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101 

Create, make 
available, and utilize 

spell casting 
subsystem (FIGS. 

4-18) 

Create, make 
available, and utilize 

dice substitution 
subsystem(FIGS. 

61A-68B) 

Create, make 
available, and utilize 

chess game 
subsystem (FIGS. 

59-60L) 
102 

Create, make Create, make 
available, and utilize available, and utilize 

card game online card 
subsystem (FIGS. generation 

19-41, 6OL) subsystem (FIGS. 
42-58) 

201 

Game System F.G. 2 

Spell Dice Chess 
Casting Substitution Game 

Subsystem Subsystem Subsystem Subsystem 

Generation 
Subsystem 204 

301 
F.G. 3 

302 User 1's Computer 

Speech input hardware speech 
and SR software User files user 2's 

computer(s) Physical input hardware 
and pattern recognition 

softwate 

Computer hardware: 
processor, RAM, ROM, 
O devices, modern, 

ports, etc. 
Various datases 

Other software and Game-specific software 
cocteator and databases 

... - . Peripherats scanner, 
died duationitor rFID reader, etc. 

303 

Company's 
computer(s) 
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FG. 4 419 

Thatches one 
401 of the spells that 

matched speech 
input?" 

Create physical input 
patterns database 418 

402 usable under 
applicable 

Create speech input game rules? 
patterns database 417 

421 
403 

Create magic spells 
database yes 

416 spell fails, 
404 display result if 

matches a applicable 
spell?" 

Create spell effects 
database 

yes 

405 415 

Create uses Spell Succeeds 
database 

40s 414 

Berform spell 
Create characters User speaks magic effect(s) assigned 

database word or phrase' ye to spell or display 
result if 

407 applicable 

no 
Populate databases 413 

as appropriate 

Assign speech input 
patten record and 

physical input pattern 
record to each spell User creates (first 

record time) or activates 
character 

409 "While depicted sequentially out of necessity, 
the performance of audible and physical input 

Assign at least one 412 can be in any order or simultaneous. See 
spell effect record to Train E. input figures below for input patterns. 

recognition 
each spell record mechanism 

411 

410 w 
Train speech 

Create new user recognition engine by 
record inputting speech files 

to be associated with 
user record 
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Physical input: Audible input Compass 
- Wand GPS Receiver microphone 
- gesture Level Titt sensor - Wearable 
interface XYZ position or orientation sensor (e.g., using - on stand 
- "potion" bottle gyroscopes) -- installed 
- cauldron Light meter computer 

Distancemeter 
- Crystal ball Scalepressure thete 
- broomstick Triangulation using user-arranged signal 
- voodoo doll erritters 

Accelero?eter 

FIG. 6A FIG. 6C 

Tire 1. Tire 2. Tire 3. 
point up point fewed point up 

first position FIG. 7 
Example positions; 
- point down additional 
point up positions f 

- point level next position notions called for 
- point left in this 
- point right patten? 
- point south 702 703 
-jab 

etc. 70 
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802 

803 

first target FIG. 9 
example targets: 
- right epaulet 
E. additional targets 

- either epaulet next target called for in this 
- left epaulet contination? 
-back 902 
- spots on target 
board 
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1000 

F.G. 10 

F.G. 11A 

1101 

1102 
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FIG. NC27 

FIG. 11B 

FG. 1 1 D first gesture 
Example positions. 
- fist 
- peace sign next gesture 
- open palm 
- peace sign 
- hang loose 1122 
- thumbs-up 

additional 
gestures called 

for in this 
patternn? 

physical input (through wand 
position, hand gesture, etc.) 

FIG. 12 

pattern begins 
with verbal 

input? 

verbal input 

Example wertball 
incarcations 

"Abraadabra" 
- "Hocus pocus" 
- "Ignitio" 
- "Pulverio" 
- "Decimatium 

totalium" 
- "Destructio 

ifredato" 

next input 
is weal 

While depicted sequentially, physical and verbal input can 
alternately occur in overlapping or simultaneous fashion. 
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F.G. 14 

user. Bill Exampleton 

game: Dungeon Dogs 

character. Orion Woodendagger 

spell: Fireball 

integration pattern: 
(l) verbal, then (ii) physical 

integration 
pattern 

physical input: 
() point up, then (ii) point level, then 

(iii) point up 

spell effect: 
1. damage: successfully attacked 
opponent loses quantity of hit points 
2. burns: successfully attacked 
opponent loses pre-determined 

number of hit points each round until 
healed (e.g., 1 hit point per round) 

FIG. 15 
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Reset word 
spoken. Beginning of End of spellcasting 

Spellcasting window period F. G. 1 6 window period 

pellcasting wind 
Random of accidental 

input ignored Begin speech input Finish speech Begin physical input Finish physical 
pattem input patten pattern input pattern 

o o so Tineo e o o 0 is d oooooooooooooooo 

1604 1605 
1601 1302 1606 160 

Resetword 
spoken. Beginning of End of spellcasting 

spellcasting window period FG 1 7 window period 

pellcasting wind 

w Finish physical Begin speech input F. Begin p. input input pattern 
pattern put pa pattern 

d be es e s is is sees ses o e o a timeo e o a d d is 0 d d did 8 8 d . . . . ) ooooooo 

1701 1702 1703 1704 1705 
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Each user creates 
pool of cards - or 

existing pool of cards 
1901 is divided by being 

deat out evenly to 
each player 

1902 User creates deck 
from pool through 

deck creation process 
FG. 20 

1903 

Users follow myth 
process (FIG. 24) 

Each user arranges 
the order of his her 
deck as desired, in 

1904 Eight of information 
gained from 

revelation of myth 
cards by other 

players 

Apr. 27, 2010 

FIG. 20 

2001 
Users (players") 
decide on length 

game 

Total deck power is 
2002 determined according 

to selected length of 
game (FIGS. 21-22) 

Each user selects 
2003 cards, counting 

cumulative deck 
power of selected 
cards, so as to stay 
within deck power 
bounds (FIG. 41) 

2004 

Each user receives 
handicap point award 
for "understrength" of 

deck 

Sheet 9 of 56 

Speech input 
Pattens DB 

US 7.704,135 B2 

Physical input 
Patters DB 

integration 
Pattersos 

FIG. 21 
Preferred length Total deck power points 
15 minutes 20 
30 minutes 30 
1 hour of more 45 

FG. 22 
Type of card 
Dragons & Grand Wizard: 
Knights, Hippogriffs, and Wizards: 
All others, including standing cards: 

FIG. 23 

2301 

During the 
game,"Anarchy" Spei 
may force a player to 
shuffle his her deck 
and thereby lose 
intended order 

Power points 
3 
2 
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2401 

2402 

2403 

2404 

2405 

FG. 24 

Users agree on 
number of myth cards 
to be shown to each 

other 

Each user Creates 
and the tells 

opponents of myth 
upon which deck is 

based 

Each user shows 
card(s) that play 
role(s) in myth 

Cards that are "myth 
cards" are granted 

myth card 
enhancements (the 

incentive for 
revealing them), bluff 
and deception are 
also part of the 

strategy 

Destruction of 
opponents' myth 

during game creates 
certain benefits 
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2503 

2504 

2505 

2506 

2508 

FIG. 25 

start 

Each player draws 
initia hand of seven 

cards 

first or next round 
begins 

Die is roled to 
determine mood for 

the round, 
appropriate mood 
effects are in effect 
for the entire round 

Calendar (if used) is 
advanced by one 
unit; month and 

Season change as 
appropriate and 

north season effects 
are i? effect the 

entire round (FIG. 
33C) 

first or next player's 
turn begins 

turn process followed 
(FIG. 26A) 

game over? 

another 
player's turn 

left in 
round? 

US 7.704,135 B2 

no 
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FIG. 26A 

spell combat phase 

spent cards are 
placed under the 
standing card in 

which they are based 

deployment phase 
(FIG. 30) 

movement phase 
(FIG. 31) 

player draws greater 
of () one card or (ii) 

2601 

2602 

2603 

2SO4 

enough cards to have 280S 
seven cards in hand 

player announces 
that he she has 

finished turn 280s 

3801 
s 

3901 
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FIG. 27 

player does first next 
spell or combat 

action 

270 

if spel, spell result 
determined through 
spel process (F.G. 

2BA) 

2702 

if combat, combat 
rest determired 
through combat 

process (F.G. 288) 
2703 

2704 

game over? 
yes 

yes 

another 
spel combat 

action? 

2705 

US 7.704,135 B2 

F.G. 28A 

attack spell? 

result is that 
result as determined 

though melee according to 
process (F.G. the conditions 

29) as a of that 
ranged attack, particular spel 
subject to according to 

conditions of game rules 
that particular 
spell in game 
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FIG. 28B 
2821 

is there an 
unspent 
defender 

does 
opponent 
block 

card attack? 

o 
d 

toughest unspent 
defender in square 
(vs. this particular 
attack) defends 

283 2822 
combat result 

determined by melee 
process (FIG. 29) 

combat result 
determined by melee 
process (FIG. 29) 

attacking card 2823 
prevails? 

attacking card 
prevails? 

attacking card 
has collateral 
damage ability? 

any other 
unspent 

2827 defenders? direct damage 
process followed 

(FIG. 32) standing card, and all 
spent force cards 
based there, 
destroyed 

attacking card 
has pillage? 

d 

2830 

standing card attacking card de it. 
occupied by attacking has occupy? es 

card Standing ca 

  

  

  

      

  

  

    

    

  

    

  

    

    

  

      

    

  

  

    

  

  



U.S. Patent Apr. 27, 2010 Sheet 13 of 56 US 7.704,135 B2 

FG. 29 yes 

2921 defender 
impervious to 

ranged attack or 
the given breath 

weapon? 

2902 2901 
attacking card's attack 
rating calculated (basic 

attack (e.g., 3902 in FIG. 
39) plus all modifiers) 

defending card's defense 
rating calculated (basic 

defense(e.g., 3903 in FIG. 
39) plus all modifiers) 

attacking card's 
attack rating 

C end D calculated 

2922 

difference calculated 2904 defending card's 
to yield advantage defense rating 

calculated 

2923 

each side tolls 2905 
six-sided die 

difference calculated 
to yield advantage 

2924 

advantage added to 
number rolled by 2906 
whoever as the each side rolls 

ix-sided di advantage to produce 2925 Six-Sec de 
Score 

advantage added to 
prevailing party is the . number rolled by 

one with highest 2O7 whoever has the 
Score; tie means no 2926 advantage to produce 

prevailing party SCOe 

prevailing party is the 
29.08 one with highest 

attacking card 2927 score; tie eans no 
prevailing party 

defending card 
destroyed prevails? 

attacking card 
prevails? 

defending 
card prevails? 2928 

o 

defending card 
has range attack 
and prevails? 
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FIG. 30 

Player reviews hand 

landing?standing 
("LS") card (FIG. 
38) available? 

player wishes 
to deploy force 

card? 

force card (FIG. 
39) available? 

is there a space 
available in a 
landing card? player wishes to 

no 

can desired force 
card land in target 

landing card? another force 
card available? 

Player deploys 
landing 1 standing 
card in the desired 

location 

3015 

Player must choose 
another force card 

3016 

Player deploys force 
card on the desired 
landing card so that 

landing card top edge 
remains visible (see, 

FIG. 40A) 

extra 
landing?standing 
pard deployment? 

extra force card 
deployment? 

3.018 

spell loombat phase 
is re-started, but only 
for the card with rapid 

deployment 

rapid 
deployment? 
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3124 

Standing card effects 
applied as per 

F G 31 gaming rules and f ca . d 
individual card orce ca ase 
specifications in target standing 

card? 

player swaps the 
swap-able card with a 
force cardbased in 
target standing card 

Player reviews 
"active" (already 
deployed) cards, 

including both force 
cards and S cards 

player wishes 
player wishes to move an unspent is there a space 
to change force card to available in a 
formations? another standing standing card? 

card? 

Player moves o 
standing cards into 
formation of choice 

car desired 
force card be based 
in target standing 

card? 

another force 
card available? 

Formation effects 
applied as per 

gaming rules and 
individual card 

specifications (see, 
FIGS. 34-37B) 

Player must choose 
another force card 

Player moves active 
force card from one 
standing card to 

target standing card 

3116 
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FIG. 32 

3204 

32O1 
damage absorbed, 

was an attempt to does victim victim A. 
have sufficient appropriate number 

block the successful handicap of handicap points 
attack made? and only the top card 

from draw pile (if any 
remain) 

points? 

card(s) still in 
victim's draw 

pile? 

Victim eliminated 
from the game attacking card 

has collateral 
damage 
ability? 

yes 

top card(s) removed from victim's draw 
pile in a number equal to attacker's 
attack strength (no modifiers unless 

specially stated damage power) minus 
a not by victim of six-sided die, but at 

east one card must be removed 

top card(s) removed from victim's draw 
pile in a number equal to attacker's 

margin of victory in combat minus a roll 
by victim of six-sided die (no minimum, 
and player cannot be eliminated by 

collateral damage) No damage done; 
player cannot be 
eliminated by 

collateral damage 

card(s) still in 
defenders 
draw pile? 

320 N 

does victim 
have sufficient 

handicap 
points? 

3213 

damage absorbed, victim loses the 
appropriate number of handicap points 

and no cards from pile 
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FIG. 33A FIG. 33B 

3301 

At beginning of 332 
round, each player 
bids how many force 

cards (or citizen 
cards) he or she will 
have in the field at 
the end of the turn 
(bidding order shifts 
clockwise each turn) 

"citizen" card force based on that 
deployed on standing standing card gets 

card bonus 

3302 

At end of round, 
actual results are 
compared against 
each player's bid 

bpponent captures 
citizer card and 
deploys at will 

Player loses one 
handicap point for 

3303 every two cards of 
discrepancy between 

bid and actual 
results or gains two 
handicap points for 

perfect bid FG. 33C 

At beginning of 
game, month (and 
thus season) is 

determined by d12 
o 

Players keep track of 
rounds played 

Number of rounds 
played determines 
season and/or month 

3331 

Seasonal and/or 
month effects applied 
per game rules and 

individual card 
specifications 

3332 

3333 

3401 

FIG. 34 
343 

- 
opponent 

player 
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FIG. 35 Opponent 

3501 

FG. 36 
aver play 36O1 3602 

3502 3503 opponent 

player 

opponent 
3701 

FIG. 37A 

player 
3702 

3712 3713 
3711 

opponent 

FIG. 37B Y 3715 
3714 

3716 
aWe play X Z 

Compound formation effects: 
X receives no bonuses 
Y= in focus of flanking formation with X and Z 
Z = in focus of defensive formation with Yand P 
P = in focus of flanking formation with Zand R; also in twin formation with Q 
Q = in twin formation with P; also in front/back formation with R 
RF in frontback formation with O. 
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3804. A. S Attributes: Based force immune to 
persuasioh and culture spells 

Landing: Yes 
Standing: Yes 

3806 

O 

2//iant /WHOIV 
G2003-2005 inventerprise invengineer" Patent Illustrations 

Winventerprise.corn 
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3902 

3905 3903 

3904 ARGOVERNIGHT 
Clan: Black 
Winter: +1/+1. July: can "Occupy." 

396 

Mood: -1/O if based in Mood: Can Cast 
Non-European City "Propagate" 
standing card; cannot immediately at 
land in any beginning of player's 
non-European City card turt 

3907 

No mood effect. Mood: Can fly for next 
two rounds, effect is 
Curnulative with next 
mood 

Mood: Can Cast Mood: Cannot move to 
"Lighting Bolt" once per another standing card 
turn 

3908 

3911 
Deploy: Any landing card. 
Base. Any standing card. 
Formation: +1/O in flanking. 

3909 

3910 3912 

G2003-2005 Inventerprise invengineer" Patent Illustrations 
W. inventerprise.com 
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3807 

FG. 40A 
3803 

3804. 

Landing: Yes 
Standing: Yes 

A. R S Attributes: Based force immune to 
persuasion and culture spells 

GARGOVE ANIGHT 
Clan: Black 
Winter: +1/+1. July: can "Occupy." 

3901 

Mood: -1/O if based in Mood: Can cast 
Non-European City "Propagate" 
standing card, Cannot immediately at 
land in any beginning of player's 
non-European City card turn 
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twelve-sided 
four-sided die 

FIG. 4OB nysided 

card table 
surface 

active force 
card in 
unspent 
position tanding 

discard pile 

draw pile 

player's hand (typically held 
by player), cards in hand, 

deck or discard pile are not 
'active' 

active landing card 

FIG. 4OC 

Example Cases for Gaining Handicap Points Example Cases for Spending Handicap Points 

1. Destroying one of the opponent's myth cards earns 1. Some cards require spending of one or more 
handicap points handicap points in order to be deployed (as well as 
2. Certain cards can produce handicap points for each presence of a landing card) 
turn they are in the game 2. Attacks that would result in removal of cards from 
3. Handicap points gained for perfect bidding deck (i.e., unblocked attacks or attacks with collateral 

etc. damage) can be "absorbed" by handicap points instead 
of deck, at choice of defender 
3. Certain cards can perform special functions with the 
spending of one or more points 

etc. 
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4101 

deck is not 
acceptable 

maximum total power 
per deck rating limit 
is established (FIG. 

21) 

4102 

total value of cards is 
calculated player creates deck deck is acceptable 

player spends as 
player wishes and 

4107 
player receives 

earns handicap handicap points 
points during game, proportional to 

running tally of amount of 
handicap amount is 
kept during game 

under-strength 

d 

FIG. 42 

420.1 

new user account 
created in registered 

users database 

user visits Company 
website financial 

transactions? 

user submits required 
information 

user submits required 
information, purchases 

bond if necessary, agrees 
to indemnify company vs. 
infringement if user wishes 

to submit new cards 
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FIG. 43A 

4301 

After registering, user 

proposed card application 
(FIG. 44) 

4302 

Card selection 
process followed 

(FIG. 43B) 

4. 4303 304 

User notified of 
denial 

Card added to 
user-generated cards 

DB 

Card made available 
to public through card 
distribution process 

(FIG. 46) 

Card used in game 
through card gaming 

process 

FIG. 43B 4.32 

each vote is weighted 
by authority rating of 

subscriber 

43.13 

authority 
weighting 
considered? 

score total Score of 
weighted votes 

card approved 

- Sufficient to 

threshold? 

card denied 

accesses website and submits 
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FIG. 44 

4401 

user logs into website w 
and visits 

build-your-own-card Select incidentals 
page select clan, if 

'Vany (e.g., gold) A407 

4402 
establish power 

select basic rating (FIG. 45) 
select game attributes 

(attack strength; 
defense 4408 

4405 strength, etc.) 

4409 4411 

440s Select moods 
and Seasonal 

effects combined features fall 
within prescribed 

boundaries for power 
rating? 

card is too strong; 
must be modified 

4.410 

card Submitted for 
approval by users 
(FIG. 43B) or user 
purchases card for 

individual use 
(printing, etc.). 

4501 

assign power rating 
scale to attack and 
defense point scales 
(e.g., attack strength 

of 1-2 = 1 power 
rating point, 3-4 - 2 
power rating points 

("PRP") 

FG. 45 
add together all 
PRP's to produce 

Overall power rating 
of card 

assign PRP for 4502 assign PRP to assign power rating 
points to individual individual moods handicap point issues 
attributes (e.g., (e.g., can cast (e.g., 1 handicap 

deployable on any "Blades" spell once point required to 
landing cards .25 per turn = 1 PRP); deploy = -5 PRP 
PRP), these can be these can be (negative because 
negative for bad negative for limiting weakens the overal 

power of card)) attributes moods 
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FIG. 46 

460 
card creator logs into 

website 

card creator sets 
price 

4603 

card creator uploads 
branding seal (e.g., 
3909 in FIG. 39) 

card creator sets total 
cquantity to be made 
available and other 

criteria 

4604 

4605 

downloadable? 

yes 

4SOS 
card purchaser logs 

into website 

4607 card purchaser 
("pooler) uploads 
branding seal (e.g., 
3911 in FIG. 39) 

4608 

purchaser purchases card 
"blanks" (pre-perforated 

print-your-own cards sheets for 
use in computer printers) with 
back surface already printed 
and front surface blank, ready 

for printing on 

4609 purchaser downloads 
software for printing 

cards 
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4518 

registry updated 

4621 

card sold through 
channels (webstore, royalty paid to card 

G. creator 
no store, etc.) 

4620 
4622 user registers 

ownership in official 
registry charge card 

creator for the 
printing? 

creator 
charged 

4617 
cards are printed in 
specified quantity 

card and ID of pooler 
added as a record to 

4614 4613 official card registry 

user notifies company 461s 
user prints card (see, that card printed 

47B) correctly 

4612 
image file provided to royal id to card 

user for printing ya t 
through card printing 

software 4615 

4611 

card image file is 
encoded with 

barcode or D that 
uniquely identifies 
registered user who 

purchased card 

4610 purchaser purchases 
card 
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FG. 47A 

database record 
created for each card 
such that print-under 

print-under barcode 
scanned usingcertain 
wavelengths, visible 

print-under barcode 
of each bank card is 
scanned prior to or blank cards are 

printed with immediately after barcode and barcode using others, 
"print-under" barcode card is "over-printed", print-over barcode(s) UWandor R 

i.e., printed on with (e.g., visible/UV/IR) barcodes using 
visible or UWRink are recorded for each additional 

card wavelengths 

cards where 
over-printed and 
under-printed 

barcodes don't match 
are not authentic 

4705 

FG. 47B 

card cannot be 
printed 

yes 

pre-perforated sheets 
printed with 

print-under barcode 
and also a seria 
number that is 

human readable and 
identifies () sheet 

and (ii) blank card on 
sheet 

user inputs what the 
serial number of 

pre-printed sheet and 
blank card is upon 

which the card wide 
printed 

has that 
blank card been 
purchased I 
registered? 

has that 
blank card 
been used? 

4724 

4721 

card where visible 
barcode doesn't 
match sheet serial 

number is inauthentic 

printed 
successfully? 

4726 

follow printing error procedure 
and business rules re. 
refund, retrying, etc. 

4729 
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Randon UWR ink 
patten generated, 
printed on card, and 
stored in card record, 
along with serial # 
data etc. (See, e.g., 

FIG. 49A) 
Slightly different 

shades of each major 
color are used for 

different printings and 
werified before 

distribution, authentic 
shade is stored in 
card record (see, 
e.g., FIG. 49C) 

Microscopic metal Unique"fingerprint" 
fragments or other pattern of each card 

impurities is mapped by x-ray 
incorporated before distribution; 

randomly into paper fingerprint stored in 
during paper making card database record 

process (see, e.g., FIG. 49B) 

FIG. 49A 

1N 4903 

4902 
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FIG. 49B FG. 49C 

YN. 
4912 

shade used 

4913 

4914 

counterfeit 

Central Cards Users Database 

Database 

N. Printings is 
(inc. fields for colors 
used and fingerprint 
patterns, etc.) 

Commerce and 
Payment-related 

OBS 
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FIG. 51 FIG. 52 

5101 
520 

provide certain 
nuber of charge user a f ch pre-perforated blanks . submission fee for pay user royalty on 

free to registered submission of new sales of hister card 
USS proposed card 

FIG. 53 FIG. 54 

531 

541 
offer discount to 

users who opt to print 
cards with ads 

seas on card 
iTiage files (e.g., 
3806 in FIG. 38) charge user a vote 

fee for period of time 

user has unlimited 
access to certain 
features, such as 
downloading and 

printing of one copy 
of a new cards, etc. 

FIG. 55 F.G. 56 

sell ads on card 
blanks (not the 

printable surface but 
rather the generic 

surface) 

5501 

sellad-enabled 
blanks at a discourt charge user 

discounted price for a 
new card when they 

trade-in old card 

5701 FIG. 57 

advertisers pay card creators for identifiable product 
placement (i.e., use advertiser's product in the image file); 

company keeps a percentage of ad payment 
Or: 

advertisers pay to brand challenges by having logo appear 
in relation to challenge tasks in the RNR system (FIG. 62) 
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FIG. 58 

when opened, 
instructions are 

provided program erases card 
self-destructing gift image file and 
card: single-use contacts company 

program is purchased providing serial 
by giver and given to user arranges number of blank 

gift recipient pre-perforated blank used, etc. 
in printer and 

provides serial f info 

user agrees to go 
print 

5804 follow printing error 
procedure and 

business rules re. 
refund, retrying, etc. 

F.G. 59 
first next player 
draws and deploys 

tile 

turn ends, next 
player's turn begins 

each player begins 
with full set of pieces 

for one player 

same player performs 
piece action (either 

deployment or 
movement of a piece) 

tile allows 
bonus tile 

deployment? 

same player draws 
and deploys another 

tile tile(s) 
deployed this 
turn provide(s) 
another piece 

action? 

same player performs 
another piece action 

5908 
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FIG. 60A 
6001 

6003a 

T t f) 

TN 

U/ (Q) 
() () 

FIG. SOB 
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FIG. 60C 

G 

GDL 
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FIG. 6OE 

F.G. 6OF 

Deploy one 
additional piece 
this turn. 

FIG. 60(1) 

B 
GE L 

a G) 
Go) 

FIG. SOG 

Deploy one 
additional tile this 
turn. 

FIG. 60 

US 7.704,135 B2 

F.G. 6OH 

Deploy a piece 
and move a 
piece this turn. 

F.G. SOK 
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F.G. 6OL 6065 

enable internet users 
start to play vs. online 6067 

artificial intelligence 

6061 

enable internet users 
to play vs. other 

intenet users 
6062 

o enable users to play enable users to play 
WS. al vs. A player on home vs. human player on 

computer? PC or video game horne PC or video 
system game system 

60641 

F.G. 61A 

when event that 
would be decided by 
randon number 
generation is 

encountered, randon 
number replacement 
(RNR) plug-in module 
is activated to use 
player-interactive 
challenge instead 

when event that 
would be decided by 

dice roi is 
encountered, 

dungeoi master 
orchestrates 

dice-replacement 
(OR) player challenge 

instead . 
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Tasks are graded into 
difficulty levels 

6113 
6101 8114 Ratio of 

game-specific 
Task is selected quantity to Player performs task 

6115 

performance grade 
established 

6116 

Performance is 
graded 

6103 
oice roll needed to 
meet threshold is 6117 

calculated per game 
rules 

grade is translated 
into game-specific 

quantity that task was 
6104 performed to 

Task with difficulty determine 
level equal to 

threshold is selected 

6105 S109 

Resuit is incorporated 
into game per game 

rules 

Player performs task 

6108 
6106 

Threshold is not met 

6107 

Threshold is net 
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current process 
repeated for game 2 

user wishes 
to use RNR 
module for 
game 22 o 

user installs RNR 
module 

user installs game 1, 
which is 

RNR-enabled 

6201 

success is treated in 
same are as 

success would have 
been treated had the 
challenge-generating 
event been decided 
by random number user selects which 

form of challenge is 
desired 6218 

6203 

failure is treated in 
sate are as 
failure would have 
been treated had the 
challenge-generating 
event been decided 
by random number 

user purchases 
expansion kit in order feature 

available? to access the desired 
type of challenge 

yes 6205 

user plays game 

chosen task is put to 
user as a challenge 

6214 

62O6 percentage set of tasks with rom the group of 
- predetermined selected tasks, a 

challenge generating probability of success diffiulty level that particular task is 
event occurs during if done by random comesponds to chosen by random 

game number is determined probability of success number 
62O7 is selected 

6212 
yes 6221 

among Se 
tasks, a particular 
task is chosen by 
random number 

user takes 
the 

challenge? 
set of grade-able 
tasks is selected 

chosen task is put to 
user as a challenge 

randon number 
generated to 

determine outcorne 
without reference to 

RNR module performance is 
graded 

game-specific 
quantity is 

incorporated into 
game as though this 
quantity had been 
established by 
random number 

grade is translated 
into game-specific 

quantity that task was 
performed to 
determine 
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F.G. 63A 

Example Challenge-Generating Event in Computer Game Embodiment 
--- using as example game "Sid Meier's Civilization" 

1. Event giving rise to binary challenge Result of challenge 
Attack of one Combat unit, e.g., cavalry, on One unit survives, other unit is destroyed (damage taken 

another, e.g., rifleman by surviving unit is determined separately by 
computer-generated random number) 

2. Event giving rise to graded challenge Result of challenge 
Creation of a Wonder, e.g., the Pyramids if performance grade exceeds the computer-generated 

random number performance grades of artificial 
intelligence opponents (or, if applicable, the actual 
performance grades of live human opponents), player 
succeeds at building the Wonder; otherwise, the player 
fails and the highest-scoring opponent succeeds in 
building the Wonder 

F.G. 63B 

Example Challenge-Generating Event in Live Human Role-Playing Game Embodiment 
- using as example game "Dungeons & Dragons" 

1. Event giving rise to binary challenge Result of challenge 
Saving throw, e.g., against poison if successful, the player character makes his or her saving 

throw; otherwise, the player character fails the saving 
throw and the associated result is incurred 

2. Event giving rise to graded challenge Result of challenge 
Roll for ability score, e.g., charisma The higher the player's performance on the task, the 

higher the ability of player character, i.e., maximum 
performance yields an ability score of 18, mediocre a 10, 
horrible a 3, and so on 
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FG. 64A 

Example Tasks for Producing a Binary and/or Graded Result 
- using pre-existing games 

1. "Trivia Pursuit" Fact Reca Gae 

2. "Simon" Tonal/Visual Memory Game 

F.G. 64B 

Sheet 39 Of 56 US 7.704,135 B2 

For Binary Result 
Player must correcty answer a question that has been 
graded at a difficulty level commensurate with success 
probability of challenge-producing event 

For Graded Result 
Player is given a series of questions in a predetermined 
period of time, the higher the number of correct answers, 
the higher the grade 

For Binary Result 
Player must correctly reproduce a series of tone-color 
buttons that is of a difficulty level commensurate with the 
success probability level of challenge-producing event 

For Graded Result 
Player plays one round of Simon; the longer the last 
successful sequence (i.e., before the player fails to 
reproduce the sequence correctly), the higher the grade 

Example Tasks for Producing a Binary and/or Graded Result 
- using skills that are being developed for education purposes 

1. Law School Admissions Test (LSAT) 

2. Graduate Record Exam (GRE) 

For Binary Result 
Player must correcty answer a logical reasoning question 
that has been graded at a difficulty level commensurate 
with success probability of challenge-producing event 
within a specified period of time 
For Graded Result 
Player must do an entire game (usually 5 to 8 questions) 
within a specified period of time; the more correct 
answers, the higher the grade 

For Binary Result 
Player must correcty answer an analogy question that has 
been graded at a difficulty level commensurate with 
success probability of challenge-producing event 
within a specified period of time 
For Graded Result 
Player must do an entire reading comprehension passage 
(usually 5 to 8 questions) within a specified period of time, 
the more correct answers, the higher the grade 

  



U.S. Patent Apr. 27, 2010 Sheet 40 of 56 US 7.704,135 B2 

F.G. 65A 
FIG. 65B 

Player Must 
Rolat Seconds 

Attempting player (player who needs to roll Allowed 
6501 for a saving throw, for instance) draws a 

card at randon from deck of cards 
containing Words 

Difficulty of roll is calculated (e.g., player 
must roll a 13 or higher on a 20-sided die 

to save WS. poison) 

6502 

6503 Time allowed for successful performance 
is calculated according to the dice roll 
needed: if the player must roll a 2 or 

higher, 95 seconds is alotted, 3 or higher 
90 seconds, etc, per FIGURE 65B 

6504 As in "Pictionary", player must sketch on 
a piece of paper without speaking while 
other players try to guess the word he or 

she is sketching 

6505 

if the word is correctly guessed within the 
allotted time, the attempt (saving throw, 
attack, etc.) succeeded; if not, failure 

The object is to get as many words 
comectly guessed inthe allowed time 

period 
Attempting player (e.g., player who needs to 
roll an 8-sided die to determine hit points for 
his character) draws a card at random from 

deck of cards containing words 

6601 

After a predetermined amount of time 
(e.g., one minute) has elapsed, the 

attempt is over As in "Taboo", player must give vertial clues 
without saying certain forbidden words while 
the other players try to guess the correct 

word or phrase 

6602 

The number of correct answers minus 
any "forfeits" (where a forbidden word was 

used by the player) (up to maximum) 
equats the number produced to substitute 
for dice roll (e.g., number hit points "rolled" 

on d8) 

6603 NWhen the correct word is guessed, the player 
immediately draws another card with a new 

word and begins giving clues again 
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FIG. 67 

Player plays four hands of Black Jack ("21") or Five-Card Draw Poker vs. DM as dealer, player 
wins one out of four hands = 1, 2 out of 4 = 2, etc.) 

Tonal memory. "Simon" gameplays back six random tones selected from a group of four tones; player must play 
back the tones in order correctly one right = 1; two right = 2, etc. ALT: "Name that tune: if player names tune with 

only 3 notes as a clue = 6; 4 notes = 5, 5 notes = 4, 8 or more = 1 

"Scrabble" player is given seven Scrabble tiles and must make a word in 30 seconds; points 
scored minus 2 = number of roll (with minimum of one and maximum of ten); e.g., score of 7 = 

rol of 5 

"Taboo" for one minute as per FIG. 66; number of correct guesses = number of roll (up to 
maximum of 8) 

"Concentration": player is shown twelve cards, which are then turned face down; he or she 
must try to remember the cards and then name each one (e.g., "Jack of spades, queen of 

diamonds") in the proper location, number right = number of roll 

"Boggle" for 1.5 minutes, with number of four-letter or higher words equating number of roll (up 
to maximum of 20) 
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FIG. 68A 

6803 
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Player 

6802 
680 

Hit points remaining: 17 23 
Weapon: Swo o 

Initiative: 2 

US 7,704,135 B2 

Dungeon 
Master 
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F.G. 69A 

3901 

6902 

390 

FIG. 69B 

insert card into game 
console card slot or 
scar with external 

scare 

6911 

6912 
when spell is attempted, 
reader (magnetic strip, 

barcode, RFID, etc.) verifies 
that card is in slot or prompts 
for external Scanner to re-scan 

the card 

S915 

Card associated with 
the attempted spell spell fails 

is present? 

Spell Succeeds 

6914 
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FIG. 70 

7001 

Post 

Aar 

III. 
7000 “..... 

6902 

FG. 71 

computer for 
processing input, 
Spells, Scores, 
etc., outputting 

results, etc. 

audio input 
mechanism 
(headset, 

etc.) 

physical input 
mechanisins 
(wand, etc.) 

internet 
accessible 

server for online 
games 

other gaming 
?taterials 
(manuals, 
dice, etc) 

techanisrt 
(west, etc.) 
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FIG. 72 

720.1 

game software 
encounters 

challenge-able event 
task module outputs 
to game software that 
challenge is rejected 

RNR module outputs 
query to user user accepts 

challenge? 

game software 
outputs query to RNR 
module designated 

by user RNR module outputs 
o game software that 
challenge is accepted 

game software 
outputs to RNR 

module (i) the result 
needed (binary or 
graded) and (ii) the 
degree of difficulty 

RNR module selects 
appropriate task 

according to game 
software-specified 

criteria 

RNR module outputs 
result in proper form 
(binary or graded) to 

game software 

7207 

7208 

7209 
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FIG. 73 

AZ/2ZFApo 44 
wizard fly 

Once per found, can nullify the effect of any one spellcast by a wizard 
before it takes effect. 

minute to breath Weapons, 5 

CA cast "Restriction" once at 
3. beginning of player's turn. 

Standing: ANY. Formation: No formation modifiers. Months: No month 
effects. Seasonal: No seasonal effects, 
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FIG. 74 

M700MWPW 22 
wood fly 

Cannot block. Cannot be blocked by any non-clergy. Cannot be 
attacked directly except by other wood forces. Immune to persuasion 
and cultural spells. Bfe vs. clergy. 

33 againstall myth cards, 

Sneak attack: Attacklefond thin turn as 
though this creature la of any color 
cheson by playor of blockers 
trypervious to one Color, player may neke 
this creaturn another color), 

Standing: CTY ONLY, Formation: No formation modifiers, Months; 
January: the 1 vs. Knights, Seasonal: Fall; +20 vs. flying creatures, 
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FIG. 75 

1 Mountains Rangers: +2+2. 

Mitler-do-well 
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Water-accessible. 
Arists: +2.2 

eles 

(c) 2004. All rights reserved. 
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FIG. 77 

PF 34 
clergy 

Can successfully block any one attack by royalty oncepa round (both 
cards survive). -2f+2 vs. royalty. 

Car cast "Resurrection" one at 
beginning of player's turn. 

Ca1 cast "Undead ArTry" once at 
beginning of player's turn. 

Standing: CITY ONLY. Formaticn: Extra attack in focus of Flanking 
position. Months. May: If daatroyed. this card returns to users hand. 
Seasonal: No seasonal affects. 
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FIG. 78 

AZW7 25 
royalty 

Immune to all spells except Guillotine, Cannot be attacked directly 
unless no other force card is active. When blocking, attacker's 
formation effects are nullified. Player gains 4 handcap for each 
round during which this card is active at beginning of found, 

2+2 when based in a chy. 

Attacker's ceasonal and month effects 
(s Iulied when this card blocks. 

Stending: ANY. Formation: 0- in focus of Oefensive position. 
Months: February; Can cast"Propagate" at beginning of turn. 
Seaso?al. No seasonal affects, 
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FIG. 79 

MV2772? 

Can bestow rat4 on any force card for the entira round once per 
round. Imrhune to spells. 

8tokescreun: All opponents inited to 
matmurn of two attacks oath against 
this Player this turn. 

Can cast "Plague" once at beginning of 
player's turn. 

Standing: ANY. Formation: No for ration modifiers. Months; January: 
titt S. Knights. Seasonal: No seasonal effects, 
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FIG. 80 

AMVP 58 
APP/7 "" 

Can bestow "Wirtues" (O-4) on any defending force once parturn 
(including self. CurTulative with other such bestowals for other 
Hippogriffs but not wizards. 

larolc action: can block and destroy an 
One attacker this round, ragardloss of 
points, but is destroyed in the process if 
this power is used. 

Standing: ANY. Formation: No for Tatlon modifiers. Months: June; 
Impervious to knight attacks (can still be blocked by Kilghts), 
Seasonal: Summar: Can cast "Landslide" at beginning of iurn. 
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FIG. 81 

APFarew 1079 
dragon fly 

Breath weapon: (Fra) Can exert attack strength of 710 without being 
destroyed regardless of defender's defense rating, (Counts as only 
attackldefense for the round.) Impervlous to poison and all 
non-pers Liaalon spells. Fire eltack. Blocker. If not destroyed, returns 
to player's hand. 

Cannot deploy. S 

Standing: ANY, Fernation: No formation modifiers. Months: 
Noverber: 20 vs. clergy and artists, Sasonal: No seasonal effects. 
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FG. 82 

Azz/27 warp 44 
wifard fly 

Cince per round, can nulify the effect of Hity one spell cast toy a wizaid 
befo: e it takes effect 

lmiTune to breath weapons. 5 

Can east 'Resurrection" once at 
3. beginning of player's turn, 

Standi?g: ANY. Fofation: No for ration f modifies Months: Nortionih 
affects. Seationel. No seasonal effects. 
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F.G. 83 

2W4 A2 
27.4 

Can successfully block any one attack against a meTribar of the court 
card per Found (both cards survive), 

t2 isolation 

Vulnerable to gold: gold attacks 4-1. 
Goldblocks unaffected.) 

Standing: ANY. Formation; No formation modifiers, Months: Nortonth 
effects. Seasonal: No seasonal effects, 
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INTEGRATED GAME SYSTEM, METHOD, 
AND DEVICE 

CROSS REFERENCE TO RELATED 
APPLICATIONS 

Priority filing of U.S. provisional patent application 
60/603,964, filing date Aug. 23, 2004, entitled “Integrated 
Gaming Technology System, Method and Device', is 
claimed. Said provisional patent application is hereby incor 
porated by reference in its entirety into the present disclosure. 
A portion of the disclosure of this patent document con 

tains material which is Subject to copyright protection. The 
copyright owner has no objection to the facsimile reproduc 
tion by anyone of the patent documents or patent disclosure, 
as it appears in the patent and trademark office patent file or 
records, but otherwise reserves all rights whatsoever. 
The inventor wishes to thank Paul Dowell, Jody Frease, 

Steve Werth, Golnar Zahedin, and Irina Lymar. 

STATEMENT REGARDING FEDERALLY 
SPONSORED RESEARCH ORDEVELOPMENT 

Not applicable. 

REFERENCE TO ASEQUENCE LISTING, A 
TABLE, ORACOMPUTER PROGRAM LISTING 

APPENDIX 

Not applicable. 

BACKGROUND OF THE INVENTION 

1. Field of the Invention 
The present invention relates to human-implemented and 

computer-implemented game processes and games. 
2. Description of Related Art 
Laser tag systems, which include a gun, Vest, and a central 

scoring computer, are known. Speech recognition (SRT) soft 
ware and interfaces are known. Hand gesture computer inter 
faces are known. Fantasy games, such as Dungeons and Drag 
ons, and fantasy books, such as Harry Potter, both of which 
involve the casting of spells, are known. 

In fantasy games, literature, and folklore, spells are typi 
cally cast by usage of a verbal component and a physical 
component, the former being a magic word or phrase, and the 
latter being a series of hand motions, a wand, or a potion. 

Role-playing games typically involve the use of dice at 
crucial junctures during the game. Such as melee in Dungeons 
and Dragons. A typical dice roll situation in "d20 games 
Such as Dungeons and Dragons involves the calculation of a 
threshold which the given player's roll must exceed or meet 
(saving throw, etc.) and then the rolling of a 20-sided die to 
see whether the player succeeds at meeting the threshold. The 
player can use his knowledge of the game to affect that thresh 
old, by selecting certain weapons that have a greater likeli 
hood of hitting an opponent, for instance; but a player cannot 
affect the dice roll itself. His fate is ultimately left the chance. 
UV/IR barcodes are known, as are digital watermarking 

techniques for use in antipiracy. 
Computer network games (“World of Warcraft”, “Ever 

Quest”) have become increasingly popular. These games are 
conducted as single-user games except that Some of the char 
acters or creatures that a given player encounters in the virtual 
world of the computer game are controlled by other human 
beings. 
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2 
SRT programs such as Dragon Naturally.Speaking include 

a function (“wake-up' and “go to sleep') whereby a user can 
tell the Software to ignore accidental audio input. 
The videogame can be a first person “shoot'em up' type 

game, such as "Doom,” or a third person fighting game. Such 
as “Soul Caliber or another type of videogame. Videogames 
are typically controlled through use of a videogame control 
ler, such as a joystick, mouse, handheld game dedicated con 
troller, or keyboard. 

BRIEF SUMMARY OF THE INVENTION 

The present invention provides an integrated gaming sys 
tem, method, and device composed offive major Subsystems: 
(I) an electronic spell-casting system, (II) a card game system, 
(III) a user-created card system, (IV) a system for replacing 
the use of random numbers in the context of a game; and (V) 
a board game system. 
The spell-casting system provides a physical input mecha 

nism, such as a wand equipped with motion and/or position 
sensors, and a verbal input mechanism, Such as a microphone 
for use with speech recognition technology (SRT). In order to 
trigger a spell, a user inputs a physical input pattern and a 
Verbal input pattern; if and only if the user input is recognized 
by the computer as the predetermined combination of pat 
terns assigned to a spell, the spell is triggered, i.e., Success 
fully cast. 
The collectible card game provides several novel game 

mechanics, such as card deployment and card formation 
methods, that are used in a combat game in which players 
attempt to eliminate other players through Successful attack 
and defense. 
The user-created card system provides a Web-accessible 

server that a user can access So as to create his or her own card, 
download and print this card, and make it available to the 
public for use in the above card game. 
The system for replacing or Supplementing the use of dice 

or computer-generated random numbers in a game provides a 
mechanism through which a user can undertake a task instead 
of relying upon chance. The results of the task—Success or 
failure (binary), or a degree of Success or failure (graded)— 
are treated just as if these results were attained through the use 
of a dice roll or a computer-generated random number. 
The board game provides a standard chess game with stan 

dard chess pieces Subject to standard chess rules, with two 
major exceptions: (i) the chess board is played one square 
(a “tile') at a time by the players, and (ii) all chess pieces must 
be deployed into the game one by one. Once a chess piece, 
e.g., a queen, is in the game, it behaves just as it does in a 
regular game of chess, but it can only access or move across 
squares that are also already in the game. 

BRIEF DESCRIPTION OF THE SEVERAL 
VIEWS OF THE DRAWINGS 

FIG. 1 is a high-level overview of the present invention 
construed as a method. 

FIG. 2 is high-level overview of the present invention con 
Strued as a system. 

FIG. 3 is a high-level overview of the present invention 
construed as an apparatus. 

FIG. 4 is a flowchart depicting a process whereby a spell is 
cast according to the present invention. 

FIG.5 is a schematic diagram of the means whereby physi 
cal input and Verbal input is input to a computer according to 
the present invention. 
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FIGS. 6A through 6C depicta magic wand position at three 
different times. 

FIG. 7 is a flowchart depicting a physical input pattern for 
use with a wand-based function of the present invention. 

FIGS. 8A through 8B depict a laser tag gun shooting a laser 
tag Vest. 

FIG. 9 is a flowchart depicting a physical input pattern for 
use with a laser tag based function of the present invention. 

FIG. 10 is depicts an example dummy target board for use 
in a laser tag function of the present invention. 

FIG. 11A depicts an example gesture interface being worn 
by a user for use in a gesture interface function of the present 
invention. 

FIGS. 11B and 11C depict example hand gestures for use 
in casting spells according to the present invention. 

FIG. 11D is a flowchart depicting an example physical 
input pattern for use in a gesture-interface-based function of 
the present invention. 

FIG. 12 is a flowchart depicting a process whereby a physi 
cal input and a verbal input are integrated into an integration 
pattern according to the present invention. 

FIG. 13 is a chart depicting relationships between a user 
and elements of a game according to the present invention. 

FIG. 14 is a chart depicting specific information relation 
ships between a user and elements of a game according to the 
present invention. 

FIG. 15 is a hand gesture for use in a gesture-interface 
based function of the present invention. 

FIG. 16 is an example timeline for use in a spell-casting 
process according to the present invention, where the entire 
Verbal and physical input must occur within a spell-casting 
window time period according to the present invention. 

FIG. 17 is an example timeline for use a spell-casting 
process according to the present invention, where valid input 
must begin within spell-casting window time period but need 
not be completed before the window closes according to the 
present invention. 

FIG. 18 is a chart depicting primary relationships between 
a series of databases according to the present invention. 

FIG. 19 is a flowchart depicting a process whereby a user 
prepares a deck for a game according to the present invention. 

FIG. 20 is a flowchart depicting a process whereby a user 
creates a deck for a game according to the present invention. 

FIG. 21 is a chart depicting relationships between various 
preferred lengths of game and total deck power points accord 
ing to the present invention. 

FIG.22 is a chart depicting relationships between types of 
cards and power points according to the present invention. 

FIG. 23 is a flowchart depicting a method whereby a spell 
is cast so as to affect a players arrangement of a deck of cards 
according to the present invention. 

FIG. 24 is a flowchart depicting a method whereby a user 
generated myth is incorporated into a game according to the 
present invention. 

FIG. 25 is a flowchart depicting a method whereby a game 
is played according to the present invention. 

FIG. 26A is a flowchart depicting a method whereby a 
user/player plays his or her turn in a game according to the 
present invention. 

FIG. 26B is an anterior view of a landing/standing card 
covering a spent force card according to the present invention. 

FIG. 27 is a flowchart depicting a method whereby a player 
conducts his or her spell/combat phase of his or her turn in a 
game according to the present invention. 

FIG. 28A is a flowchart depicting a method whereby a 
result of a spell is determined in a game according to the 
present invention. 
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FIG. 28B is a flowchart depicting a method whereby a 

result of combat is determined in a game according to the 
present invention. 

FIG. 29 is a flowchart depicting a method whereby melee 
results are determined in a game according to the present 
invention. 

FIG.30 is a flowchart depicting a method whereby a player 
deploys cards according to the present invention. 

FIG.31 is a flowchart depicting a method whereby a player 
moves cards according to the present invention. 

FIG. 32 is a flowchart depicting a method whereby direct 
damage results are determined in a game according to the 
present invention. 

FIG. 33A is a flowchart depicting a method whereby bid 
ding is used in a game according to the present invention. 

FIG. 33B is a flowchart depicting a method whereby citi 
Zen cards are used in a game according to the present inven 
tion. 

FIG. 33C is a flowchart depicting a method whereby 
months and seasons are used in a game according to the 
present invention. 

FIGS. 34 through 37A depict cards in different formations 
according to the present invention. 
FIG.37B depicts an example of the use of combinations of 

card formations according to the present invention. 
FIG. 38 is an example of a landing and standing card 

according to the present invention. 
FIG. 39 is an example of a force card according to the 

present invention. 
FIG. 40A is an anterior view of an unspent force card in 

position on top of a landing/standing card So that crucial 
information of the landing/standing card can be viewed even 
while the force card is based in the landing/standing card. 

FIG. 40B is an anterior view of a tabletop upon which are 
situated various game materials used in a game according to 
the present invention. 

FIG. 40C is a chart depicting example events for gaining 
and losing handicap points in a game according to the present 
invention. 

FIG. 41 is a flowchart depicting a method whereby total 
deck power is calculated and used according to the present 
invention. 

FIG. 42 is a flowchart depicting a method whereby a user 
registers to use a company web site according to the present 
invention. 

FIG. 43A is a flowchart depicting a method whereby a 
user-created card is added to a set of officially sanctioned 
cards according to the present invention. 

FIG. 43B is a flowchart depicting a method whereby a 
user-created card is approved or rejected for addition to a set 
of officially sanctioned cards according to the present inven 
tion. 

FIG. 44 is a flowchart depicting a method whereby a user 
creates a card according to the present invention. 

FIG. 45 is a flowchart depicting a method whereby a power 
rating is established for a card according to the present inven 
tion. 

FIG. 46 is a flowchart depicting a method whereby a user 
created card is made available to the public according to the 
present invention. 

FIG. 47A is a flowchart depicting a method whereby a 
print-under barcode is used to identify unauthentic cards 
according to the present invention. 

FIG. 47B is a flowchart depicting a method whereby a user 
prints a card according to the present invention. 
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FIG. 48 is a flowchart depicting a method whereby one of 
three different antipiracy techniques is selected according to 
the present invention. 

FIGS. 49A through 49C depict examples of techniques 
used in antipiracy according to the present invention. 

FIG.50 is a schematic diagram depicting primary relation 
ships between a series of databases according to the present 
invention. 

FIGS. 51 through 57 are flowcharts depicting methods 
whereby revenues are generated according to the present 
invention. 

FIG.58 is a flowchart depicting a method whereby a single 
use computer program is used according to the present inven 
tion. 

FIG. 59 is a flowchart depicting a method whereby a game 
is played according to the present invention. 

FIGS. 60A through 60E depict a board and other game 
materials in use according to the present invention. 

FIGS. 60F through 60K depict novel game pieces accord 
ing to the present invention. 

FIG. 60L is a flowchart depicting a method whereby a 
noncomputer game according to the present invention is con 
verted to a software form suitable for use of the present 
invention by computer. 

FIG. 61A is a flowchart depicting a method whereby a task 
is Substituted for a random number in a game according to the 
present invention. 

FIG. 61B is a flowchart depicting a method whereby a 
binary or a graded result is produced through user perfor 
mance of a task according to the present invention. 

FIG. 62 is a flowchart depicting a method whereby a ran 
dom number replacement plug-in software module is used in 
connection with a computer game according to the present 
invention. 

FIG. 63A is a chart depicting example events giving rise to 
random number replacement challenges according to the 
present invention within the context of an example pre-exist 
ing computer game. 

FIG. 63B is a chart depicting example events giving rise to 
dice replacement challenges according to the present inven 
tion within the context of an example pre-existing role-play 
ing game. 

FIG. 64A is a chart depicting example tasks to be per 
formed for producing a binary or a graded result according to 
the present invention using pre-existing games. 

FIG. 64B is a chart depicting example tasks to be per 
formed for producing a binary or a graded result using aca 
demic, educational, or standardized testing Subject matter 
according to the present invention. 

FIG. 65A is a flowchart depicting a method whereby a 
player together with other players in a role-playing game 
context participates in a challenge for determination of a 
binary result in a dice replacement function of the present 
invention. 

FIG. 65B is a chart of relationships between dice values 
and time values for use in a method according to the present 
invention. 

FIG. 66 is a flowchart depicting a method whereby a player 
together with other players in a role-playing game context 
participates in a challenge for determination of a graded result 
in a dice replacement function of the present invention. 

FIG. 67 is an example “kit' of methods for replacing all 
dice in a typical d20 gaming situation with tasks according to 
the present invention. 

FIGS. 68A and 68B depict a dedicated dual monitor 
according to the present invention. 
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FIG. 69A depicts a scanner scanning a barcode on a card 

according to the present invention. 
FIG. 69B is a flowchart depicting a method whereby a card 

is used in conjunction with a spell-casting computer system 
according to the present invention. 

FIG.70 is an anterior view of a scanner scanning a barcode 
on a "cheat-proof card according to the present invention. 

FIG. 71 is an interactivity diagram depicting interactive 
relationships between elements of the current invention. 
FIG.72 is a flowchart depicting a method whereby game 

Software communicates with random number replacement 
Software according to the present invention. 

FIGS. 73 through 83 depict example cards for use in the 
card game System. 

DETAILED DESCRIPTION OF THE INVENTION 

The present invention provides an integrated gaming sys 
tem that includes five major Subsystems that can be used 
together or separately. These systems are: 

electronic spell-casting system 
physical or electronic card game system 
dice and random number replacement system 
electronic collectible card and card game creation system 
physical or electronic chess game system 
Integration of the Subsystems allows Substantial Synergis 

tic effects, as in the case of spells that can only be cast after a 
physical collectible card has been inserted into a scanner, 
magnetic strip reader, RFID tag reader, etc., to verify the 
presence of the card. 

FIG.1 depicts the present invention construed as a method, 
in which the steps of each submethod disclosed herein are 
executed. FIG. 2 depicts the present invention construed as a 
system, in which each system or part interacts with the whole. 
FIG. 3 depicts the present invention construed as an appara 
tus, in which a user's computer contains sets of computer 
instructions, such as speech recognition software and game 
Software, and appropriate hardware for proper execution and 
Support of the processes disclosed herein. Interactive rela 
tionships between components of the present invention when 
construed as an apparatus are depicted with more specificity 
in FIG. 71. 

Turning now to the details of each system: 
I. Electronic Magic Spell-Casting System 
A disclosed electronic magic spell-casting system for use 

in a game provides disclosed hardware and Software Suitable 
for execution of steps of a disclosed method in which a user 
provides disclosed physical and audible input to a data pro 
cessing system so as to produce a disclosed result in the game. 
The user inputs information to the data processing system 

through the use of two primary mechanisms: (i) a “prop', for 
physical input, and (ii) a microphone, for audible, i.e., Verbal 
input. The prop can be in the form of a magic wand, hand 
gesture interface, magic potion bottle, crystal ball, spoon, 
Voodoo doll, or other magic item. The prop includes a posi 
tion-sensing mechanism, such as a compass, gyroscope, tilt 
sensor, GPS receiver, or other position-sensing mechanism. 
The microphone can be worn on the head of the user, lapel, or 
other body part or can be Supported by a microphone stand or 
can be an area microphone built into data processing equip 
ment, e.g., a computer, itself. 

Physical and audible input is received by the computer and 
compared against patterns in a pattern database. If the user 
inputs a sequence of physical and audible input that is recog 
nized as matching a pattern, a spell may be triggered under 
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certain game conditions. Effects of the spell are implemented 
according to the rules of the game and displayed to the user as 
appropriate. 

FIG.4 depicts the basic steps for creation, deployment, and 
usage of a wand-based function of the present invention. A 
database of integration patterns is established 400. A database 
of wand input patterns is established 401. A database of 
speech input patterns is established 402. A database of magic 
spells is established 403. A database of magic spell effects is 
established 404. A database of users/players is established 
405. A database of characters is established 406. 
The databases are populated with information Such as spell 

names 407. Each record in the magic spell database is 
assigned, through relational database "key relationship, an 
integration pattern, which is a pattern for integration of an 
assigned speech input pattern and an assigned physical input 
pattern 408. Recognition of these patterns is the mechanism 
through which spells are triggered. Each record in the magic 
spell database is also related to one or more records in the 
magic spell effects database 409. 
When a person is ready to play the game, he or she creates 

410 a record in the users/players database and trains 411 the 
speech recognition engine by reading a number of prescribed 
words or sentences so as to establish speech files uniquely 
associated with his or her given player record. He or she also 
trains 412 the wand input recognition engine by performing a 
number of movements. 
The user than creates or activates a character 426 and 

begins playing a game with which the present invention is to 
be used. If the user wishes to cast a spell 413, he or she inputs 
physical and Verbal input. Different integration patterns 
require different sequences of input: Some patterns call for 
Verbal input to precede physical input; some patterns call for 
physical input to precede verbal; some call for overlap. 

In FIG.4, a user speaks 414 a “magic' word or phrase, Such 
as the examples 1203 in FIG. 12. If this word or phrase is 
recognized by the speech recognition engine 415, the speech 
input is compared to speech input patterns in the speech input 
patterns database 416 to find any matching spells. The user 
then performs physical input 417 by moving the wand in a 
pattern such as the example depicted in FIGS. 6A, 6B, and 
6C. If the physical input is recognized 418, the physical input 
pattern is compared to those of the set of spells that matched 
the speech input pattern 419 to find the identified spell. Only 
one spell will be identified by a particular combination of 
speech and physical input. 

If both the physical and speech input have matched a spell, 
the spell identified is compared 420 against the character's 
spell book to verify that the given character can cast the 
identified spell under game rules. If so, any applicable game 
rules are applied 421 to verify that the spell can be cast under 
the current game conditions. If so, the spell Succeeds 422, and 
one or more spell effects associated with the spell that has 
been cast are applied 423 in the game and displayed, if dis 
playing such effects is part of the game. If the user wishes to 
cast another spell 424, he or she begins the spell-casting 
process again. If any step is failed, the spell fails 425. 

Note that, by design, it is possible for a user to cast a spell 
that is not the spell that he or she intended to cast; failed or 
unintended spell-casting is part of the fun and the challenge, 
since the risk of failure forces players to improve their pro 
nunciation of magic words and cadence of Verbal phrasing 
and to master physical gestures, spacing and timing of 
motions. 

Note also that, as depicted in the example patterns for 
integrating speech input patterns with physical input patterns, 
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8 
the steps of providing audible input and providing physical 
input can be performed in any order. 
The motion-sensing or position-sensing physical input 

apparatus 501 can be a wand or any other “magical' item, 
such as those depicted in FIG. 5. This apparatus 501 includes 
one or more motion or position sensors 502. Such as a tilt 
sensor. Data is input to the computer 504 via Such an appa 
ratus 501 so as to convey relative or absolute position or 
motion information, such as XYZ coordinates, acceleration, 
or other position or motion-related data as measured by the 
sensor 502. Verbal input is provided through an audio input 
device 503, such as a headset microphone. The computer 504 
is equipped with Suitable speech recognition software to rec 
ognize and process such input. 

FIGS. 6A through 6C depict an example of a wand pattern. 
From a level position, the wand 601 is pointed upward at time 
1 as depicted in FIG. 6A. Then it is moved into a level position 
as depicted in FIG. 6B at time 2 before being moved to point 
upward again at time 3 as depicted in FIG. 6C. This physical 
input pattern, therefore, is (i) point up, (ii) point level, (iii) 
point up, which is one of an infinite number of physical input 
patterns that can be input through the process depicted in FIG. 
7: a physical input device is moved into a first position 701, 
moved into another position 702, and, if more positions are 
called for in a given pattern 703, moved into another position 
702, and so on. 
An alternative function provides for the use of a laser-tag 

device instead of a wand. FIG. 8A depicts a laser tag vest 801 
for use with a laser tag gun 802. The vest 801 includes target 
points in the abdomen 803, shoulders (“epaulets’) 804, etc. 
Physical input patterns using this type of physical input 
device are input by “shooting target points in the target vest 
804 in a particular order or combination. For instance, abdo 
men-epaulet-abdomen can serve as a first pattern; abdomen 
abdomen-epaulet can serve as a second pattern. FIG. 8A 
depicts the physical input apparatus 802 shooting the vest 801 
in the abdomen target 803. FIG. 8B depicts the physical input 
apparatus 802 shooting the vest 801 in the epaulet 804. Thus 
the action depicted in FIG. 8A and the action depicted in FIG. 
8B together form a physical input pattern, namely, abdomen 
epaulet. 
When using the laser apparatus instead of the wand appa 

ratus, not only is the spell identified by the physical input 
pattern but also the target of the spell is so identified: whoever 
is wearing the vest that a player shoots in order to perform a 
physical input pattern is the target of a spell so triggered. This 
dual usage for the information has obvious advantages when 
the present invention is used in a multiplayer setting. How 
ever, certain spells do not involve a target, have a default 
target (e.g., all evil characters), or the target is inherently the 
spell caster, in Such cases, the sensor-based wand may seem 
more appropriate and intuitive to users. 
A method for inputting physical input patterns for use in 

the laser-based function of the present invention is depicted in 
FIG.9:auser shoots a first target 901, then another target 902, 
and then, if the desired physical input pattern calls for more 
targets in this combination 903, another target is shot 902, and 
SO. O. 

Adummy targetboard 1000 in FIG. 10 can be used with the 
laser-based input device for spells that do not involve a target 
or for use in solo play. The dummy target board 1000 includes 
target points 1001-1008 which serve in the stead of abdomen, 
epaulet, back, and any other target points that may be 
included in an input pattern. 

Other physical input devices can be used. One particularly 
attractive choice is that of a gesture interface suitable for input 
of hand signals. In this function, a gesture interface 1101 
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depicted in FIG. 11A captures positional and motion data as 
input by the hand of a user 1102. Example hand gestures for 
use with the gesture interface input apparatus appear in FIG. 
11B (a “peace sign”) and FIG. 11C (a “hang loose' sign). 
FIG. 11D depicts the process for inputting a physical input 5 
pattern via gesture interface: a first gesture is made 1121, 
another is made 1122, and, if the desired input pattern calls for 
additional gestures 1123, these gestures are made 1122. 

Like the wand, the gesture interface is particularly attrac 
tive as an input device because hand gestures are treated as a 10 
crucial component of spell-casting in many fantasy literature 
and game settings. 

FIG. 12 depicts a method of integrating speech input pat 
terns and physical input patterns. If the integration pattern 
begins with verbal input 1201, a verbal input pattern, such as 15 
“Abracadabra' or other verbal incantation as shown in FIG. 
12, is input 1203 into the computer. Then, if the integration 
pattern has not yet been finished 1204 and the next input 
required in a desired integration pattern is nonverbal 1205, 
then an appropriate physical input pattern is input 1202. The 20 
process continues according to depicted steps until comple 
tion. 

FIG. 13 depicts a set of abstract logical relationships 
between a single user/player and multiple games that he or 
she can play; multiple characters he or she can play within the 25 
context of a specific game; multiple spells that a specific 
character can cast; multiple spell effects associated with a 
specific spell; an integration pattern associated with the spe 
cific spell; and Verbal and physical input patterns associated 
with the specific integration pattern. 30 

FIG. 14 depicts an example of the abstract relationships 
depicted in FIG. 13, wherein a particular user plays a particu 
lar game using a particular character to cast a particular spell 
that is associated with a particular integration pattern, in 
which is combined aparticular verbal input patternand physi- 35 
cal input pattern; casting of the spell produces particular spell 
effects in the game context. 

FIG. 15 depicts an additional hand gesture (“thumbs-up') 
for use with a gesture interface physical input apparatus. 

Although not necessary, it may be useful to include a “reset 40 
word' function for use in verbal input patterns. When the 
reset word is spoken, the user has a predetermined period of 
time within which to perform physical and speech input. After 
this time period has expired, extraneous input—accidental 
spoken words or movements of the wand, for instance will 45 
be ignored until the reset word is spoken again. 

FIGS. 16 and 17 depict two possible timelines applicable 
when the reset word function is used. When the reset word 
function is used as it is in FIG. 16, the entire speech input 
pattern and physical input pattern must be input by the user 50 
prior to the ending of a predetermined period of time after 
speaking of the reset word; this period of time is called a 
“spell-casting window’. In FIG. 17, the last input pattern, 
whether physical or Verbal, in a desired integration pattern 
must be begun before the end of the spell-casting window but 55 
need not be completed prior to that time. 
The present invention involves numerous databases related 

to each other in primary ways as depicted in FIG. 18, which 
databases serve to make available to a user the complex of 
logical relationships depicted in FIG. 13. As will be plain to 60 
one skilled in the art, these databases and the relationships 
therebetween can be modified, omitted, or supplemented as 
necessary for a particular application of the present invention. 
Numerous gaming scenarios for use of the spell-casting 

system are possible, including, (i) individual human player 65 
against computer opponents; (ii) multiple human players 
against each other in a computer environment (e.g., virtual 

10 
reality); (iii) multiple human players against each other in a 
physical environment; (iv) multiple human players in a pre 
existing role-playing game, wherein the present invention 
serves as but an enhancement to the pre-existing game. Each 
of the scenarios and the processing routines associated with 
each are described in detail below. 

Single user play: In single user play, a videogame includes 
a spell-casting feature. The videogame can be a first person 
'shoot'em up' type game, a third person fighting game, or a 
role-playing game, or other type of videogame. 
The player plays the game using conventional controllers 

for conventional features such as navigation, attacking with a 
gun or other weapon, etc. When the user wishes to casta spell, 
however, he or she uses the speech input microphone and the 
wandorgesture interface to input data into the computer. This 
data is processed per the present invention, and the results of 
spells are incorporated into the game (e.g., causing damage to 
opponents, causing regeneration of the player's character's 
hit points, etc.). 

Multiple human players in virtual environment: In this 
application, humans play against each other online conven 
tionally. However, when a given player wishes to cast a spell, 
he or she does so through the present invention. 

Multiple human players against each other in a physical 
environment: In this application, humans play against each 
other in a facility created for Such play, Such as a laser tag 
arena. Laser tag guns and Vests are used as in typical laser tag 
games. However, when a given player wishes to cast a spell, 
he or she does so through the present invention. 

Multiple human players in a pre-existing role-playing 
game: In this application, users play the pre-existing role 
playing game, such as Dungeons and Dragons, as usual. 
However, when a player wishes to cast a spell, he or she does 
so per the present invention, with the dedicated dual monitor 
6801 depicted in FIG. 68A, with included computer proces 
Sor, serving to process physical and Verbal input. The com 
puter 6801 outputs a simple message, visually or aurally (e.g., 
an explosion Sound), indicating whether the spell has been 
Successfully cast. If the spell has been Successfully cast, the 
dungeon master applies the effects of the spell in the game as 
per the rules of the given role-playing game. 
Cardgame: In this application, cards in a cardgame display 

the word or words to be spoken by the player and/or the 
gesture or wand motion to be executed by the player in order 
to cast a spell identified by the card. When a player wishes to 
cast the spell, he or she does so as in the role-playing game 
scenario above. If successful, the spell is cast, and its effects 
are incorporated into the card game as per the rules of the 
game. 

Board game: Spell-casting can be incorporated into aboard 
game as it is in the card game scenario above. 
II. Physical or Electronic Card Game System 
A disclosed card game system, which can be embodied as 

a physical card game or as a computer "card game, provides 
disclosed card face structures which include a number of 
disclosed features for use with numerous disclosed methods 
that together form a game. 

According to the present invention, a face of a playing card 
is partitioned into discrete segments. A deck consists of sev 
eral playing cards with Such partitioned faces, and each player 
has a separate deck. The game proceeds in rounds, with each 
player having a turn within each round. 
A six-sided die is rolled at the beginning of each round. For 

the remainder of that round, cards in a players hand have the 
abilities described in a single face segment that is identified 
by a number that matches the number rolled on the die. 
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Turning now to the FIG. 5, a user creates and arranges a 
deck according to the steps of the flowchart in FIG. 19 so that 
the user's cards are arranged in whatever sequence he or she 
prefers; however, during the game, the user-intended deck 
order may be undone if the user is forced to shuffle his or her 
deck per the process in FIG. 23. 

Unlike conventional collectible card games, the number of 
cards in a deck is not predetermined. Rather, a maximum of 
power rating points establishes the limit of the sum total of 
power ratings of individual cards allowed in a deck. The size 
of each player's deck is thus determined by the length of game 
the players want to play, as depicted in the flowchart in FIG. 
20 with reference to a time-to-deck-power chart in FIG. 21 
and a card-type-to-power chart in FIG. 22. 

Each player creates and relates to the other players a myth, 
incorporating certain cards in his or her deck into the myth per 
steps indicated in the flowchart in FIG. 24. The game is then 
played according to a process depicted in FIG. 25. A player 
wins when he or she eliminates all other players; a player is 
eliminated 3207 per a process in FIG. 32. 

During the game, each player's turn proceeds according to 
the process in FIG. 26A: spells and combat actions are 
executed 2601 as per FIG. 27, with reference to FIGS. 28A, 
28B and 29; presuming that these actions do not end the game, 
spent cards, i.e., cards which have already attacked or blocked 
during the turn, are then placed 2602 understanding cards in 
which they are based as shown in the example in FIG. 26B; 
cards are then deployed 2603 from the users hand so as to 
become active according to a process depicted in FIG. 30: 
then, force cards are moved to other standing cards 2604, and 
standing cards are moved into different formations 2604 per a 
process in FIG. 31; and then a user draws a card or cards to 
replenish his or her hand 2605. 
Of particular importance is the spell/combat phase of a 

user's turn. Combat attacks are divided into two types: (i) card 
attacks and (ii) direct attacks. Card attacks are directed at a 
particular landing/standing card of an opponent. A direct 
attack is simply directed at an opponent, which opponent may 
elect to block the direct attack with any of his or her unspent 
active force cards. In certain cases, a direct attack can result in 
direct damage or player termination per the process in FIG. 
32. Handicap points, which can be gained at the beginning of 
the game by constructing an “understrength” deck according 
to a process depicted in FIG. 41 as well as at other times 
during the game according to the chart in FIG. 40C, are 
particularly important in avoiding direct damage. 

Advanced users may incorporate additional methods of 
play, which are optional, including the use of bidding per a 
process in FIG. 33A, the use of citizen cards (which are not 
force cards but which are based in standing cards) per a 
process in FIG.33B, and the use of months and seasons per a 
process in FIG.33C. 

Whatever the case, the spatial relationship between stand 
ing cards directly affects the strength of force cards based 
therein. FIG. 34 depicts “flanking formation', which affords 
benefits to the card in focus position 3401. FIG. 35 depicts 
“defensive formation', which affords benefit to the card in 
focus position 3502. FIG. 36 depicts “twins formation”, 
which affords benefit to both cards 3601 and 3602. FIG. 37A 
depicts afront-back position, which affords benefit to the card 
in back 3702. Formation effects can be used in combination 
with each other, as depicted in FIG. 37B. 

FIG.38 depicts an example landing/standing (“L/S) card 
3801. The face of this card 3801 provides crucial information 
for use in the game. A name of the card 3802 appears at the 
top, as does a number 3807 that indicates the “force capacity' 
of this standing card 3801. The force capacity number 3807 
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12 
indicates how many force cards can be based in this standing 
card 3801. Thus, since the force capacity number 3807 
depicted is “3, a maximum of three force cards can be “based 
in’, i.e., placed on top of, this L/S card 3801. 
An “attributes indicator'3803 also appears on the face of 

the card, indicating benefits that all forces based in, i.e., 
placed on, the depicted card 3801 gain while based therein. 
A "landing/standing capacity indicator 3804 also appears 

on the face of the card 3801. Some L/S cards are landing cards 
but not standing cards; some cards are standing cards but not 
landing cards; and some cards are both. If this indicator 3804 
indicates that the card has “landing capacity, a force card can 
be initially deployed on this card 3801; however, if this indi 
cator indicates that a L/S card has no Such landing capacity, a 
force card cannot be directly deployed on that L/S card, i.e., 
cannot be moved directly from a users hand to that card 3801 
during the deployment phase of a user's turn; rather, a force 
card can only be moved to a non-landing L/S card 3801 during 
the movement phase of a user's turn. 
A graphic image 3805 appearing on the face of the card 

3801 indicates that the depicted card is a “city' card. Other 
types of L/S cards include forest, coast, mountain, plain, and 
riverbank cards. 
A company logo 3806 can also be emblazoned on the face 

of the card for revenue generation per the process depicted in 
FIG. 57. 

FIG. 39 depicts an example force card 3901. The face of 
this card 3901 provides crucial information for use in the 
game. A name of the card 3905 appears. A basic attack (or 
offense) strength number 3902 and a basic defense strength 
number 3903 appear for use in meleeper the process depicted 
in FIG. 29. 
An indicator 3904 of the clan to which the card belongs and 

month and seasonal effects on this card 3901 appears. An 
indicator 3908 of the kinds of L/S cards upon which this card 
3901 can be deployed and based also appears; this indicator 
3908 also indicates any special formation benefits this card 
3901 receives above and beyond normal formation benefits. 
A logo 3909 submitted by a creator of the card through the 

process depicted in FIG. 46 appears, as does a logo Submitted 
by an original purchaser (“pooler) of the card. An indicator 
3911 of a power rating of the card also appears, as does a 
barcode 3910 identifying this card. 
The face of this card 3901 also includes several surface 

segments indicating mood effects 3907 on the abilities of this 
card; each mood effect is identified by a mood number 3906. 
A mood of a round of play is determined 2503 at the begin 
ning of the round as per the process depicted in FIG. 25. A 
mood effect associated with the mood number that is the 
mood of a given round of play applies to this card 3901 for the 
entire round. 
When an unspent force card is based in a L/S card, the force 

card is placed on top of the L/S card in Such a way as to leave 
the top portion of the L/S card uncovered. Such placement 
allows pertinent information appearing on the face of the L/S 
card to remain visible to users. An example of proper place 
ment of an unspent force card 3901 based in a L/S card 3801 
so as to reveal the force capacity number 3807 and other 
indicators of the L/S card appears in FIG. 40A. 
A playing Surface and various materials for use in the game 

are depicted in FIG. 40B, which elements are labeled in FIG. 
40B itself, e.g., dice used in the game and an example of the 
various states in which cards can be in the game: a draw pile, 
which comprises cards that have not yet been drawn by the 
user into his or her hand; a users hand, which the user can 
view and from which cards can be selected for deployment; a 
deployed (“active') landing card; an active standing card; an 
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active, unspent force card based upon a standing card; and a 
discard pile, into which cards are put once they have been 
“destroyed during play. 

Dice, besides the six-sided die used to determine moods 
and resolve combat, are optional. Uses for optional dice 
include: (i) d20 keep running tally of total handicap points 
available to a player (i.e., when a point is spent, the die is 
moved to the number that is the new remaining number of 
points); (ii) d12—randomly determine opening month and 
then keep track of the current month thereafter by turning the 
die each turn to a number of a new month (i.e., “4”-April); 
and (iii) d4 keep track of season. 

For further elaboration on the foregoing discussion, the 
official rules of a preferred embodiment of the present inven 
tion as of the time of this writing are inserted below. Note that 
in this preferred embodiment, some implications have been 
used: (i) the distinction between a L/S card with landing 
capacity and one without landing capacity has been elimi 
nated, i.e., all standing cards have landing capacity (but a 
given force card may still be limited in its deployability for 
other reasons); instead of six mood partitions, only two 
appear on each force card; when a mood is rolled for a turn 
that does not match either mood partition on a given card, no 
mood is in effect for that card for that turn; and (iii) other 
variations. 
Myths & MagicryTM: The Collectible Card Game of Roy 

alty 
Object of the Game 
To eliminate the other players by removing their cards from 

the game and then making a final attack. 
Number of Players 
Two to four. 
Estimated Playing Time 
Varies according to players' choice of deck size, ranging 

from fifteen minutes to two hours. 
Game Requirements 
A pool of Myths & MagicryTM cards; one six-sided die 

(“d6'); and a Myths & MagicryTM rulebook. 
Also recommended: one counter per player for tracking 

handicap points (e.g., beads, pennies, 10-sided die (“d 10') or 
20-sided die (“d20)). 

For advanced play, add: one twelve-sided die (“d 12) for 
tracking months and one 4-sided die (“d4) for tracking sea 
SOS, 

Overview of Basic Play 
Players are dealt pools of cards, consisting of force cards 

and standing cards. Each player selects a clan (black, blue, red 
or white) and cards from the pool to be included in his or her 
playing deck, Subject to power-rating constraints. 

Each player then tells the other players the “myth' upon 
which his or her playing deck is based. During the telling of 
the myth, the player shows the other players three cards—the 
“myth cards' from his or her playing deck. Having viewed 
each others’ myth cards, the players stack their decks as they 
wish. Play then begins. 

Play proceeds by rounds, with each player having one turn 
within each round. At the beginning of each round, the six 
sided die is rolled to determine a “mood (1-6) for the round. 
Each force card in the game has two mood effects that appear 
on the face of the card. When the mood for the turn matches 
a mood effect on a given force card, that mood effect applies 
to that card for the entire round. 

Player turns comprise various phases: the spell/combat 
phase; the deployment phase; and the movement phase. Dur 
ing his or her spell/combat phase, a player can cast whatever 
spells are available through his or her active force cards 
and/or attack an opponent through combat. During the 

10 

15 

25 

30 

35 

40 

45 

50 

55 

60 

65 

14 
deployment phase, a player can deploy a standing card and a 
force card from his or her hand, which typically comprises 
seven cards. During the movement phase, a player can move 
force cards from one standing card to another and can move 
standing cards into different formations to achieve formation 
effects. 

Cards are removed from an opponent's playing draw pile 
through attacks that go unblocked or through attacks that deal 
collateral damage. An opponent is eliminated on the first 
direct attack that goes unblocked and unabsorbed after he or 
she no longer has any cards remaining in his or her draw pile. 

Building a Deck 
Each player selects certain cards from his or her pool of 

cards to form a playing deck. Playing decks are limited in 
power to a maximum total of powerpoints, depending on how 
long of a game the players wish to play: 

15 minutes: 20 power points per playing deck 
30 minutes: 30 power points 
1 hour or more: 45 power points 
Power points are calculated as follows: 
Dragons and the Grand Wizard: 3 points 
Knights, Hippogriffs, and Wizards: 2 points 
All others, including standing cards: 1 point 
After having selected all the cards for his or her deck, the 

player creates a “myth' that includes three of the cards in his 
or her deck. Once a player has viewed the other players myth 
cards (see, “Myths and Myth Cards”), he or she arranges the 
order of his or her playing deck prior to the commencement of 
play. 
A player receives two handicap points (see, “Handicap 

Points') for every point of “understrength” his or her playing 
deck has. For instance, if the player's final deck is only 19 
power points strong in a game where 20 power points is the 
maximum deck strength, that player receives two handicap 
points at the start of the game for being one point under 
strength. 
Drawing a Hand 
At the beginning of the game, each player draws the top 

seven cards from his or her draw pile to form a hand. The 
player will know in advance what these seven cards will be, 
since the player has stacked the playing deck. Thereafter, 
however, an Anarchy may force the player to shuffle his or 
her draw pile. 
At the end of his or her turn, i.e., after all spells, combat 

attacks, deployments and movements have been made, the 
player draws the greater of (i) one card or (ii) enough cards to 
have a hand of seven cards, presuming that there are still cards 
left to draw from the player's draw pile. 

Discarding 
When a force card is destroyed through combat or other 

wise or when a standing card is destroyed through pillage, the 
destroyed card is placed in the owning player's discard pile. 
These cards are out of the game, unless revived per the effects 
of a spell, such as “Resurrection.” 

Standing Cards 
There are two types of cards: Standing cards and force 

cards. Standing cards are the fundamental building blocks of 
a player's engagement capabilities. At least one standing card 
must be in play before any force cards (see, “Force Cards') 
can be deployed. 

Each standing card is either a city or non-city. Non-city 
standing cards include forests, mountains, coasts, plains, and 
riverbanks. Each standing card is also classified as either 
water-accessible or not water-accessible. 

Each standing card has a maximum capacity of force cards 
that it can accommodate. Non-city standing cards can only 
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accommodate one force card each, whereas city standing 
cards can accommodate either two or three force cards. 

Certain standing cards impart a bonus to certain types of 
force cards. 

Standing cards can be arranged in a variety of formations 
that yield certain benefits when there are force cards based in 
these formations (see, “Formation Effects”). An example 
standing card appears in FIG. 38. 

Force Cards 
Force cards are the cards which actively engage the oppo 

nent, either through spell, attack, defense, or block. A force 
card can only be deployed on a standing card that is already in 
play. A force card is said to be “based on the standing card 
upon (or under) which it is stacked. 

Each force card has several features, including: 
attack strength 
defense strength 
two mood effects 
special attributes (“incidentals') unique to that card 
card type 
indicator of whether the force can fly 
An example force card appears in FIG. 39. 
Myths and Myth Cards 
After selection of his or her playing deck but prior to 

arranging the order of the playing deck, each player tells the 
others the myth behind his or her deck. During the telling of 
the myth, the player displays three "myth cards. These cards 
should represent characters in the myth. 
The advantage of showing myth cards: Myth cards get a 

+2/+2 bonus (i.e., an increase of its basic attack strength 
points and basic defense strength points by 2 units each) 
throughout the game. 

The disadvantage: The other players get a preview of what 
they are facing. 
Moods 
At the beginning of each turn, a d6 is rolled to determine a 

mood for the round. The mood lasts the entire round. 
Each card has two mood effects, each of which is associ 

ated with a particular mood number ranging from 1 to 6. The 
mood for the round determines which mood effects are active 
with respect to each card as displayed on the individual card 
itself. 

For instances if the mood for a round as rolled on the d6 is 
“3, then all cards that have mood effects for “3' are affected 
for that round. Cards without mood effects matching “3” 
receive neither any bonuses nor any penalties for mood that 
round. 

Deployment 
During each turn, after spells and combat attacks have been 

made using active force cards, a player may deploy at least 
one standing card, if any are available in his or her hand. 

Thereafter, a player may deploy at least one force card, 
provided that the player has a force card in his or her hand. 
However, a force card can only be deployed on an active 
standing card that still has available capacity. For instance, a 
“Coast” standing card has a capacity of one force card; thus, 
if a force card is already based in a coast standing card, no 
additional force card can be deployed to that standing card. 
Some force cards have a “rapid deployment' ability. These 

cards can act (attack, etc.) immediately upon deployment as 
though, for that one card only, the spell/combat phase for that 
player's turn resumes. 

Instead of deploying any cards, a player may discard one 
card from his or her hand, placing it in the discard pile, and 
draw one card from the top of his or her draw pile. This action 
uses up his or her entire deployment phase for the turn. 
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Movement 
During the movement phase of a player's turn, that players 

standing cards can be moved into whatever formation the 
player desires. 

That player's force cards can be moved to any of that 
player's standing cards that still have excess capacity avail 
able. Force cards cannot move to a standing card that is 
already at full capacity unless a “swap” power is invoked, 
which only a few force cards have. Using the swap power, the 
two force cards involved in the Swap are exchanged between 
two standing cards. Only one of the two force cards involved 
in a Swap must have the Swap power in order for a Swap to be 
possible. 

Formation Effects 
Standing cards can be arranged informations so as to create 

certain offensive or defensive bonuses; however, these 
bonuses only apply when at least one force card is based in 
each of the standing cards in the formation. There are four 
formations: 

Front-back formation back force card gains an extra 
attack each turn, if and only if it has a range weapon 
attack, which term also includes a breath weapon (FIG. 
37A) 

Twins formation—each force card member of twin forma 
tion gains a bonus of +1/+1 (FIG. 36) 

Flanking formation—focus force card gains bonus of +3/0 
(FIG.34) 

Defensive formation—focus force card gains a bonus of 
0/+3 (FIG. 35) 

Bonuses from formations are cumulative as shown in FIG. 
37B. For instance, a card could be in twin formation with 
respect to one card and defensive formation with respect to 
two others, and thus receive a total bonus of +1/+4. 
A force card is said to be in "isolation' when it is based in 

a standing card that plays no role in any formation. 
Spells 
Certain cards have the ability to cast spells during the 

spell/combat phase of a user's turn. There are three types of 
spells: 

Battle 
Cultural 
Persuasion 
For each type of spell, there are approximately six spells, 

each having unique effects as described in the Spellbook 
(below). When casting a spell, a player designates the target 
of the spell as per the conditions of the spell. When a card 
indicates that it is “immune to a certain type of spell, the 
meaning of that immunity is detailed in the description of the 
spell itself. 

Spell attacks are treated as combat attacks, except that the 
spellcaster is not at risk of destruction. For instance, if a spell 
of 570 is cast against a force with a defense strength of 6, the 
attacking and defending players each roll a six-sided die, and 
the defending card gets a +1 (6-5-1) advantage. If the 
defending card loses or ties, it is destroyed. If it wins, nothing 
happens. 

Spell-casting cards can only cast one spell per round unless 
otherwise noted on the card. Casting a spell does NOT prevent 
a card from undertaking a combat or movement action (at 
tack, block or move to another standing card), i.e., does not 
result in the card being “spent.” 

Combat: Card Attack 
During the combat phase of the player's turn, he or she may 

elect to make a "card attack’ or a “direct attack.” In a card 
attack, a particular standing card of an opponent is identified 
and attacked with a particular force card of the attacking 
player. Combat then occurs as follows. 
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The attack rating, with all modifiers, of the attacking card 
is compared to the defense rating, with all modifiers, of the 
toughest defensive force card on the standing card being 
attacked. (Cards that are “spent cannot defend.) The differ 
ence is found to produce an “advantage. For instance, if a 
dragon with an attack strength of 10 attacks a knight with a 
defense strength of 7 and bonus of 0/+1 (making for a total 
defensive strength of 8), the difference is 2 (10-8-2), making 
for an advantage of '2' for the dragon. 

Each player thenrolls a d6 and the advantage is added to the 
roll of the card with the advantage. The highest total roll, i.e., 
number rolled plus, in the case of the card with the advantage 
only, the number of advantage, wins. Thus, in our example, if 
the dragon rolls a 2 and the knight rolls a 3, the dragon, with 
an advantage of 2, will have a total roll of 4 and will therefore 
prevail over the knight's roll of 3. If a tie results, both cards are 
destroyed. Destroyed cards are placed in the player's discard 
pile. 

If the attack is Successful, the attacking card is placed under 
the standing card on which it is based for the remainder of the 
round, to indicate that the card is “spent for that round, i.e., 
it cannot attack, block or defend again. Cards with the special 
ability of having more than one attack per round are not spent 
until they have used all their attacks per the instructions on the 
card itself. A successful defending card is not spent; a card can 
defend infinitely without being spent, although blocking 
results in a card being spent. 

Combat: Direct Attack 
In a direct attack, the attacking player designates an oppo 

nent and an attacking card. The selected opponent then 
decides whether to “block” the attack or to let the attack pass 
through. The defending opponent can block with any active, 
unspent force card. If he or she blocks, combat is followed as 
in a card attack, except that the blocking card, if it Survives, is 
spent after the Successful block, unless it has a special ability 
of being able to engage in more than one block per round. 

If the direct attack is not blocked, then the opponent being 
attacked can choose to “absorb the attack. 

If the attack is absorbed, the defending player loses a 
number of handicap points that equals the number of basic 
attack points—without ANY modifiers—the attacking card 
has. If a player does not have enough handicap points, an 
attack cannot be absorbed. 

If the attack is not absorbed, the defending player loses 
cards directly from his or her draw pile itself in a number that 
equals the number of the basic attack strength of the attacking 
card minus a roll of one d6, but at least one card is lost. 
A player is eliminated by the first direct attack against that 

player that goes unblocked and unabsorbed when that player 
has no draw pile remaining at the time of the direct attack. 

Collateral Damage 
Certain force cards have the ability of collateral damage, 

which means that, when a direct attack is blocked but results 
in destruction of the blocking card, Victory margin points, if 
any, can cause direct damage. 

For instance, if a dragon with collateral damage ability 
destroys a blocking rider by a total roll of 7 to 2, a margin of 
Victory of 5 points results, meaning that 5 points of direct 
attack are lodged at the attacked opponent, who must either 
absorb the attack or lose cards in the amount of 5 minus a d6 
roll. In the case of collateral damage however, there is no 
minimum number of cards lost; if a 5 or 6 is rolled in our 
example, all 5 direct attack points are neutralized. 

Collateral damage cannot be blocked, but certain cards 
have a special ability to absorb collateral damage that would 
have otherwise occurred. 
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Pillage 
Certain force cards have the ability of pillage, which means 

that, when a card attack is Successful Such that a defending 
card is destroyed, if there are no remaining, unspent defenders 
in the standing card attacked, the standing card is destroyed 
and placed in the discard pile. Any spent forces based in the 
standing card that is pillaged are also destroyed. A card with 
pillage automatically destroys an undefended Standing card 
that it attacks. 

Pillage damage cannot be avoided except by deployment of 
cards which have a special ability to prevent pillage that 
would otherwise occur. 
Occupy 
Certain force cards have the ability of occupy, which means 

that, when a card attack is Successful Such that a defending 
card is destroyed, if there are no remaining spent and unspent 
cards based in the attacked standing card, the attacking player 
can base forces in the attacked Standing card unless or until it 
is recaptured. However, no benefits are received from an 
occupied Standing card for based forces, and it cannot be used 
in a formation. 

Handicap Points 
Handicap points can be gained through a number of ways, 

Such as selecting a playing deck that is understrength or 
through deploying a card that causes periodic gains of handi 
cap points. 
A maximum often or twenty (set by user choice) handicap 

points at any given time is allowed. Any gains in excess of this 
maximum are lost immediately. 

Handicap points have a number ofuses. One crucial use for 
handicap points is that of absorbing of direct attacks. Absorp 
tion prevents the loss of cards out of a player's draw pile that 
would have otherwise occurred through a direct attack. 
Handicap points may also be exchanged for certain benefits 
available to a given card as specified on the card itself. 

“Spent”/“Unspent” 
Force cards are said to be spent after they have been used to 

attack or block in a turn. Spent cards are placed under the 
standing card in which they are based until the beginning of 
the player's next turn. They cannot defend against attacks 
upon the standing card in which they are based, nor attack, 
block or move again during that round (unless the given card 
has multiple attacks or blocks per round and has at least one 
Such action remaining). 

Spent cards are moved out from under the standing card in 
which they are based at the beginning of a player's turn and 
returned to “unspent position, from which they can act again, 
i.e., attack, block, or move. 

Casting a spell does NOT cause a card to be spent. And ifa 
card has the ability to cast a spell that can be cast during 
another player's turn, such as the spell “Virtue, then the card 
can still cast that spell, regardless of whether it is in spent or 
unspent position. 

Advanced Game Enhancements 
Players who have mastered the basic game may wish to 

incorporate additional elements as described below. 
Bidding 
At the beginning of each round, each player bids the num 

ber of force cards he or she expects to have active at the end of 
the round. Bids are then compared to the actual number of 
force cards each player has in the game at the end of the round. 
Perfect bids gain the player 3 additional handicap points. 
Inaccurate bids lose the player the number of handicap points 
equaling the margin of error of the bid. For instance, if a 
player bids “3 and has “5” at the end of a round, he or she 
loses 2 handicap points. 
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Months 
At the beginning of the game, a d6 is rolled to determine the 

starting month of the game, January (a roll of 1) through June 
(6). At the beginning of each turn thereafter, the month 
advances by one month. A twelve-sided die is turned each 
round to indicate the month by number. 
Some force cards have month modifiers, specified on the 

card itself. Such that, during that month, certain additional 
effects are in force with respect to that card. 

Seasons 

The season is determined by the current month: 
December-February: Winter 
March-May: Spring 
June-August: Summer 
September-November: Fall 
Some force cards have a seasonal modifier, specified on the 

card itself. Such that, during that season, certain additional 
effects are in force with respect to that card. 

Formation Effect Modifiers 
Some force cards have formation effect modifiers, speci 

fied on the card itself. Such that, when the card is in a given 
formation, certain additional effects are in force with respect 
to that card. 

Standing Card Deployment/Basing Limitations 
Some force cards can only be deployed and/or based in 

certain types of standing cards. These limitations are speci 
fied on the card itself and apply throughout the game. 

Spellbook 

Battle Spells 

Lightning Bolt 
Attack of 570 delivered against designated card, unless 

immune to battle spells. Attack can be blocked by card of 
opponent's choice, but blocking card must roll a “2 or higher 
(d6) or be immediately destroyed, regardless of defense 
points. 
Warhammer 
Designated opponent must roll a '2' or higher (d6) or 

casting player gets to move up to three of opponent's standing 
cards that are in a single formation into isolation. Formations 
in which all standing cards have at least one based force card 
that is immune to battle spells cannot be broken up by this 
spell. 

Thunder 
Each knight, rider and ranger card of a designated oppo 

nent must roll a '2' or higher (d6). Failing forces, except 
those immune to battle spells, lose control of their mounts and 
return to the given opponent's hand. 

Virtue 

Player selects one card for a 0/+4 bestowal that lasts the 
entire round. This spell can be cast during an opponent's turn 
in response to a spell or a combat attack by an opponent. This 
bestowal can be used to benefit any card, even those that are 
“immune to all spells.” 

Hail Storm 
Designated opponent must roll a '2' or higher (d6) or 

designated opponent's range and breath weapon attacks are 
nullified and range-weapon-using forces are neutralized (can 
not block or attack but CAN defend themselves) for entire 
round, except those immune to battle spells. 

Landslide 
Designated opponent must roll a '2' or higher (d6) or lose 

a standing card of player's choice, except one in which is 
based a force card that is immune to battle spells (or all 
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spells). If a force card is based on the removed standing card, 
the based force card is returned to opponents hand. 

Cultural Spells 

Propagate 
Upon casting, player can deploy an additional standing 

card from his or her hand. 
Clairvoyance 
Player gets to view the top card of designated opponents 

draw pile. If the viewed card is not immune to cultural spells, 
player gets to view the next card, and so on until a card that is 
immune to cultural spells appears. (Opponent does not get to 
See any of the cards that casting playersees.) Once viewing is 
stopped, cards are returned to opponent's deck in original 
order. 

Opportunity 
Player can rearrange all formations at beginning of his or 

her turn. Formation effects apply immediately. 
Renaissance 
Player must sacrifice one card randomly selected from 

draw pile but then can re-stack draw pile as he or she wishes. 
If randomly selected card is immune to cultural spells, the 
spell is effective but the card drawn is not sacrificed but rather 
returned to the bottom of the draw pile after restacking. 

Broken Heart 
Designated card must roll a '2' or higher (d6) or suffer an 

attack of 9/0. If saving roll fails, formation effects do not 
apply to defense points. This spell CANNOT be used against 
wood creatures or Valkyrie. 

Rejuvenation 
Player gains +1 handicap point. 

Persuasion Spells 

Resurrection 
Player can spend five handicap points to attempt to return 

top card of discard pile to the bottom of the draw pile. If top 
card of discard pile is immune to persuasion, attempt fails. 

Anarchy 
Designated opponent must roll a '2' or higher (d6) or draw 

top card of draw pile. If card drawn is not immune to persua 
Sion, designated opponent must shuffle deck. If immune to 
persuasion, top card is returned to top of deck. 
Numbness 
Designated opponent must roll a '2' or higher (d6) or 

cannot move standing cards this turn. Force cards that are 
immune to persuasion can still move from one standing card 
to another. 
Summon Allies 
Player can deploy an additional force card this turn, except 

one that is immune to persuasion. 
Guillotine 
Designated royalty, courtier or courtesan card in oppo 

nents hand must roll a '2' or higher (d6) or be immediately 
destroyed, unless it is immune to persuasion. 

Propaganda 
Designated opponent must roll a '2' or higher (d6) or 

immediately discard one force card from current hand that is 
not immune to persuasion. If opponent's handholds no force 
cards that are not immune to persuasion, spell is repulsed 
automatically. 
Undead Army 
This spell enables player to attack once with top card from 

player's own discard pile, unless it is immune to persuasion 
After attack is completed, card is returned to top of discard 
pile. 
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Backstabbing 
Designated card must rolla'2' or higher or suffer an attack 

of 9/0 as if delivered by an assassin, unless the attacked card 
is immune to persuasion. Spell can be blocked by forces with 
assassin-blocking abilities. If saving roll fails, formation 
effects do not apply to defense points. 

For more information on Myths & MagicryTM, contact: 
Inventerprise(R) 
www.inventerprise.com 
C2004-2005 Inventerprise R. All rights reserved. 
III. User-Created Card System 
A disclosed method provides a user access to an Internet 

accessible site through which he or she may create a custom 
card for use in a collectible card game that is acceptable under 
the rules thereof. Submit this card for approval by the gaming 
community, and earn a royalty through distribution and sale 
of this card. Numerous disclosed methods allow revenue gen 
eration in connection with user-created cards while also 
allowing disclosed methods of preventing piracy of Such 
cards. 

First, a user registers with a company through the process 
depicted in FIG. 42. A user may be required to purchase a 
noninfringement bond 4205 and/or indemnify the company 
against infringement liability if the user wishes to Submit new 
card designs or participate in financial transactions, since the 
company will have no way of knowing whether the designs 
submitted by the user are violative of the rights of other 
intellectual property owners. Thereafter, a user follows the 
process depicted in FIG.43A with reference to FIGS. 44 and 
45 in order to create and submit a card for approval by the 
relevant card game community. If the user attempts to create 
a card that is too strong 4408 according to the power rating 
assigned to this card through the process in FIG. 45, the user's 
Submission will be automatically rejected. This process mini 
mizes the likelihood of creation of a "killer card” that would 
throw off the balance of the game and thereby make it unin 
teresting. 

The community can approve or disapprove the user's pro 
posed card through the process depicted in FIG. 43B. The 
community approval process can be done by a one-person/ 
one-vote approach, or individual users in the community can 
be granted special 'authority weighting that causes their 
votes to be counted more heavily than the votes of other 
members of the community. An authority weighting can be 
based on the length of time that a user has been a registered 
user, the number of card designs that the user has Submitted 
that were later selected as an official card, or some other 
criterion. The score of a new card design is calculated either 
with 4313 or without 4315 authority weighting. If the pro 
posed card, which has already Survived the process depicted 
in FIG. 44, receives enough votes to meet or exceed a prede 
termined threshold, it is approved 4317 and automatically 
becomes an officially sanctioned card. Otherwise, the card 
fails to become approved 4316. 

If the card is approved 4303, the card is added 4305 to the 
cards database (see FIG.50) and made available to the public 
4306 through the distribution process depicted in FIG. 46 The 
card is then used 4307, along with other cards created by the 
company or by other users, in playing games. 
A card distribution process is depicted in FIG. 46. Once a 

user-Submitted card has been approved, the card creator logs 
into the company website 4601 and sets a price 4602 at which 
copies of the card design created by the user are to be sold. 
The card creator then uploads his or her logo or other brand 
ing graphic 4603 to be included on copies of the card design 
(e.g., 3909 in FIG. 39). The card creator then sets the total 

5 

10 

15 

25 

30 

35 

40 

45 

50 

55 

60 

65 

22 
quantity of cards to be made available and other criteria, Such 
as whether the card will be made available through download 
from the company's website or printed in advance 4604. 

If the card creator decides to make the card available 
through download 4605, a card purchaser can log into the 
company website 4606, upload his or her own branding seal 
4607, purchase blank sheets for printing cards on 4608, 
download card printing software 4609, and purchase the card 
4610. 
The card image file is then created, including the barcode 

image of the unique serial number of the card 4611 to be 
printed, as well as the branding seal of the card creator and the 
branding seal of the card “pooler”, i.e., the original purchaser 
of this particular card function. The resulting image file is 
then provided to the user for printing through the card printing 
software 4612 previously downloaded. The user prints the 
card 4613 and notifies the company that the card has printed 
successfully 4614, at which time the card and the registered 
user are added to the official registry database 4616. If the 
card is later sold 4617, the new owner updates the official card 
registry 4618. 

If the card creator decides to go for a print rather than 
download approach, the cards are printed in the quantity 
specified 4619 by the creator, and typically, the creator is 
charged for the price of the print run 4622. The card is sold 
through retail channels 4621, and a royalty is paid to the card 
creator on each sale 4623; this is essentially a consignment 
model. Whenever a new purchaser buys a card through this 
model, the new owner registers that ownership in the official 
registry 4624. 
Anti-Counterfeiting Techniques 

FIG. 47A depicts a process for use in a function of the 
present invention that makes use of a “print-under barcode, 
i.e., a barcode that can only be viewed with penetrating 
energy frequencies, e.g., X-rays, rather than reflective light, 
for protection against counterfeiting. FIG. 47B depicts a pro 
cess whereby a print under barcode can be used for security 
purposes even after the card has been printed on, i.e., "over 
printed by a user. 

FIG. 48 depicts a process whereby one of three additional 
antipiracy techniques can be used. Under one technique, a 
random pattern is generated and printed on a card with ink 
(UV or IR) that is only visible with ultraviolet or infrared light 
4804; an example of such a pattern appears in FIG. 49A. 
Under another technique, slightly different shades of ink are 
used during different printing runs and correlated with cards 
4806; cards that appear to be identical but do not use the same 
shade of ink are counterfeit, as per the comparison depicted in 
FIG. 49C. Under another technique, impurities are added 
4805 to the paper upon which cards are printed; these impu 
rities are mapped using penetrating light so as to produce a 
unique fingerprint for each card 4807. This fingerprint may 
also be recorded in a barcode printed on the card itself and can 
be used to authenticate cards thereafter. An example of such a 
fingerprint is depicted in FIG. 49B. 

FIG. 50 depicts core databases and relationships therebe 
tween for use in the user-created card system. FIGS. 51 
through 57 depict some, although clearly not all, revenue 
models for use in commercializing the present invention. 
FIG. 58 depicts a method whereby a self-destructing, i.e., 
single-use, program is used to allow an electronic gift of a 
collectible card to be given without the risk of unauthorized 
duplication. 

IV. Board Game System 
A disclosed board game system includes a disclosed 

method whereby standard chess pieces (i.e., eight pawns, two 
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rooks, two bishops, two knights, a king and a queen for each 
of two players) are used in a game of chess that incorporates 
novel processes. In particular, the chessboard itself is 
"played one square at a time. Meanwhile, each chess piece 
can only get into the game by being deployed on an available 5 
square after that square has itself been deployed. After 
deployment, each chess piece is moved and victory is 
achieved according to the standard rules of chess, except that 
movement of a piece is limited to already-deployed tiles. 10 
A novel method of playing chess according to the present 

invention is depicted in FIG.59. At the beginning of the game, 
each player has a complete set of chess pieces 5901, none of 
which are on the chessboard. A group of sixty-four tiles (one 
for each square of the chessboard) from which both players 
will draw one tile per turn is also provided, but none of these 
tiles are on the chessboard at the beginning of the game. 
Thirty-two black and thirty-two white tiles are provided. 

During the first player's turn, he or she draws 5902 a tile 
from the common pool of tiles and places 5902 this tile 
Somewhere on the chessboard in a square that matches the 
color of the tile. He or she may then be able to deploy a chess 
piece on the deployed tile 5905. However, non-pawn pieces 
(bishop, rook, knight, king, queen) can only be deployed, i.e., 
first brought onto the board, on a square that is in the back row 
of squares, i.e., the row of squares in which these pieces begin 
a standard game of chess. Pawns can only be deployed on a 
square in the second row of squares on the board, i.e., the row 
of squares in which pawns begin a standard game of chess. 
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The first chess piece that a player deploys in the game must 
be the player's king. Thereafter, there is no fixed order for 
deployment of pieces. 
Once a player's turn is finished, the other player's turn 

begins. Play proceeds by turns until checkmate or stalemate is 
achieved as in a standard game of chess. 

35 

Thus, for illustration, an examplechessboard 6000, a group 
of tiles 6001 (not all 64 tiles are depicted), and a group of 
chess pieces 6002 (not all thirty-two chess pieces are 
depicted) according to the present invention are shown in 
FIG. 60A. An example of a first move in a game is depicted in 
FIG. 60B: a white tile 6003a is deployed on a white square of 
the chessboard 6000. 

An example of a second move in a game is depicted in FIG. 45 
60C: the first player deploys his or her king 6002a on the 
already-deployed white tile 6003a. This move completes the 
first player's turn in our example. Each turn thus consists of a 
tile action (deployment of a tile) and a piece action (one of 
either (i) deployment or (ii) movement of a chess piece). 
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An example of a third move in a game is depicted in FIG. 
60D: the second player, in his or her first turn, draws and 
deploys a black tile 6004a on a black square of the chessboard 
6000. 

An example of the progress of the example game is 
depicted in FIG. 60E. At the depicted point in the game, the 
first player has deployed five tiles and three chess pieces, as 
well as used his or her piece action to move two of these chess 
pieces. The depicted scenario would be the result of the first 
player's first five turns as follows: 
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Turn 1: tile action: deploy white tile as per FIG. 60B; piece 
action: deploy king on white tile in back row as per FIG. 
60C 

Turn 2: tile action: deploy white tile diagonally adjacent to 
previously deployed white tile; piece action: move king 
diagonally to most recently deployed white tile 

65 

24 
Turn 3: tile action: deploy black tile squarely adjacent to 

both previously deployed white tiles; piece action: 
deploy rook on white tile in back row 

Turn 4: tile action: deploy white tile Squarely adjacent to 
already-deployed black tile; piece action: move rook to 
already-deployed black tile 

Turn 5: tile action: deploy white tile diagonally adjacent to 
white tile upon which king is currently situated; piece 
action: deploy queen on white tile in back row 

The second player in the depicted scenario has had four 
turns as follows: 

Turn 1: tile action: deploy black tile as per FIG. 60D; piece 
action: deploy king 

Turn 2: tile action: deploy second black tile in back row: 
piece action: deploy rook 

Turn 3: tile action: deploy white tile squarely adjacent to 
second black tile in back row, piece action: move rook to 
white tile 

Turn 4: tile action: deploy black tile diagonally adjacent to 
both black tiles in back row; piece action: deploy bishop 

Certain tiles in the tile pool may include information on the 
face of the tile that is unique to the given tile and allows 
special actions to be taken during the turn in which the given 
tile is played. If a player plays 5903 a tile such as the tile 
depicted in FIG. 60G, that same player gets to draw and 
deploy another tile during the same turn before his or her 
piece action5904. Similarly, if a player plays 5907 a tile such 
as the tile depicted in FIG. 60F, that same player gets to 
deploy an additional chess piece during his or her piece action 
of the same turn, but only, of course, if a tile is available upon 
which a chess piece can be deployed. FIG. 60H depicts 
another tile that allows special benefits. 

Alternately, special benefits can be indicated simply by a 
pair of numbers: the first number representing additional tile 
deployment benefits, and the second number representing 
additional piece action benefits. Thus, using this approach, 
the tile depicted in FIG.60(I), which reads “0/1, would allow 
an additional piece action to be performed during the turn in 
which the depicted tile was deployed. The tile depicted in 
FIG. 60J, which reads "170', would allow an additional tile to 
be drawn and deployed during the turn in which the depicted 
tile was deployed. The tile depicted in FIG. 60K, which reads 
'1/ 1', would allow both an additional tile to be drawn and 
deployed and an additional piece action to be performed 
during the turn in which the depicted tile was deployed. 

FIG. 60L depicts the process whereby a card game orchess 
game according to the present invention is converted to soft 
ware form so that it can be played either (i) online againstan 
artificial intelligence opponent 6065 or a live human oppo 
nent via the Internet 6064 or (ii) locally on a desktop or laptop 
computer or home computer game console against an artifi 
cial intelligence player 6066 or live human player 6067. 

V. Random Number Replacement System 
A method is disclosed whereby events in computer games 

or live role-playing games (RPG) that are conventionally 
resolved through the use of a random number, either through 
computer-generated random number in the case of computer 
games or through dice roll in the case of RPG, are instead 
resolved through user performance of a task. This task can be 
performed individually, which method is probably preferable 
in the context of a computer game, or collectively with other 
players, which method is probably preferable in the context of 
RPG. This task can be of a purely fun nature, as in the 
disclosed methods of using pre-existing games to produce 
random numbers, or of an educational, academic, or test 
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preparation value, as in the disclosed methods of using ques 
tions which test and developmental skills and knowledge. 

For instance, in the present invention, a threshold used in a 
RPG is determined conventionally according to the rules of 
the given role-playing game (e.g., armor classes, attack 
bonuses, strength bonuses, etc.), but instead of a dice roll 
being compared against the threshold, a player's performance 
at a particular task is measured and compared against the 
threshold to determine success or failure. Thus, the disclosed 
method is, in general terms: 

1. Determine threshold (on a scale of 1 to 20, as usual in a 
d20 setting) 

2. Have player perform task 
3. Grade performance on scale of 1 to 20 
4. Compare performance to threshold to determine Success 

or failure 
FIG. 61A depicts the basic method whereby the present 

invention is used to replace the function served by a random 
number in a computer game 6172 or a RPG 6173. Specifi 
cally, when an event occurs in a computer game that would 
conventionally give rise to the use of a random number, a 
novel random-number-replacement (RNR) software pro 
gram according to the present invention is prompted to pro 
vide a number or result—by challenging the player of the 
computer game to perform an interesting task—to the com 
puter game software that is then used by the computer game 
Software to resolve or calculate the event giving rise to the 
need for a random number 6172. Similarly, when an event 
occurs in a role-playing game that would conventionally be 
resolved by dice roll, a number or result is instead generated 
by challenging the player who would otherwise be perform 
ing the dice roll to perform an interesting dice replacement 
(“DR) task instead 6173. 

Typical situations in which a random number is used in a 
computer game or RPG context can be divided into two types: 
(i) binary result situations (win/lose, live/die, etc.) and (ii) 
graded result situations (a mediocre roll produces mediocre 
results, a very high roll produces excellent results, etc.). 

FIG. 61B depicts a disclosed method whereby both situa 
tions are fully addressed by the present invention in the con 
text of a RPG so that a binary result or a graded result can be 
produced through a user-performed task. First, potential tasks 
to be performed by a user are separated into various levels of 
difficulty 6102. If a binary result is needed 6101, a threshold 
according to the given game rules is calculated 6103 and a 
task with a difficulty level appropriate to the likelihood of 
Success in meeting the threshold using a random number is 
selected 6104, i.e., if the event to be resolved would have a 
very low likelihood of success, a very difficult task is selected. 
The player then performs the task 6105. If the task is per 
formed successfully 6106, the threshold has been met 6107; if 
the task is not performed successfully 6106, the threshold has 
not been met 6108. The binary result is then treated as it 
would have been treated in the context of the game had it been 
attained through the use of a random number 6109. 

If a graded result is needed 6101, a ratio is established 
between the game-specific quantity that would usually be 
generated by random number (ability points, hit points, gold 
pieces, etc.) and potential performance grades 6113. A task is 
selected 6114, and the player performs the task 6115. 

Performance is graded 6116, and the resulting perfor 
mance grade is converted 6117 to the game-specific quantity 
according to the established game-quantity-to-performance 
grade ratio. The graded result is then treated as it would have 
been treated in the context of the game had it been attained 
through the use of a random number 6109. 
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FIG. 62 depicts a disclosed method whereby both situa 

tions are fully addressed by the present invention in the con 
text of a computer game so that a binary result or a graded 
result can be produced through a user-performed task. First, a 
user installs a plug-in software RNR module 6201 and installs 
software for a first RNR-enabled computer game 6202. The 
user then, in the computer game software, indicates circum 
stances in which random number replacement is to be used 
and the types of challenge the user would like to face 6203. 
Provided that the types of challenges the user has selected are 
available 6204 using the given RNR module, the user then 
plays the game 6206. If the user has selected a type of chal 
lenges that is not available under the given RNR module 
6204, e.g., the user has specified "English Vocabulary ques 
tions” as his or her preferred type of challenge but does not 
own the English Vocabulary module, he or she must purchase 
an expansion kit that would enable the preferred question type 
to be the type of challenge faced by the user 6205. 
The types of modules are endless: English vocabulary; 

other language Vocabulary; math, Science; music; standard 
ized test preparation (SAT, ACT, LSAT, GRE, MPRE, Bar 
Review, GMAT, MCAT, etc.) and many others. 
When a challenge-generating event occurs 6207 during the 

game, i.e., an event that would typically be resolved through 
the use of a random number and has been specified by the user 
as the kind of event that the user would prefer to resolve 
through the use of the RNR module, the computer software 
communicates with the RNR module per the process depicted 
in FIG.72 so as to challenge the user to a user-performed task. 
If the user accepts the challenge 6208, a determination is 
made regarding whether a binary result or a graded result is 
needed 6211. If the user declines the challenge 6208, a ran 
dom number is generated as usual to determine the outcome 
without reference to the RNR module 6209. 

If a binary result is needed, the probability of success were 
the event resolved by random number is calculated 6212 and 
a set of tasks of a difficulty level that is appropriate to the 
determined likelihood of success is selected 6213. From the 
group of selected tasks (e.g., individual Vocabulary ques 
tions), a particular task (e.g., a particular vocabulary ques 
tion) is chosen by random number generated by the RNR 
module software 6214. The user then performs the task 6215. 
If it is successfully performed 6216, this result is communi 
cated to the game software per the process depicted in FIG. 
72, and it is treated in the context of the game just as Success 
would have been treated if the success had been generated by 
random number 6217. Failure is communicated similarly and 
treated as failure would have been treated had it been the 
result of a random number 6218. 

If a graded result is needed 6211, a set of grade-able tasks 
is selected 6220 in the RNR module software and a particular 
task is chosen from among this set by random number 6221. 
The user then performs the task 6222, and his or her per 

formance is graded 6223. The resulting grade is then trans 
lated into the game-specific quantity which the challenge was 
undertaken to establish 6224. The resulting game-specific 
quantity is then communicated per FIG.72 and then incorpo 
rated into the game as though this quantity had been estab 
lished by random number within the game software 6225. 

FIG. 63A is an example of the kinds of events that would 
conventionally be resolved through reference to a computer 
generated random number in an example, pre-existing com 
puter game (“Civilization' in the depicted example) but 
which instead can be resolved by user challenge through the 
use of the RNR method of the present invention. Example 
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game-specific events giving rise to both a binary challenge 
and a graded challenge and the results of these types of 
challenges are depicted. 

FIG. 63B is an example of the kinds of events that would 
conventionally be resolved through a dice roll in an example, 
pre-existing role-playing game (“Dungeons and Dragons' in 
the depicted example) but which instead can be resolved 
through the dice replacement method of the present invention. 
Example game-specific events giving rise to both a binary 
challenge and a graded challenge and the results of these 
types of challenges are depicted. 

FIG. 64A depicts example tasks for producing a binary 
result and a graded result according to the present invention, 
which tasks are drawn from pre-existing games like popular 
games such as “Trivial Pursuit” and “Taboo.” 

FIG. 64B depicts example tasks for producing a binary 
result and a graded result according to the present invention, 
which tasks are targeted toward developing particular aca 
demic, educational, or test taking skills like the skills needed 
for the LSAT or GRE. 
A method of using a pre-existing game “Pictionary to 

produce a binary result according to the present invention for 
dice replacement in a d20-based role-playing game is 
depicted in FIG. 65A. FIG. 65B is a chart depicting relation 
ships between dice roll thresholds and corresponding seconds 
allowed to perform successfully a task under the method 
depicted in FIG. 65A. 

FIG. 66 depicts a method for producing a graded result 
according to the present invention through the use of the 
pre-existing game "Taboo.” 

Alternately (not depicted), the spell-casting function 
described above can also be used as a dice replacement task. 
In this case, a user attempts to match a pattern of movement 
and way of saying the spell phrase as accurately as possible. 
The closer his performance is to the standard, the higher his 
score, again on a scale of 1 to 20. The same can also be 
achieved by using a sensor-equipped "Sword” which mea 
Sures Velocity and position and compares a stroke taken by the 
player to an ideal stroke, rating it, and outputting a score. 

FIG. 67 depicts an entire suite of related methods whereby 
all the dice conventionally used in a d20-based role-playing 
game are replaced using pre-existing games. 

FIGS. 68A and 68E3 depict a dedicated dual monitor with 
enclosed computer processor for use in a live role-playing 
game setting. One display 6802faces the dungeon master; the 
other display 6804 simultaneously faces the player. This dual 
monitor, preferably with touchscreen displays, can be used to 
facilitate dice replacement as well as keeping track of all 
variables which dungeon masters and players must typically 
track. The display, for instance, can include output of the 
player character's current initiative roll, hit point level, 
weapon selection, etc., to be viewed by the dungeon master at 
a glance. All of these variables can be input and then updated 
on-the-fly by the player using a plug-in keyboard, point-and 
click device, and Web browser interface, for instance. 

This dual monitor 6801 can also be used with an external 
scanner 6902 in FIG. 69A connected by way of a data 
exchange port 6803 to scan a barcode 3910 appearing on a 
card 3901 according to the present invention as per the pro 
cess depicted in FIG. 69B so that a spell can only be cast 
according to the present invention when a card 3901 is 
present. In this way, the market for physical collectible cards 
is enhanced because of their functional value in the context of 
electronically enhanced role-playing games, computer 
games, or other electronic games. Instead of a barcode, other 
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auto ID technology can be incorporated into the card and 
read, e.g., magnetic strip, RFID tag (not pictured), for this 
purpose. 
The present invention also enables production of novel 

“cheat-proof cards. Specifically, a scanner 6902 is used in 
conjunction with a card 700i upon which appears a barcode 
7000 but no other indicia of the face value or other informa 
tion of the card 7001. In this way, a user can look visually at 
another person's hand of cards and still be unable to tell what 
is in that person’s hand. Meanwhile, a user uses the scanner 
6902 on his own cards to tell their value. Thus, a game can be 
played in which users only reveal the value of their cards, e.g., 
their poker hand, at the end of the game through the use of a 
scanner. Such cheat-proof cards can be cards used for playing 
a game described herein or cards from a conventional deck of 
cards. 

Although the description above contains many specifici 
ties, these should not be construed as limiting the scope of the 
invention but as merely providing illustrations of some of the 
presently preferred embodiments of this invention. Accord 
ingly, the scope of the invention should be determined by the 
appended claims and their legal equivalents, rather than by 
the examples given. For instance, as is plain to one skilled in 
the art, it will be understood that features of one embodiment 
may be combined with features of other embodiments while 
other features may be omitted or replaced as being nonessen 
tial to the practice of the invention, regardless of whether such 
combination, omission or modification has been explicitly 
described. 

Licensing information is available through http://www.in 
venterprise.com. 
What is claimed is: 
1. A game method, said game method comprising at com 

prising the following steps: 
receiving a first verbal input into a first computer system; 
receiving a first gesture input into said first computer sys 

tem; 
comparing said first verbal input to a first pattern; 
comparing said first gesture input to a second pattern; 
comparing said first verbal input and said first gesture 

input, taken together, to a third pattern; 
triggering a first game event; and 
outputting through an audio or video device that said first 
game event has been triggered; wherein 

said first verbal input matches said first patternaccording to 
an outcome of said step of comparing said first verbal 
input to said first pattern; 

said first gesture input matches said second pattern accord 
ing to an outcome of said step of comparing said first 
gesture input to said second pattern; and 

said first verbal input and said first gesture input, taken 
together, match said third pattern according to an out 
come of said step of comparing said first verbal input and 
said first gesture input, taken together, to said third pat 
tern. 

2. The method in claim 1 additionally comprising at least 
one of the following steps: determining whether said first 
game event is available to a first character, and determining 
whether said first game event is available under game rules, 
wherein: said step of triggering said first game event is per 
formed only when said first game event is available to said 
first character according to an outcome of said step of deter 
mining whether said first game event is available to said first 
character or said first game event is available under game 
rules according to an outcome of said step of determining 
whether said first game event is available under game rules. 



US 7,704,135 B2 
29 

3. The method in claim 1 wherein said first pattern is or 
comprises a first Sound and said second pattern is or com 
prises a first position, motion, gesture, sequence or orienta 
tion. 

4. The method in claim 1 wherein said first game event is 
the casting of a first magic spell, said first magic spell com 
prising at least one game effect. 

5. The method in claim 4 wherein said first magic spell is in 
a first spellbook of a first character, said first spellbook com 
prising a plurality of magic spells available to said first char 
acter. 

6. The method in claim 1 additionally comprising the fol 
lowing steps: 

receiving log-in information from a first user; and 
determining whether a first character is associated with 

said first user. 
7. The method in claim 1 wherein said first gesture input is 

received through a first gesture interface device, said first 
gesture interface device being selected from the group con 
sisting of a wand, a bottle, a cauldron, a utensil, a broomstick, 
a crystal ball, a hand gesture interface, and a Voodoo doll. 

8. The method in claim 1 wherein said first verbal input 
comprises a word or phrase in a first database record, said first 
database record being related to a second database record, 
said second database record comprising information pertain 
ing to said first game event. 

9. The method in claim 1 additionally comprising the fol 
lowing steps: Scanning a first code; and 

providing access to a first game function only after scan 
ning said first code. 

10. The method in claim 1 additionally comprising at least 
one of the following steps: 

disregarding a second Verbal input, said second Verbal 
input being received after a first point in time; or 

disregarding a second gesture input, said second gesture 
input being received after a second point in time. 

11. The method in claim 1 additionally comprising the 
following step: 

receiving a first game customization Submission via a first 
computer network. 

12. The method in claim 1 additionally comprising the 
following step: 

receiving a first advertisement Submission via a first com 
puter network; and 

including said first advertisement in a first game. 
13. The method in claim 1 additionally comprising the 

following step: 
paying a commission to a first user. 
14. The method in claim 1 additionally comprising the 

following steps: 
receiving an indication that a first user of a first game 

wishes to take at least one challenge to determine at least 
one variable in said first game; 

providing a first challenge; and 
triggering a second game event in said first game on the 

basis of an outcome of said first challenge. 
15. The method in claim 14 additionally comprising the 

following step: 
querying a first database via a first computer network, said 

first database comprising said first challenge; and 
charging a first user. 
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16. The method in claim 14 wherein said first challenge is 

selected from the group consisting of 
(i) an academic-related task, (ii) an education-related task, 

(iii) a standardized test-related task, and (iv) a task 
drawn from a second game, said second game being 
different from said first game. 

17. The method in claim 1 wherein: 
said first verbal input is received by way of a first micro 

phone; 
said first gesture input is received by way of a first sensor; 

and 
said third pattern is a first integration pattern, said first 

integration pattern being or comprising a standard for a 
relationship between Verbal input and gesture input. 

18. A game method, said game method comprising the 
following steps: 

providing a first device, said first device being configured 
to sense gesture information and being communica 
tively coupled to a first computer system; 

providing a second device, said second device being con 
figured to sense speech information; 

receiving a first information combination, said first infor 
mation combination comprising information received 
from said first device and from said second device; 

comparing said first information combination to a first 
pattern in a first pattern database, said first pattern com 
prising a speech standard and a gesture Standard, said 
first pattern database comprising a plurality of patterns, 
including said first pattern; and 

outputting through an audio or video device first a result in 
a first game according to an outcome of said step of 
comparing said first information combination to said 
first pattern in said first pattern database. 

19. A game method, said game method comprising the 
following steps: 

receiving a first verbal stimulus into a data processing 
system; 

receiving a first physical stimulus into said data processing 
system; and 

outputting by way of a first audio or video device a first 
game result when (i) said first verbal stimulus matches a 
first pattern, (ii) said first physical stimulus matches a 
second pattern, and (iii) a first relationship matches a 
third pattern, said first relationship being between said 
first verbal stimulus and said first physical stimulus. 

20. The method in claim 19 wherein 
said first pattern is or comprises a standard for at least a first 
word or phrase; 

said second pattern is or comprises a standard for at least a 
first gesture; and 

said third pattern is or comprises a standard for a first 
temporal relationship between stimuli; and wherein said 
method additionally comprises the following step: 

applying a first time criterion, said step of applying said 
first time criterion comprising a step of treating stimuli 
received after a first time differently from stimuli 
received before said first time, said first time pertaining 
to at least one of said first pattern, said second pattern 
and said third pattern. 

k k k k k 



UNITED STATES PATENT AND TRADEMARK OFFICE 

CERTIFICATE OF CORRECTION 

PATENT NO. 7,704,135 B2 Page 1 of 1 
APPLICATION NO. : 1 1/2094.89 
DATED : April 27, 2010 
INVENTOR(S) : Shelton E. Harrison, Jr. 

It is certified that error appears in the above-identified patent and that said Letters Patent is hereby corrected as shown below: 

Col. 28, line 34, delete comprising at. 

Col. 30, line 24, delete from and insert -- by way of --. 

Col. 30, line 24, delete from. 

Col. 30, line 30, delete first a and insert -- a first --. 

Signed and Sealed this 

Fifteenth Day of June, 2010 

David J. Kappos 
Director of the United States Patent and Trademark Office 


