds, or more, resulting from the use of different com­
mercials by different stations, and the variances in the local 
production by the engineering management of the syndi-

10 cated telecasts. 
In addition to implementing the above-mentioned solu­

tions to latency issues, additional groups are able to be 
generated if the delays between signal providers are not 
resolved. For example, all viewers with satellite television 
signals compete against each other, and all cable television 15 

viewers compete against each other, with no cross compe­
tition. 
Taped and Syndicated Television Programs 

A separate but related latency problem arises in the case 
of syndicated television shows, which are by necessity 20 

pre-taped. Examples are game shows like Wheel of For­
tune™ and Jeopardy™. These pre-recorded television game 
shows are generally syndicated, meaning they are sold to a 
specific television station on an exclusive lease for the local 
television market served by the station's signal. The televi- 25 

sion stations generally air these half hour episodes at various 
times in "prime time access," which is generally considered 
between 6-8 pm. Therefore, with 3 different time zones in 
the United States, the start times will differ from market to 
market. In addition, the precise time each commercial brack- 30 

eted television show segment that is broadcast is able to vary 
by a few seconds based on the time each station's engineer-
ing personnel starts the show's segments after the insertion 
of local and national commercials. Thus, for a show like 
Jeopardy™, there might be over 100 separate slightly dif- 35 

ferent broadcasts from a time standpoint for a single episode 
of Jeopardy™ on a given day. In addition, these syndicated 
telecasts can also experience the same propagation delays as 
described above. 

Contests of skill on cellular phones around these syndi- 40 

cated telecasts are produced with the cooperation of the 
game show producers, and game data files are produced 
which are precisely time-synchronized to the final video tape 
of the television game show. These files must be precisely 
synchronized and a delay of just a few seconds could give 45 

an unfair competitive advantage to a viewer who is receiving 
their "lock out" signal later than another competitor in a fast 
paced game like Jeopardy™. The game data files must be 
synchronized with the television show at the beginning of 
the program and again as the show returns to the game 50 

competition from each commercial break. 
This solution addresses the separate, but related problems 

of synchronizing game data files with the broadcast of 
prerecorded and syndicated games, entertainment, reality or 
other television programming that is aired in different time 55 

zones at the choice of the purchasing television station. As 
opposed to live sporting events, the game production for this 
genre of programming is not done live through real-time 
observation of the unfolding telecast but is produced in 
advance with the cooperation of the show producer as a time 60 

synchronized file utilizing the final edited for broadcast, 
television program. 

In general, the game data files are divided into separate 
"segments" which comprise the entire television program 
and aired between the insertion of national, regional and 65 

local advertising. As the television program returns from the 
opening commercials, the initial game or entertainment 

A system first determines all of the separate and unique 
television markets where the cellular phone service will be 
offered in connection with a syndicated, taped version of an 
underlying television program, for example, Jeopardy™. 
Network broadcasts usually air in three separate time zones. 
This information is available from the shows syndicator, for 
example, Jeopardy™, the syndicator King World™ or 
Sony™, the show's licensor. This information is also pub­
licly available through the various television guides. The 
game production servers hold the pre-produced game data 
files to be broadcast to the cellular phones of the participat­
ing subscribers, containing, for example, the correct answers 
and possibly some intentionally wrong multiple choice 
answers in the case of Jeopardy™ or other multiple choice 
based game shows. The server begins the broadcast of its 
time synchronized files for each discrete telecast of a single 
television program at a precise start point for each "seg­
ment" or chapter. With knowledge of the precise timing of 
the discrete segments of the broadcast, for each separate 
syndicated market, the server transmits the pre-recorded 
files in most cases, at a slightly separate and different time 
to each viewer who is viewing the telecast in a particular 
market via a particular broadcast, satellite or cable signal. 

The precise start times of the beginning episode of a game 
show and the start times of the other segments, beginning as 
the show resumes after a national and local commercial are 
delivered to the server through various methodologies. 

One methodology requires the cooperation of an 
employee of the game provider based on visual observation 
of the telecast for that market, or being physically present at 
the event venue, utilizing a personal computer and the 
Internet, or by utilizing their local cellular phone, all coupled 
to the game server. 

Another methodology includes utilizing an audio or video 
recognition system with online access to the broadcast of the 
underlying television program for each separate market 
which provides real-time tracking of the television broadcast 
to the game control server, ensuring the game data file is able 
to be precisely synchronized to the television picture. Infor­
mation is also able to be inserted in a Vertical Banking 
Interval (VBI) of the taped syndicated show and tracked 
online in real time by the game control server. For remote 
telecasts and online connection from a remote device, read­
ing data embedded in the VBI via a high speed connection 
to the central game server is utilized. Utilizing some of the 
procedures outlined above, the propagation delays in the 
receipt of the cellular transmissions are also monitored and 
the game server adjusts the data files containing the "lock 
outs" to accommodate the systemic delay in the delivery of 
the game data on the cellular networks. 

Another methodology, with the cooperation of the pro­
ducers of game shows, precise audio or video events in the 
telecast could either be added to the video, such as a visible 
count down, or existing events in the telecast identified by 
the producers as synchronization points which the competi­
tors could utilize as start points for the previously down­
loaded data files at the press of an appropriate button on their 
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cellular phone. This would trigger the launch of a program 
previously downloaded to the phone's RAM. Then, time 
synchronization would be launched. 

One more methodology uses an audio signal, possibly 
sub-audible to humans, which is inserted into the taped 
audio track recognizable by the audio receiver in a cellular 
phone which would be utilized to start and/or continually 
keep the pre-produced data files resident on the cellular 
phone in synchronization with the telecast. 

FIG. 3 illustrates a flowchart of a process of handling 
latency issues for taped programs. In the step 300, pre­
produced game data files are stored in servers; preferably, 
game production servers. The game data files include infor­
mation required to participate in a game such as questions 
and answers for a trivia game like Jeopardy™. In the step 
302, start times are determined for each discrete telecast of 
a show. The start times are determined as described above, 
such as with the cooperation of a game provider employee, 
utilizing an audio/video recognition system, using a visible 
count down or a recognizable signal which is able to be 
recognized by a cellular phone. Other ways of determining 
start times are possible as well. In the step 304, the game 
data files are transmitted at appropriate times based on the 
start times for each separate market. Furthermore, if addi­
tional delays are recognized, such as those delays described 
above, that is able to be accounted for. 

FIG. 4 illustrates a graphical representation of an embodi­
ment of the present invention. A server 400 contains appli­
cations 402 and a storage mechanism 404. The applications 
402 include an application to generate and modify game 
control data. The game control data is eventually transferred 
to users' cellular phones. If necessary the game control data 

12 
Although some of the applications are described separately 
above, in some embodiments, the applications are included 
in one large application. 

FIG. 5 illustrates a graphical representation of a network 
5 of devices of the present invention. A server 400 is coupled 

to many devices through a network 406. The devices are 
grouped into groups or cohorts as described above. For 
example, Group 1 of devices 500 includes a set of devices 
that receive a television signal through cable with a delay 

10 time of x. Group 2 of devices 502 includes a set of devices 
that receive a television signal through satellite with a delay 
time of y. Group 3 of devices 504 includes a set of devices 
that receive a television signal over the air with a delay time 
of z. Then, based on the delay times of each group, steps 

15 need to be taken to ensure these delays do not affect the 
ability of users to play a game of skill which corresponds to 
a live event shown on television. As described above, a 
lockout signal is sent at the appropriate time depending on 
the delay, or a lockout signal is sent, but included with the 

20 lockout signal is information for the lockout not to be 
implemented until the delay is accounted for. This ensures 
that users with different delays based on their television 
signal reception path do not receive advantages or disad­
vantages. Furthermore, in addition to the delays being 

25 related to the type of signal reception path such as cable 
versus satellite, the delays could also be related to other 
aspects of the signal reception path such as the location of 
the receiving television or the type of equipment that one 
television company uses versus another. 

30 Game Production 
In the production process, game data is time synchronized 

precisely with a video stream, utilizing the game production 
tool. 

is synchronized and time-stamped for each group, so that, as 
described previously, there are no unfair advantages for the 35 

competitors. A location application stored on the server 400 

When playing, the user selects answers (e.g., 1, 2, 3, or 4 
or by pressing on the touchscreen) on his cellular phone to 
answer the question before a time stamped "lockout" signal 
contained in the game data is received/triggered, precluding 
further input. The competitor's score is incremented or 
decremented by software in the game data, depending on 

is able to determine which cellular phones are logged into 
the server 400 and what their location is. A grouping 
application is able to separate information such as scoring 
data and game control data into different groups. The 40 

grouping application also separates the cellular phones into 
groups or cohorts as described above. The storage mecha­
nism 404 is utilized for storing the applications 402 in 
addition to selections and results. The storage mechanism 
404 preferably includes a database for organizing the data 45 

including the selections, results, standings and groups 
amongst other data needed for executing the competitions. 
The server 400 is part of a network 406. A device 408 
couples to the server 400 through the network 406. In some 
embodiments the network 406 includes the Internet. In some 50 

whether the competitor is right or wrong with their selection. 
The video content and the separately produced overlying 

game data are then either combined for streaming or broad­
cast ( e.g., into a single data file, maintained as two data 
files), or an alternate methodology is utilized to ensure that 
the content is broadcast simultaneously on a single TCP, 
UDP, 3G, multicast, broadcast or other transmission, utiliz-
ing current data compression capabilities. Any appropriate 
transmission methodology is utilized, including WiFi. The 
game data contains graphic information separate from the 
video of the game, such as the selection options, for example 
"run," "pass," for a game based on a football broadcast. 
Separate digital sound tracks, one from the television pro­
gramming (including streamed video, for example, televi­
sion programming streamed over the Internet to a computing 

embodiments, the network 406 includes a cellular network. 
Also, in some embodiments, the network 406 includes both 
the Internet and a cellular network. The device 408 is 
preferably a cellular phone. In other embodiments a PDA, a 
computer, a laptop or any other device capable of commu­
nicating with the server 400 is possible. The device 408 
stores a variety of applications 410. A game application is 
stored on the device 408. In some embodiments, software to 
identify the physical location of the device 408 is stored on 
the device 408. The device 408 also receives the game 
control data which ensures no competitors have an unfair 
advantage using the methodologies described above. Fur­
thermore, the device 408 receives game data which is used 
to play the games. An example of game data includes 
Jeopardy™ multiple choice answers. Additional applica­
tions are able to be included on the server 400 and on the 
device 408, as necessary, for smooth operation of the games. 

55 device), and one related to the game programming are also 
able to be combined for a single transmission. In other 
words, data is able to be either A) downloaded in advance or 
B) streamed or C) broadcast. The different types of data: 1) 
video and audio, 2) graphic game play data, 3) audio 

60 enhancements, 4) other types of data, are able to be either 
combined with each other or sent separately. Therefore, 
users are able to play simultaneously wherein the video, 
audio and game play data are received by streaming, broad­
casting or downloaded using a simultaneous start time. 

65 Users are also able to play on demand wherein the video, 
audio and game play data are received when requested by 
streaming, broadcasting or downloaded. Users are also able 
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to practice with on demand games where they are not 
competing against other players. Regardless of how these 
discreet pieces of information are delivered to the phone, 
software resident on the phone ensures that the game play 
data and audio are synchronized with the video archive. 
Game Play 

Under this methodology, a user on an ad hoc basis, or as 
a subscriber to a service or charging the required fee to their 
cellular telephone bill, indicates their desire to participate in 
a contest based upon the old television program. The con­
tests have a specific start time, displayed on the cellular 
phone, such as, for example, "1980 Super Bowl game, 3: 15 
pm," or in an alternative embodiment, the menu on the 
cellular phone describes a game played at any time by the 
cellular phone owner by selecting it from a menu on the 
cellular phone. Upon selecting this game from the menu, the 
underlying video and data files are streamed or downloaded 
to the cellular phone, and the video of the underlying telecast 
sporting event, game show, or other entertainment program, 
is displayed on the cellular phone utilizing software perma­
nently or temporarily resident on a cellular phone client 
designed to display full motion video. A record of what 
games have been played for an individual subscriber is 
maintained on the service's server to ensure a subscriber 
always receives a game they have not played before. 
Game Display 

The data files which manage the game play, received 
simultaneously, also utilize software resident on the client 

14 
a specific game. In this format, these files would be indi­
vidually streamed, or in the alternative, digitally broadcast, 
precisely at the same time to all participants. Another 
approach is to download the data through streaming, broad-

5 cast or other downloading technique in advance. Under this 
approach, the application ensures that the video and game 
play started at the appropriate time. This is able to be done 
by signaling a "start" signal to all players. 

While game play unfolds in a manner similar to that 
10 described in U.S. Pat. No. 4,592,546, a significant difference 

in this invention and the prior art, is that, in some embodi­
ments, all of the information utilized for the game is 
pre-produced and combined in a single data file, and 
received simultaneously by all participating cellular phones 

15 broadcast or streamed, to be separated and displayed for 
simultaneous viewing on a cellular phone by the methods 
described above. In some embodiments, while the games 
unfold to the participant in virtually the same manner as a 
game based upon a live telecast of a sporting event or game 

20 show, the cellular phone is not utilized as a receiving device 
for a second mass media communications synchronized with 
the underlying telecast, but rather is receiving the single data 
file or stream which contains both the video of the telecast 
and the game data information. The video and game data is 

25 then separated by application software resident on the cel­
lular phone for simultaneous display on a single color LCD 
display. 

for managing the display on the phone's LCD. This game 
software is able to be a separate "gaming client" or an "all 30 

in one" application which addresses the video and game 
elements, for example for a game based on a streamed 
broadcast received by the game playing client. The game 
data graphics are also able to be presented to the player by 
overlaying the text and symbols over the video content ( e.g., 35 

television information), or in the alternative, utilize a sepa­
rate portion of the cellular phone's display for this informa­
tion, at the option of the producers. An example of this latter 
approach is the crawling information displayed at the bottom 

Since all players receive the same game data at the same 
time, cheating among players, possible with on demand 
games, is not possible, and prizes can be awarded. 
Benefits 

While there is a large potential demand for games of skill 
for prizes based upon the live telecast/streaming of sporting 
events and syndicated game shows, participation in these 
games is generally limited to prime time or near prime time 
viewing on week days, and sporting events on the weekends. 
The explosion in the popularity of cellular games of short 
duration indicates that the owners of cellular telephones 
often find 5-10 minutes during the day to participate in 
stimulating entertainment work breaks, while commuting to 
and from work, sometimes even when they are working, 

of a television screen containing stock ticker information or 40 

the way closed captioning information is displayed on 
television screens. In the alternative, a picture in picture 
(PIP) approach is also able to be used to separately display 
game play information from the underlying video (e.g., 
streaming video, television footage). In another alternative, 45 

the game play information is simply superimposed on top of 
the video. 

amongst other times. The methodologies described herein 
provide a new and unique form of entertainment. While 
based on popular television prograniming, the games are 
able to be enjoyed either on demand or several times an hour 
with scheduled start times, since they are generated from any 
content such as television content (live or archived). The 
games are ever changing and are based on programming 
with a proven huge fan audience. This invention provides 

Under this invention, the subscriber would play along 
with the 5- to 15-minute television segment of the game until 
its conclusion, and would be informed at the end, based upon 
software resident in the phone, what their total points earned 
are. In some embodiments, the segments are longer or 
shorter. By transmitting this game performance information 

50 the highest quality production value at a fraction of the cost 
of existing video, computer and cellular games. Other games 
require the skills of graphic artists and designers, and 
extensive prograniming to create full motion 3D graphics in 
attempt to make games like EA Sports® John Madden to a central server for compilation, the competition would 

receive information on how their score relates to the scores 
achieved by other players of the game. Under an "on 
demand" game play format, users are able to selectively play 
against friends, and prizes would generally not be awarded, 
since the person could play the game as many times as they 
desire, or obtain the answers from someone who had played. 60 

Games Based on Simultaneous Broadcast Other than a Live 
Event 

In an alternative embodiment, the combined video and 
game data files produced by the same methodology 
described above is able to be simultaneously broadcast to all 
participants at a specific time, such as every 15-minutes, to 
all of the players who have registered their intention to play 

55 Football, or Sony's Jeopardy!® games as close to the actual 
telecast as possible. This invention repurposes the actual 
television content with the production values and excitement 
of the original broadcasts of these events at a fraction of the 
cost. 

In some embodiments, the game data is able to be 
adjusted such that it is synchronized with a video stream. For 
example, in cooperation with an originator of a video stream 
(e.g., NFL), the game data is integrated with a streaming 
game application, which is a separate application from one 

65 for broadcast television. Furthering the example, two appli­
cations are available to provide similar but different com­
petitions; a first application for use with a video stream and 
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typically has a few seconds delay, the participants are 
separated into different competitive groups wherein the 
attending participants are in one group and the television 
viewing participants are in another group. 

For games of skill using tape recorded events like game 
shows, the important aspect is ensuring the game of skill 
corresponds with the televised recorded event. For example, 
if the game of skill were off by a few seconds, participants 
could receive multiple choice answers to the wrong ques-

10 tions. Therefore, the methods and systems described herein 
ensure that the game of skill is synchronized with the taped 
televised event even when there are different latencies 
depending on how and where the television signal is being 

a second application for use with a television broadcast. The 
applications are similar in that they present questions and/or 
selections based on a video, but since the streaming video 
and the television broadcast may have different latencies, the 
applications operate slightly differently. In some embodi- 5 

ments, a single application is able to determine how the 
video content is being received (e.g., streaming versus 
broadcast), and the application is able to handle the latency 
differences. In some embodiments, an application deter­
mines when a stream is received (e.g., using automatic 
content recognition, watermarks, fingerprints, or any other 
analysis), and the application estimates and adjusts for an 
approximate delay for people in different locations. For 
example, servers or client devices in different parts of the 
world determine an amount of delay as described herein, and 15 

based on that amount of delay either delay presentation of a 
question/selection or perform other gameplay effects to 
ensure none of the participants of the game have an unfair 
advantage over other competitors based on the delay. Fur­
thering the example, if users in San Francisco receive a 
stream 3 seconds after users in New York, then the presen­
tation of a question for the users in New York is delayed 3 
seconds, so that they all receive the question at the same 
time. 

To utilize the methods and systems described herein, for 
the most part, a participant in a game of skill playing on 
his/her mobile device does not have to perform any different 
actions when playing a standard game of skill without the 
methods and systems described herein. The user simply 
plays as usual except that with the methods and systems 
described herein, users with faster or slower connections do 
not receive any advantages or disadvantages. In embodi­
ments which require user input, the user performs an action, 
such as recognizing an event to synchronize the game with 

displayed. 
Furthermore, although the methods of handling latency 

have been described above as handling a specific scenario 
such as delays in television signal reception, the methods are 
able to be used in conjunction with each other as well. For 
example, when participants are separated into attending and 

20 televised groups because some participants are actually 
attending an event while others watch it on television, for 
those watching it on television there will still be issues from 
location to location and based on the television signal 
reception, so the latency balancer which handles that aspect 

25 of latency is also able to be implemented. 
To encourage viewer participation, games, contests and 

social interactions are able to be synchronized with pro­
gramming such as television shows or commercials utilizing 
a second screen such as a cell phone, iPad® or laptop 

30 computer. The programming is able to be television pro­
gramming, Internet programming (e.g. a video displayed on 
a webpage or mobile device) or any other prograniming. The 
gaming is able to be any game such as a game of skill or 
chance, for example, a scavenger hunt or a treasure hunt. 

In some embodiments, the prograniming and the gaming, 
contests or social interactions are displayed on a single 
screen. For example, Google TV™, Apple TV® or another 
IPTV includes a broadband connection which is capable of 
connecting to a website which is a companion site to the 

a live or taped event. For game producers, the methods and 35 

systems described herein able to be implemented automati­
cally or performed manually. Automation includes technol­
ogy to automatically determine the start of an event such as 
automatically detecting the start of a football game. Manual 
implementation requires a person to watch an event and 
respond to that event such as watching a football game and 
noting when the first play occurs in order to synchronize the 
"lock out" signal appropriately. 

40 programming. The display on the television is able to 
include a Picture-in-Picture (PIP), display space near or 
around the telecast's picture (e.g., an L-shaped space), 
graphic overlay, or a split screen. In another example, a 
two-screen experience includes a wi-fi connection, an open In operation, the methods and systems described herein 

are able to synchronize separate games of skill which have 
different latencies based on television signal reception dif­
ferences, random delays and/or other delays. For live events 
where all of the participants are watching the event on 
television and participating in a game of skill corresponding 

45 wireless technology ( e.g., Bluetooth®) or any other connec­
tion from the television to a tablet device such as an iPad®. 

to that live event, delays related to the television signal 50 

reception differences have to be handled. Television signal 
reception differences occur because some televisions receive 
the live event signal via satellite, while others have cable and 
still others have something else. The signals do not arrive at 
the participants at the same time. Therefore, to ensure fair 55 

competition, participants are separated into groups or 
cohorts based on delivery system type, location and other 
parameters that affect the timing of the signal. Then, using 
a mechanism described above, the delay for each group is 
determined. Based on that determined delay, the game of 60 

skill is able to be configured with the appropriate timing for 

In some embodiments, a computing device contained within 
the television couples to a server via the Internet, where the 
server stores files, displays, graphics, gaming information 
and/or any other information to be synchronized with the 
programming, and the application is separately displayed on 
the same screen for user interaction with the game or contest 
utilizing a controller for the television. 

In a scavenger hunt game, a contest might be based on a 
member collecting items in a scavenger hunt fashion which 
appear in TV programs or commercials. The first person or 
teams to collect all of the items or collecting the most points 
wins. 

In a treasure hunt game, clues to items to collect are given 
which make sense only upon the viewing of a commercial or 
program. A viewer enters an item ( e.g. from multiple choice 
options), and the first to accumulate all of the items wins. 
Hereinafter, all references to a viewer are understood to 
include a single viewer or a team or teams of viewers. The 

a lock out signal, so that each participant has the same 
amount of time to select an answer and also sees the same 
amount of the live event as others before the lock out 
Occurs. 

For games of skill where there are both participants 
attending the event live and watching it on television which 

65 teams are able to be formed through social networks or on 
an ad hoc basis. Exemplary formations of teams are able to 
be found in U.S. Pat. No. 8,002,618 which is hereby 
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incorporated by reference in its entirety. For example, teams 
are able to be formed and then play any game or contest such 

18 
Detection and synchronization are able to be implemented 

in any manner. The efficacy of the games depend on each 
player having an opportunity to obtain the maximum num­
ber of points achievable by entering their input as soon as 

as a scavenger hunt, treasure hunt or bingo. The players on 
each team are able to work jointly or separately to collect 
items and perform other game play actions. 5 possible after the specified item appears on the TV screen. 

For example, a treasure hunt game based on the enter­
tainment content or TV commercials provides the first item 

The following provides examples of detection and synchro­
nization. Existing events in the telecast are used as synchro­
nization points or start points for previously downloaded 
data files to a mobile client, as well as a watermark, 

to search for: "Old English Sheep Dog with red collar." The 
application in the game mode records an input such as a 
press of a screen or button by a viewer the instant they 
observe the dog appear on the TV screen in connection with 
a participating show or commercial. Executing the required 
input at this precise time would validate that indeed THE 
Old English Sheep Dog had been collected. In another 
version, a score of 1000 points would rapidly be decre­
mented beginning when a treasure hunt object appeared in a 
TV show or commercial. A rapid input would get 990 points, 
and someone who had spent time to find their phone might 

10 fingerprint not detectable by the viewer. A synchronization 
point is a visible or audible event located within the telecast. 
A synchronization point for a live telecast is contained in 
audio or video within the telecast. Information is inserted in 
a Vertical Blanking Interval (VBI) or digital equivalent of a 

15 show and tracked online in real-time. Information is embed-

get 450 points for a slower response. The points are decre­
mented incrementally, exponentially or in any other manner. 20 

The viewer receives a prize upon the accumulation of a 
designated level of points, or in a money contest such as a 
$1 Million national contest, the first viewer to achieve a 
designated point's level wins the grand prize. 

In another example of a game, a bingo-like game is 25 

presented where, instead of letters and numbers being used 

ded in the telecast and tracked online in real-time. Deter­
mining a start time of the telecast includes using a recog­
nizable signal recognizable by a mobile device. A start time 
of a commercial is delivered using a recognizable signal 
recognizable by a mobile device. A plurality of synchroni­
zation points are used by a client to continuously check to 
ensure pre-produced data files are synchronized with the 
telecast. Inserted audio or video is used to continuously 
check to ensure the pre-produced data files are precisely 
synchronized on the client with the telecast. Inserted audio 
or video is used by a client to continuously check to ensure 
the pre-produced data files are precisely synchronized on the 
client with the telecast. The inserted audio or video is used 

for a player's board, each player's board includes specific 
objects, characters, events or other items contained in a 
commercial, television series, show, event or other program­
ming. The items are each collected by pressing a button 
within a prescribed amount of time (e.g., 5 seconds) of 
appearance of the object on the television. The first person 

by a server to continuously check to ensure the pre-produced 
30 data files are precisely synchronized on the client with the 

telecast. 

to fill the card wins. Filling the card is able to mean filling 
the card fully or any other bingo-related definition of filling 
such as achieving a vertical, horizontal or diagonal line. For 35 

example, a player's card includes 25 slots, arranged in a 5x5, 
grid with items such as a Ford F-150, a Ford F-250, a Ford 
Focus, a Ford Mustang, an engine, and twenty other items. 
When the player watches a Ford commercial, the player sees 
a Ford Focus. The player then presses a button within the 40 

allotted time, and that slot in his board is filled. Each 
player's board is monitored, and when it is determined that 
a player has achieved a filled board, the player is declared 
the winner. In some embodiments, the other players are 
notified, and the game ends, and in some embodiments, 45 

additional winners are able to be determined ( e.g. second 
and third place). 

The system implements precise synchronization of a 
second screen and programming. The synchronization is 
able to be implemented using any methodology, such as 50 

utilizing the teachings of latencies. Exemplary methodolo­
gies for synchronizing have been described herein and any 
other methodologies of synchronizing are possible. 

FIG. 6 illustrates a flowchart of a method of implementing 
a game synchronized with programming according to some 55 

embodiments. In the step 600, an application detects pro­
gramming with which to be synchronized. In the step 602, 
the application synchronizes with the programming to pro­
vide application data such as gaming data. In the step 604, 
based on user responses, the game is executed. For example, 60 

a scavenger hunt game, treasure hunt or other game based on 
the observation of something contained in a television 
broadcast game is executed. In some embodiments, in the 
step 606, scores are tallied, prizes are awarded and/or other 
results are obtained. In some embodiments, the order of the 65 

steps is modified. In some embodiments, fewer or more 
steps are implemented. 

In some embodiments, synchronizing includes determin­
ing an amount of delay to precisely synchronize between the 
game stored on a mobile device and the receipt of the 
program presented on a television ( or mobile device through 
streaming) and substantially equalizing presentation of the 
game of skill or chance with programming or a commercial 
contained in a telecast through adjustment for the amount of 
delay of the telecast (or streaming content). Substantially 
equalizing includes equalizing receipt of lock out events 
relative to a televised/streamed event triggering a lock out. 
Synchronizing includes substantially equalizing a partici­
pant delay to ensure the participants each receive the game 
of skill or chance at substantially the same time. Synchro­
nizing includes determining participant latency based on 
specific participant latencies and synchronizing the game of 
skill or chance for each of the participants. Synchronizing 
includes determining the latencies in receiving a streamed 
broadcast of an event and synchronizing game data to all 
recipients of the one or more streamed broadcasts of the 
event. Synchronizing includes utilizing an audio or video 
recognition system on a client with online access to the 
telecast's game control server. Synchronizing includes using 
added audio or video events in the telecast as synchroniza­
tion points. A plurality of synchronization points within 
audio or video are used by software on a client in connection 
with a server to continuously monitor the telecast/streaming 
content to ensure the game of skill or chance played on the 
client is precisely synchronized with the telecast/streaming 
content. An artifact is inserted into the telecast/streaming 
content recognizable by an audio receiver in a mobile device 
which is utilized to start and continually keep the game of 
skill or chance synchronized with the telecast/streaming 
content. 

Participants include ad hoc or preexisting groups of 
friends competing in a separate competition in disparate 
physical locations. The synchronization points are the audio 
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or video data for the telecast/streaming content residing on 
a server online with a mobile device. The participants 
constitute ad hoc or existing groups of geographically dis­
persed friends participating in a separate game of chance or 
skill. The participants are ad hoc or previously organized 
groups of friends competing against each other in a separate 
contest. Equalizing the participants includes time stamping 
the amount of delay on game-related data. Establishing the 
amount of delay is through an automated system which 
samples an audio or video track of a satellite, cable or over 
the air broadcast television signal (or streaming content), 
linked to a game server, to provide information related to a 
precise arrival of an underlying television picture/streaming 
content. 

FIG. 7 illustrates a system for implementing a game 
synchronized with programming according to some embodi­
ments. The system includes several devices such as a 
viewing device 700, a secondary device 702, a server device 
704 and a network 706. For example, a user views program­
ming on the viewing device 700 (e.g. a television) and 
participates in a scavenger hunt game on the secondary 
device 702 (e.g. a smart phone). The game on the secondary 
device 702 is synchronized with the programming of the 
viewing device 700. In some embodiments, the synchroni­
zation takes place using a program on the secondary device 
702, and in some embodiments, the server device 704 is used 
for synchronization. The network 706 is able to be any 
network such as the Internet, a cellular network or a com­
bination of networks. Fewer or additional devices are able to 
be included within the system. 

To utilize the synchronized gaming and programming, a 
user initiates a game which automatically synchronizes with 
the programming. In some embodiments, the programming 
initiates the game. For example, a user is watching television 
and a trigger in the television signal automatically starts the 
game. The user plays the game as any game would be 
played. For example, if the user is playing a scavenger hunt 
game, the user searches/looks for items and indicates when 

20 
game data is sent or triggered) at the server 802. In some 
embodiments, only the time-adjusted game data is sent from 
the server 802 to user devices 804 which display the game 
data (e.g., on web-connected televisions, laptops). In some 

5 embodiments, the user devices 804 only display the game 
data (without displaying the content), and in some embodi­
ments, the same user devices display the content as well 
( e.g., smart television displays the game data and the content 
using overlays, picture-in-picture or another implementa-

10 tion). For example, the user devices 804 which only receive 
the game data display the game data, and content 806 (e.g., 
a football game telecast) is displayed on a television or 
another user device. Other devices are able to be imple­
mented in the system as well. In other embodiments, the user 

15 is physically observing a live event, while also receiving the 
game data. 

FIG. 9 illustrates a system for implementing a game 
synchronized with programming according to some embodi­
ments. Content from a content source 900 is received at a 

20 game production center such as at a server 902. The content 
source 900 is able to be a venue (of a sporting event), a 
device at a venue or a broadcasting company device. The 
content is able to be received as streaming content or any 
other audio and/or video coming from the content source 

25 900. For example, the content is able to be received via a 
television broadcast or an audio feed from a cellular phone 
present at a venue. A delay in the reception of the content is 
able to be determined (e.g., measured) as described herein. 
The delay amount is used to synchronize game data with the 

30 content and combine the game data with the content at the 
server 902. In some embodiments, the synchronized, com­
bined game data and content is sent from the server 902 to 
user devices 904 which display the game data with the 
content ( e.g., on web-connected televisions, laptops). In 

35 some embodiments, the same user devices display the game 
data with the content ( e.g., smart television displays the 
game data and the content using overlays, picture-in-picture 
or another implementation). Other devices are able to be 

the items are found. If the user is playing a treasure hunt 
game, the user uses clues to locate an item. Points and/or 40 

prizes are awarded based on the timing of the user input/ 
selections ( e.g. a faster response receives more points than 

implemented in the system as well. 
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 embodi­
ments and details thereof is not intended to limit the scope 

a slower response). 
In operation, the synchronized gaming and programming 

is able to synchronize programming with a game presented 
on a second device. In some embodiments, the synchronized 
gaming and programming is also able to synchronize par­
ticipants, for example by equalizing the amount of delay or 
sending a lockout signal at the appropriate time based on the 
amount of delay. 

45 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. 

Although a scavenger hunt and a treasure hunt have been 
described herein, any other game is able to be played in 
conjunction with programming. 

50 

What is claimed is: 
1. A method of playing a game, comprising: 
a. streaming video data and game data; 
b. operating a program to display the video data and the 

game data, wherein the video data and the game data 
are synchronized when displayed; and 

c. preventing users from submitting a response to the 
game data based on the video data and a lockout signal. 

2. The method of claim 1 further comprising receiving a 
game start signal and starting the game. 

3. The method of claim 1 further comprising playing the 
game by selecting one or more choices related to the video 
data. 

4. The method of claim 1 wherein the video data and the 

FIG. 8 illustrates a system for implementing a game 
synchronized with programming according to some embodi- 55 

ments. Content from a content source 800 is received at a 
game production center such as at a server 802. The content 
source 800 is able to be a venue (of a sporting event), a 
device at a venue or a broadcasting company device. The 
content is able to be received as streaming content or any 60 

other audio and/or video coming from the content source 
800. For example, the content is able to be received via a 
television broadcast or an audio feed from a cellular phone 
present at a venue. A delay in the reception of the content is 
able to be determined (e.g., measured) as described herein. 
The delay amount is used to synchronize game data with the 
content or adjust the game data (e.g., adjust the time the 

65 game data are displayed simultaneously. 
5. The method of claim 1 wherein the video data and the 

game data are displayed simultaneously on the same device. 
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6. The method of claim 1 wherein the video data and the 
game data are displayed simultaneously on separate devices. 

7. The method of claim 1 further comprising collecting 
scores and reporting performance to participants' devices. 

8. The method of claim 1 further comprising prohibiting 5 

further game-related input with the lockout signal. 
9. The method of claim 1 wherein the game data contains 

graphic information in addition to the video data. 
10. The method of claim 9 wherein the graphic informa­

tion is displayed on the same device using methods includ- 10 

ing crawling information, closed captioned information, a 
picture in picture or a graphical overlay. 

11. The method of claim 1 wherein the video data or the 
game data is buffered in advance of a scheduled start. 

12. The method of claim 1 further comprising transmitting 
the video data and the game data on a transmission selected 
from a TCP, UDP, 3G, multicast or broadcast transmission. 

13. The method of claim 1 wherein the video data and the 
game data are synchronously displayed. 

14. The method of claim 1 wherein the video data and the 
game data are synchronized based on a delay and further 
wherein the delay represents delay of the game data. 

15. The method of claim 1 wherein the video data 
comprises one or more live events. 

16. The method of claim 15 wherein the one or more live 
events are viewed in person by a person physically attending 
a location corresponding to the one or more live events, 
wherein the person initiates the lockout signal based on 

15 

20 

25 

occurrences in the one or more live events. 30 
17. The method of claim 15 wherein information related 

to the one or more live events is received from a physical 
location corresponding to the one or more live events. 

18. The method of claim 15 wherein the lockout signal 
occurs immediately before competitors in the contest are 
able to see relevant live action unfold. 35 

19. The method of claim 15 wherein the lockout signal 
occurs immediately before a scoring chance in the one or 
more live events. 

20. The method of claim 15 wherein the lockout signal 40 
involves an in-progress play, not during a stoppage, and 
preventing submitting the response before a critical element 
of the in-progress play unfolds. 

21. The method of claim 15 wherein the lockout signal 
applies for a limited amount of time. 

22. The method of claim 15 wherein the lockout signal 
applies for an action lasting a limited amount of time. 

23. The method of claim 15 wherein the lockout signal 
involves presenting new odds on an unresolved proposition. 

45 

24. A server for synchronizing a game or contest with 50 
streaming content comprising: 

a. a memory for storing an application, the application 
configured for: 
i. transmitting game data for the game or contest to one 

or more devices on which the game or contest is to 
be played wherein the game data is to be synchro-
nized with the streaming content at the one or more 
devices; and 

55 

22 
ii. transmitting a lockout signal to the one or more 

devices to prevent users from submitting a response 
to the game or contest based on the streaming 
content; and 

b. a proc~ssing component coupled to the memory, the 
processmg component configured for processing the 
application. 

25. The server of claim 24 further comprising determining 
an amount of delay in the streaming content using a method 
of automatic content recognition. 

26. The server of claim 24 wherein existing events in the 
streaming content are used as synchronization points for 
previously downloaded data files to a mobile client. 

27. The server of claim 24 wherein a synchronization 
point is a visible or audible event located within the stream­
ing content. 

28. The server of claim 24 wherein a synchronization 
point for synchronizing the streaming content and game data 
is contained in audio or video within the streaming content. 

29. The server of claim 24 wherein information is embed­
ded in the streaming content and tracked online in real-time. 

30. The server of claim 24 further comprising determining 
an amount of delay in the streaming content using a recog­
nizable signal recognizable by a mobile device. 

31. The server of claim 24 wherein a plurality of syn­
chronization points are used by a client to continuously 
check to ensure game data is synchronized with the stream­
ing content. 

32. The server of claim 24 wherein inserted audio or video 
is used to continuously check to ensure game data is 
synchronized on a client with the streaming content. 

33. The server of claim 24 wherein the game or contest 
comprises one or more live events. 

34. The server of claim 33 wherein the one or more live 
events are viewed in person by a person physically attending 
a location corresponding to the one or more live events, 
wherein the person initiates the lockout signal based on 
occurrences in the one or more live events. 

35. The server of claim 33 wherein information related to 
the one or more live events is received from a physical 
location corresponding to the one or more live events. 

36. The server of claim 33 wherein the lockout signal 
occurs immediately before competitors in the contest are 
able to see relevant live action unfold. 

37. The server of claim 33 wherein the lockout signal 
occurs immediately before a scoring chance in the one or 
more events. 

38. The server of claim 33 wherein the lockout signal 
involves an in-progress play, not during a stoppage, and 
preventing submitting the response before a critical element 
of the in-progress play unfolds. 

39. The server of claim 33 wherein the lockout signal 
applies for a limited amount of time. 

40. The server of claim 33 wherein the lockout signal 
applies for an action lasting a limited amount of time. 

41. The server of claim 33 wherein the lockout signal 
involves presenting new odds on an unresolved proposition. 

* * * * * 
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