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(57) Abstract: A system for playing a zero-sum game includes

a gaming server operable under program control to regulate the
progress one or more instances of the zero-sum game such as
multiplayer poker, and a number of portal websites on the World
Wide Web of the Internet. The gaming server is also accessible
on World Wide Web and enables participation in the instance of
the zero-sum game by a predetermined number of players. The
gaming server initiates further instances of the zero-sum game when
all prior instances of the game have the predetermined plurality
of participating players. Each player is able to access the gaming
server by means of a corresponding Internet-enabled computer
workstation, access for each player occurring through a respective
one of the number of portal websites.
register of players participating in the instance of the game. The
register includes, for each participating player, data representative
of a corresponding portal website through which the player accessed
the gaming server. The gaming server provides a wagering facility
operable by each player to place a wager on the instance of the
zero-sum game, as well as a discrimination facility responsive
to progress of the instance of the zero-sum game to determine
whether any wager placed by anyone of the participating players is
successful or unsuccessful. The gaming server maintains a clearing
account corresponding to each one of the number of portal websites
and each portal maintains a credit account for each player who
is participating in the instance of the zero-sum game through that
portal. The gaming server credits the clearing account of a portal
associated with a player who has made a successful wager on the
instance of the game with an amount equivalent to the total of all
the unsuccessful wagers in that turn.

The system maintains a
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SYSTEM FOR PLAYING A GAME

Field of the Invention

This invention relates to a system for playing a game, more specifically, a multiplayer
zero-sum game and, in particular, to a system for playing a multiplayer zero-sum game
on which wagers may be placed, such as multiplayer poker. The invention extends to
the method of operation of the system for playing the game.

Background to the Invention

The game of poker is widely played in many jurisdictions, particularly in the United
States of America. A traditional game of poker is a multiplayer game, generally
accommodating a minimum of 4 and a maximum of between 8 and 10 players. In aturn
of the game, one of the participating players assumes the role of a dealer and deals five
cards (an "initial hand"), from a conventional deck of 52 playing cards, to each
participating player, inclusive of the dealer. The playing cards in the initial hand are
dealt face down to each player who does not, at this stage of the game, disclose the
playing cards that have been dealt to him.

Each one of the players is then required to decide, in turn, whether to continue with his
participation in the turn of the game (that is, to "play”), or to terminate his participation in
the turn (that is, to "fold"), as a function of the playing cards in his initial hand. Any
player who decides to fold does not participate any longer in the turn of the game. If all
participating players decide to fold, the turn of the game terminates. The first player to
decide to play is required to make an opening wager on the turn of the game. Any other
player who subsequently also decides to play in the turn of the game is required to
match or to increase (‘raise”) the size of the opening wager. When the size of the
opening wager is raised, players who have made prior opening wagers are required to

top up their wagers to match the size of the largest opening wager made by any player
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who has elected to play in the turn of the game. This phase of the turn of the game
continues until every player who desires to play in that turn has made an equivalent

opening wager.

All the wagers made by each of the players are accumulated in a single jackpot (“the

pot”).

At this stage of the game, each player who has decided to play may, in turn, then
decide to retain (that is, to "hold") any one or more of the five cards in his initial hand.
Once a player has decided which, if any, of the five cards to hold, the player may then
"draw", in which the remaining cards of the initial hand are discarded and are replaced
by an equivalent number of further cards dealt by the dealer from the deck of playing
cards. This phase of the game will be referred to, for convenience, as the drawing
phase. If the player does not hold any of the cards in his initial hand, he is then
effectively dealt an entirely new hand of five cards at the drawing phase of the game.
On the other hand, if a particular player holds all of the five cards in his initial hand, he
does not participate in the drawing phase, but still continues to play in the turn of the
game.

Once the drawing phase of the game has been completed, each player evaluates the
five cards that he has accumulated in the manner described above in order to determine
whether they contain any one of a number of desirable combinations of playing cards.
The desirability of any combination of playing cards is inversely proportional to the
probability of being dealt that particular combination of cards. For a standard deck of 52
playing cards, desirable combinations of playing cards are, in order of increasing
desirability: a pair of cards having the same rank ("one pair'); two pairs of cards in
which the rank of each pair is different ("two pairs"); three cards each having the same
rank ("three of a kind"); a "straight" in which the five cards of a hand are in sequentially
increasing rank order, with no restriction on suite; a "flush" in which the five cards are all
of the same suite; a "full house" in which three cards are each of the same rank, while

the remaining two cards each have another identical rank; "four of a kind" in which four
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cards of the hand each have the same rank; a "straight flush" in which the five cards are
in sequentially ascending rank order and are all of the same suite; and a "royal flush” in
which the five cards are all of the same suite and are ranked Ace, King, Queen, Jack
and 10. Where a deck is used that has fewer than 52 cards, the probability of being
dealt a full house is greater than being dealt a flush, making the latter combination of

cards more desirable than the former.

After completion of the drawing phase of the turn of the game and evaluation of the
playing cards, all the players who have previously decided to play in the particular turn
of the game are then again required to decide, in turn, as a function of the playing cards
they have accumulated in the manner described above, whether to continue playing or
to fold. If all these players decide to fold, the turn of the game terminates. The contents
of the pot are carried forward to the next turn of the game. Any player who decides to
fold does not participate any further in the particular turn of the game and forfeits all the
wagers he has made in that turn. The first player who made an opening wager may, if
he decides to play, make a supplementary wager on the turn of the game. Any other
player who subsequently also decides to play is required to match or to raise the size of
the supplementary wager. Players who have previously made supplementary wagers
are required to top up their supplementary wagers to match the size of the largest
supplementary wager. This phase of the particular turn of the game continues until
every player who has not folded has made an equivalent supplementary wager. This
stage of the game will be referred to, for convenience, as the supplementary wagering

stage.

The supplementary wagers made by each of the players who have decided to continue
playing in the particular turn of the game are added to the pot.

Once the supplementary wagering stage of the turn of the game has been completed,
the players who remain in the game reveal the playing cards in their hands. The hands
are compared, and the player with the highest-ranking desirable hand wins the

accumulated pot.
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The rules of the game of poker have been described with particular reference to a
variation of the game called “draw poker”. There are many other variations of the game
of poker that are not germane to the essence of the invention and that will not, for this

reason, be described here in detail.

It will be appreciated by those skilled in the art that the game of poker is a zero-sum
game insofar as, in each turn of the game, a gain of the winner is equal to accumulated
losses of the other players in the game. It is, however, also known for a party who
arranges or hosts a game of poker to levy a commission (“a rake”) on the players or on

the accumulated jackpot in order to obtain revenue.

The game of poker is played at both land-based and on-line casinos, at the latter by
means of the World Wide Web of the Internet. A general feature of such arrangements
is that a player may only play in a poker game at which an unoccupied playing position,
or vacancy, exists. If a poker game has no vacancies available, a would-be player may
have to wait a considerable time before a vacant playing position becomes available,
allowing the player to join the game, which causes frustration and which may cause the
would-be player to leave the casino. Conversely, a would-be player may also have to
wait for a considerable period before a sufficient number of other would-be players
become available to establish a poker game and to enable play to commence, which
may also cause frustration and lead to player attrition. Both of these situations are
tedious and, particularly in an on-line environment, costly in terms of connection
charges to the World Wide Web of the Internet.

Obiject of the Invention

It is an object of this invention to provide a system for playing a multiplayer zero-sum
game, and to a method of operation thereof that will, at least partially, alleviate the

abovementioned difficulties and disadvantages.



10

15

20

25

30

WO 03/093921 PCT/IB03/01583

Summary of the Invention

In accordance with this invention there is provided a system for playing a multiplayer
zero-sum game, comprising:

a gaming server operable under program control to regulate the progress of at least one
instance of the zero-sum game, the gaming server enabling participation in the at least
one instance of the zero-sum game by a predetermined plurality of players;

a number of portals communicable with the gaming server by means of a
communication network;

a user access facility corresponding to each player, each user access facility being
operable by a player to access the gaming server along the communication network
through a selectable one of the number of portals;

a register of players participating in the at least one instance of the game, the register
including, for each participating player, data representative of a corresponding portal
through which the player accessed the gaming server;

a wagering means operable by éach player to place a wager on the at least one
instance of the zero-sum game; and

discrimination means responsive to progress of the at least one instance of the zero-
sum game to determine whether a wager placed thereon by any one of the participating

players is successful or unsuccessful.

Further features of the invention provide for the gaming server to be operable under
program control to initiate a further instance of the zero-sum game when all previous
instances of the game have the predetermined plurality of participating players, for the
system to include an administration facility operable to legislate access at any time to
any instance of the game by any would-be player requesting participation in the game,
as a function of a number of players currently participating in that instance of the game,
for the administration facility to enable participation in any instance of the game by
players requesting participation through any one of the number of portals, and for the
register to include data corresponding to each participating player in every instance of

the game, the data being representative of an instance of the game in which that player
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is participating, and representative of a corresponding portal through which that player

accessed the gaming server.

Still further features of the invention provide for the system to include a clearing account
facility having a clearing account corresponding to each one of the number of portals,
for each portal to include a corresponding sub-register of players participating in any
instance of the zero-sum game through that portal, for each portal to have a
corresponding credit account facility having a credit account corresponding to each
player in its sub-register of players, for the system to include credit dispensing means
capable of dispensing purchased credit to any player participating in any instance of the
zero-sum game in order to play the game, the credit account facility being operable to
credit the credit account of any player who has purchased credit through the credit
dispensing means with an amount equivalent to the credit purchased by that player.

Yet further features of the invention provide for the clearing account facility to be
controllable by the discrimination means to debit the clearing account of a portal
associated with each player who has made an unsuccessful wager on the turn of an
instance of the game by an amount equivalent to the magnitude of that player's wager,
for the administration facility to withhold a portion of the total of all the wagers on the
turn of the instance of the game as a rake, and for the clearing account facility to be
controllable by the discrimination means to credit the clearing account of a portal
associated with a player who has made a successful wager on the turn of the instance
of the game by an amount equivalent to the total of all the unsuccessful wagers in that

turn, less the rake.

There is further provided for the credit account facility of a portal to debit the credit
account of any player who has made a wager on the turn of the instance of the game by
an amount equivalent to the magnitude of the wager, and for the credit account facility
to credit the credit account of a player who has made a successful wager on the turn of
the instance of the game by an amount equivalent to the total of all the wagers inclusive

of the successful wager, less the rake.
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There is still further provided for the clearing account facility to adjust the individual
clearing account balances of the portals only after a plurality of turns of the instance of
the zero-sum game as a function of the outcomes of the plurality of turns, for each
clearing account balance to have a corresponding minimum threshold, for the
administration facility to suspend from further participation in any instance of the zero-
sum game all players whose associated portal has a clearing account balance that is
less than its respective minimum threshold, and for at least a portion of the rake in the
turn of the instance of the game to be credited to the clearing accounts of each portal as
a function of a proportion of players participating in the turn through that portal.

There is yet further provided for the communication network to be an open
communication network, preferably the Internet, for each portal to be a website on the
World Wide Web of the Internet, preferably an on-line casino website, alternatively a
poker room website, for the user access facility to be a computer workstation
connectable to the World Wide Web of the Internet, for the rake withheld from the total
of all the wagers on each turn of the game to be zero, and for the multiplayer zero-sum

game to be a game of multiplayer poker.

The invention extends to a server system for playing a multiplayer zero-sum game,
comprising:

a gaming server operable under program control to regulate the progress of at least one
instance of the zero-sum game in which a predetermined plurality of players can
participate, the gaming server being communicable with a number of portals by means
of a communication network and accessible by any one of the plurality of players
through a selectable one of the number of portals;

a register of players participating in the at least one instance of the game, the register
including, for each participating player, data representative of a corresponding portal
through which the player accessed the gaming server; and
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discrimination means responsive to progress of the at least one instance of the zero-
sum game to determine whether a wager placed thereon by any one of the participating

players is successful or unsuccessful.

There is further provided for the gaming server to be operable under program control to
initiate a further instance of the zero-sum game when all previous instances of the game
have the predetermined plurality of participating players, for the system to include an
administration facility operable to legislate access at any time to any instance of the
game by any would-be player requesting participation in the game, as a function of a
number of players currently participating in that instance of the game, and for the
register to include data corresponding to each participating player in every instance of
the game, the data being representative of an instance of the game in which that player
is participating, and representative of a corresponding portal through which that player

accessed the gaming server.

There is still further provided for the server system to include a clearing account facility

having a clearing account corresponding to each one of the number of portals, for each

portal to include a sub-register of players participating in any instance of the zero-sum

game through that portal, for each portal to have a corresponding credit account facility

having a credit account corresponding to each player in its sub-regiéter of players, and
for the server system to include credit dispensing means capable of dispensing

purchased credit to any player participating in any instance of the zero-sum game in

order to play the game, the credit account facility being operable to credit the credit

account of any player who has purchased credit through the credit dispensing means

with an amount equivalent to the credit purchased by that player.

There is yet further provided for the clearing account facility to be controllable by the
discrimination means to debit the clearing account of a portal associated with each
player who has made an unsuccessful wager on the turn of an instance of the game by
an amount equivalent to the magnitude of that player's wager, for the administration
facility to withhold a portion of the total of all the wagers on the turn of the instance of
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the game as a rake, and for the clearing account facility to be controllable by the
discrimination means to credit the clearing account of a portal associated with a player
who has made a successful wager on the turn of the instance of the game by an
amount equivalent to the total of all the unsuccessful wagers in that turn, less the rake.

There is also provided for the credit account facility of each portal to debit the credit
account of any player who has made a wager on the turn of the instance of the game
through that portal, by an amount equivalent to the magnitude of the wager, and for the
credit account facility of each portal to credit the credit account of any player who has
made a successful wager on the turn of the instance of the game through that portal by
an amount equivalent to the total of all the wagers inclusive of the successful wager,

less the rake.

There is further provided for the clearing account facility to adjust the individual clearing
account balances of the portals only after a plurality of turns of the any instance of the
zero-sum game as a function of the outcomes of the plurality of turns, for each clearing
account balance to have a corresponding minimum threshold, for the administration
facility to suspend from further participation in any instance of the zero-sum game all
players whose associated portal has a clearing account balance that is less than its
respective minimum threshold, for at least a portion of the rake in the turn of the
instance of the game to be credited to the clearing accounts of each portal as a function
of a proportion of players participating in the turn through that portal, for the rake
withheld from the total of all the wagers on each turn of the game to be zero, and for the

multiplayer zero-sum game to be a game of multiplayer poker.

The invention extends still further to a method of operation of a system for playing a
zero-sum game, comprising the steps of:

controlling a gaming server operable under program control to regulate the progress of
at least one instance of the zero-sum game, the gaming server enabling participation in
the at least one instance of the zero-sum game by a predetermined plurality of players;
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providing a number of portals communicable with the gaming server by means of a
communication network;

establishing access to the gaming server for each player along the communication
network through a corresponding one of the number of portals;

maintaining a register of players participating in the at least one instance of the game,
the register including, for each participating player, data representative of the
corresponding portal through which the player accessed the gaming server,

accepting a wager from any participating player on the at least one instance of the zero-
sum game; and

determining whether a wager placed by any one of the participating players is
successful or unsuccessful in response to progress of the at least one instance of the

Zero-sum game.

There is also provided for controlling the gaming server to initiate a further instance of
the zero-sum game when all prior instances of the game have the predetermined
plurality of participating players, for legislating access at any time to any instance of the
game by any would-be player requesting participation in the game, as a function of a
number of players participating in that instance of the game, for enabling participation in
any instance of the game by players requesting participation in the game through any
one of the number of portals, and for including in the register data corresponding to
each participating player in every instance of the game, the data being representative of
an instance of the game in which that player is participating, and representative of a
corresponding portal through which that player accessed the gaming server.

There is also provided for maintaining a clearing account corresponding to each one of
the number of portals, for establishing a sub-register corresponding to each portal, the
sub-register containing details of players participating in any instance of the zero-sum
game through that portal, for maintaining a credit account corresponding to each player
included in the sub-register of players, and for dispensing purchased credit to any
player participating in any instance of the zero-sum game in order to play the game and
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crediting the credit account of any player who has purchased credit by an amount

equivalent to the credit purchased by that player.

There is also provided for debiting the clearing account of a portal associated with each
player who has made an unsuccessful wager on the turn of an instance of the game by
an amount equivalent to the magnitude of that player's wager, for withholding a portion
of the total of all the wagers on the turn of the instance of the game as a rake, and for
crediting the clearing account of a portal associated with a player who has made a
successful wager on the turn of the instance of the game by an amount equivalent to

the total of all the unsuccessful wagers in that turn, less the rake.

There is also provided for debiting the credit account of any player who has made a
wager on the turn of the instance of the game by an amount equivalent to the
magnitude of the wager, and for crediting the credit account of a player who has made a
successful wager on the turn of the instance of the game by an amount equivalent to

the total of all the wagers inclusive of the successful wager, less the rake.

There is also provided for adjusting the individual clearing account balances of the
portals only after a plurality of turns of any instance of the zero-sum game as a function
of the outcomes of the plurality of turns, for determining a corresponding minimum
threshold associated with each clearing account balance, for suspending from further
participation in any instance of the zero-sum game all players whose associated portal
has a clearing account balance that is less than its respective minimum threshold, and
for crediting at least a portion of the rake in the turn of the instance of the game to the
clearing accounts of each portal as a function of a proportion of players participating in
the turn through that portal, for setting the rake withheld from the total of all the wagers
on each turn of the game to be zero, and for the zero-sum game to be a game of

multiplayer poker.

The invention extends yet further to a method of operation of a server system for

playing a multiplayer zero-sum game, comprising the steps of:
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controlling a gaming server to regulate the progress of at least one instance of the
zero-sum game, the gaming server enabling participation in the at least one instance of
the zero-sum game by a predetermined plurality of players;

providing a number of portals communicable with the gaming server by means of a
communication network;

establishing access to the gaming server along the communication network through a
corresponding one of the number of portals;

maintaining a register of players participating in the at least one instance of the game,
the register including, for each participating player, data representative of a
corresponding portal through which the player accessed the gaming server;

accepting a wager from any participating player on the at least one instance of the zero-
sum game; and

determining whether a wager placed by any one of the participating players is
successful or unsuccessful in response to progress of the at least one instance of the

Zero-sum game.

There is also provided for initiating a further instance of the zero-sum game when all the
prior instances of the game have the predetermined plurality of participating players, for
legislating access at any time to any instance of the game by any would-be player
requesting participation in the game, as a function of a number of players participating
in that instance of the game, for enabling participation in any instance of the game by
players requesting participation in the game through any one of the number of portals,
and for including in the register data corresponding to each participating player in every
instance of the game, the data being representative of an instance of the game in which
that player is participating, and representative of a corresponding portal through which
that player accessed the gaming server.

There is also provided for maintaining a clearing account corresponding to each one of
the number of portals, for establishing a sub-register corresponding to each portal, the
sub-register containing details of players participating in any instance of the zero-sum

game through that portal, for maintaining a credit account corresponding to each player



10

15

20

25

30

WO 03/093921 PCT/IB03/01583
13

included in the sub-register of players, and for dispensing purchased credit to any
player participating in any instance of the zero-sum game in order to play the game, and
crediting the credit account of any player who has purchased credit by an amount

equivalent to the credit purchased by that player.

There is also provided for debiting the clearing account of a portal associated with each
player who has made an unsuccessful wager on the turn of an instance of the game by
an amount equivalent to the magnitude of that player’s wager, for withholding a portion
of the total of all the wagers on the turn of the instance of the game as a rake, and for
crediting the clearing account of a portal associated with a player who has made a
successful wager on the turn of the instance of the game by an amount equivalent to

the total of all the unsuccessful wagers in that turn, less the rake.

There is also provided for debiting the credit account of any player who has made a
wager on the turn of the instance of the game by an amount equivalent to the
magnitude of the wager, and for crediting the credit account of any player who has
made a successful wager on the turn of the instance of the game by an amount

equivalent to the total of all the wagers inclusive of the successful wager, less the rake.

There is also provided for adjusting the individual clearing account balances of the
portals only after a plurality of turns of any instance of the zero-sum game as a function
of the outcomes of the plurality of turns, for determining a corresponding minimum
threshold associated with each clearing account balance, for suspending from further
participation in any instance of the zero-sum game all players whose associated portal
has a clearing account balance that is less than its respective minimum threshold, for
crediting at least a portion of the rake in the turn of the instance of the game to the
clearing accounts of each portal as a function of a proportion of players participating in
the turn through that portal, for setting the rake withheld from the total of all the wagers
on each turn of the game to be zero, and for the zero-sum game to be a game of

multiplayer poker.
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Brief Description of the Drawings

A preferred embodiment of the invention is described below, by way of example only,
and with reference to the abovementioned drawings, in which:

Figure 1 is a schematic representation of a system for playing a multiplayer zero-sum

game;

Figure 2 is a flow diagram of the steps required for a player to participate in the game of
Figure 1;

Figure 3 is a flow diagram of the steps required for a participating player to leave an
instance of the game of Figure 1; and

Figure 4 is a flow diagram of the steps required to settle wagers placed by players
participating in the multiplayer zero-sum game of Figure 1.

Detailed Description of the Invention

This embodiment of the invention will be described with particular reference to a system
for playing a game of multiplayer poker. It is to be clearly understood, however, that the

scope of the invention is not limited to this particular application.

Referring to Figure 1, a system for playing a game of multiplayer poker is indicated
generally by reference numeral (1). The system (1) includes a gaming server (2), and a
number of portals (3a, 3b) in the form of portal websites on the World Wide Web of the
Internet. In this embodiment each one of the portal websites is an online casino website
hosted on a corresponding casino web server (not shown). For convenience, this
particular embodiment of the invention will be described with particular reference to only
two such online casino websites (3a, 3b). Each one of the online casino websites (3a,

3b) is accessible by a would-be poker player (not shown) through a user access facility



10

15

20

25

30

WO 03/093921 PCT/IB03/01583

15

(4) in the form of an Internet-enabled computer workstation having a display (5) and an
associated pointing device (5a), such as a mouse or, alternatively, a touchpad. In this
embodiment, online casino website (3a) is shown as having one computer workstation
(4) logically connected thereto, whereas casino website (3b) is shown as being logically
connected to two computer workstations (4). It will be appreciated by those skilled in the
art that such an online casino websites (3a, 3b) can be logically connected to any
desired number of such computer workstations (4) simultaneously, which number is
physically limited only by considerations of processing power and Internet access
bandwidth.

The system (1) includes, further, an administration facility (12) in the form of an
application web server, which is communicable with the gaming server (2) along a
communication network (9). The detailed operation of the application web server (12)

will be outlined in the description that follows.

The gaming server (2), the online casino web servers (not shown) corresponding to the
online casino websites (3a, 3b), the computer workstations (4) and the application web
server (12) are capable of communicating with each other by means of an open
communication network that is, in this embodiment, the World Wide Web of the Internet.
Although the World Wide Web of the Internet is a single packet-switched
communication network, it is represented in Figure 1 as separate logical communication
networks (6,7,8,9, 10 and 11).

The application web server (12) provides a clearing account facility (13) that has a
clearing account corresponding to each one of the online casino websites (3a, 3b).
Analogously, each online casino websites (3a, 3b) includes a corresponding credit
account facility (14a, 14b) with a credit account corresponding to each player who
participates in the game of poker through a computer workstation (4) logically
connected to that casino website. In the illustrated embodiment, therefore, the credit
account facility (14a) has one player credit account associated with it, while credit
account facility (14b) has two associated player credit accounts.
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The gaming server (2) operates under control of a server stored program (not shown)
capable of enabling a predetermined maximum number, say 8, of players to play an
instance of the game of multiplayer poker. When the number of players reaches this
predetermined maximum number, the server stored program causes a further instance
of the game to be initiated, the new instance of the game also being capable of
accommodating a further 8 players. In this manner the gaming server is capable, under
server stored program control, to spawn as many separate instances of the game of
multiplayer poker as required in order to accommodate a pool of players who desire to
play the game, in groups of a maximum of 8. Each instance of the game spawned in

this manner is treated as totally independent of the other instances.

The online casino websites (3a, 3b) enable a player who desires to join the game of
multiplayer poker to request, by means of one of the computer workstations (4),
participation in the game and, once admitted to an instance of the game, to place a
wager on a turn of that instance of the game. Each participating player is presented with
an identical graphical user interface (GUI) on his respective computer workstation (4) by
a separate workstation stored program in the workstation. The GUI presents to the
player a suitable display of a poker game (not shown) with appropriate activatable icons
that enable the player to make his own desired game play decisions and to monitor the
progress of the muitiplayer game by viewing the game play decisions of the other
participating players in the same instance of the game.

The server-stored program also provides a wagering means (17) operable by any
participating player to place a wager on a turn of the game, as well as a discrimination
means (15) capable of determining whether any wager placed by any one of the
participating players on the turn of the instance of the game of multiplayer poker is
successful or unsuccessful. The stored program in the gaming server (2) also maintains
a dynamic register (16) of all players admitted to, and actively participating in, all the
spawned instances of the poker game from time to time, together with data

representative of a corresponding portal (3a, 3b) through which each participating
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player accessed the game. The dynamic register (16) also contains data representative
of an instance of the game in which the player is participating. The application web
server (12) also settles the wagers of the participating players after the completion of
every turn of any instance of the game.

Each computer workstation (4) is a conventional personal computer operating under a
Windows 2000 operating system, which is well known and commercially available from
the Microsoft Corporation of Seattle, Washington, USA. The gaming server (2) also
operates under the Windows 2000 operating system. The zero-sum game of multiplayer
poker consists of a workstation-stored program (not shown) referred to, for
convenience, as a client process that is executable on a computer workstation (4), and
a corresponding server-stored program (not shown), or server process, that is
executable on the gaming server (2). The server process (not shown) generates one or
more random events that affect the outcome of the zero-sum game of poker, such as
the dealing of cards to participating players. The client process (not shown) obtains the
result of the random events from the gaming server (2), across the communication
network (4) and displays the outcome of the game on the display monitor (§) in an
intelligible manner. In order to play the zero-sum game of multiplayer poker from any
computer workstation (4), the client process (not shown) must first be downloaded from

the gaming server (2) to that computer workstation.

in use, a player wishing to participate in the game of poker uses a computer workstation
(4) to access an online casino website (3a, 3b) of his choice. A flow diagram outlining
the steps required in order for a player to participate in an instance of the game is
indicated in Figure 2. The player is presented with an icon (not shown) on the GUI on
his computer workstation (4), which the user can activate in order to request
participation in the poker game. The user's request for participation (100) is passed by
the online casino website (3a, 3b) to the gaming server (2), which adjudicates and

processes the request in the following manner:
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. if all existing instances of the poker game are currently being played by 8

players, the existing instances of the game are all fully occupied and the would-
be player cannot be admitted to any instance of the game (101). The user is
notified of the situation and prompted to join a waiting list of would-be players
(102);

. if any one of the existing instances of the poker game does have a vacancy, the

would-be player is admitted to that instance of the game (103) or if previously on
the waiting list, is removed therefrom and admitted to that instance of the game.
An appropriate multiplayer poker GUI is presented to the newly-admitted player
(at 104) to allow him to play the game and to place wagers thereon;

. the register of active participating players is updated (at 105) to include the

details of the newly-admitted player, together with data representative of the
online casino from which the player was admitted to the game, as well as the
particular instance of the game to which he has been admitted;

. when the waiting list of would-be players has grown sufficiently large, say 4 or 5

would-be players (106), the gaming server spawns a new instance of the game
(107) to accommodate the would-be players in the waiting list, and the list is
flushed (108); and

. the register of active participating players is updated (105) to include the details

of all the newly-admitted players in the newly-spawned instance of the game,
together with data representative of the online casino from which the players
were admitted to the instance of the game, as well as the particular instance of
the game to which the players have been admitted.

Any player is able to leave the instance of the poker game in which he is participating at
any time upon completion of a turn of that instance of the game. A flow diagram

outlining the steps required for a player to leave an existing instance of the game is
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outlined in Figure 3. When a participating player leaves an instance of the poker game
(200), the player's departure results in the system (1) undertaking the following actions:

1. the GUI corresponding to the poker game on the computer workstation is

replaced by one allowing the player to select another casino game to play (201);

2. the departing player’s details are removed from the register of active participating
players (202); and

3. the remaining instances of the game are analysed in order to collapse any
sparsely populated instances of the game and to consolidate the participating
players in these instances into a single more densely-populated instance of the
game (203).

The participating players in any instance of the game utilise the wagering means (17) to
place wagers from time to time on a turn of the poker game and effect playing decisions
required during the progress of the turn, as described above. Once the turn of the game
has been completed, the discrimination means (15) determines which of the players is
the winner of the turn and the application web server (12) settles the wagers placed by
the participating players on that turn of the instance of game, as follows, as indicated in
Figure 4:

1. the gaming server (2) notifies an online casino website (3a, 3b) associated with
each player who has made a wager on the turn of the game (300). Each of the
online casino websites (3a, 3b) then debits the individual credit account of its
associated player by an amount equivalent to the magnitude of that player’s
wager (301);

2. the clearing account of an online casino website (3a, 3b) associated with each
player who has made a wager on the turn of the game is then debited by an

amount equivalent to the magnitude of that player's corresponding wager (302);
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3. the clearing account of an online casino website (3a, 3b) associated with the
player who has made the successful wager (303) on the turn of the game is
credited by an amount equivalent to the total of all the wagers inclusive of the

successful wager (304); and

4. the gaming server (2) also notifies the online casino website (3a, 3b) associated
with the successful player (305) and that online casino website credits the
individual credit account of the successful player by an amount equivalent to the
total of all the wagers inclusive of the successful wager (306).

it is anticipated that the wagers placed by the participating players in the game will be
made with credit purchased by such players prior to their participation in the game. For
this purpose each online casino (3a, 3b) includes credit-dispensing means (not shown)
capable of dispensing credit to any player who wishes to participate in the poker game.
The player may purchase credit by means of conventional credit or debit card payment
facilities that are well known in the art and which will not be described here in detail.
Whenever a player purchases credit from the credit dispensing means, the
corresponding online casino (3a, 3b) credits that player's credit account with an amount
equivalent to the quantity of credit purchased by the player.

The above embodiment of the invention does not provide any compensation for an
operator of the gaming server who provides the participating players with a facility to
play the poker game, or for the online casino websites (3a, 3b) that make their players
available to the gaming server (2) for establishment of the poker game. In a variation of
the above embodiment, the application server withholds a portion of the total of all the
wagers on each turn of the game as a rake for the benefit of the operator of the gaming
server (2) and the online casino websites (3a, 3b). A portion of the rake is credited to
the clearing account of each online casino (3a, 3b) as a function of the proportion of
players participating in the turn of the instance of the game through that particular
casino website. In this variation of the embodiment, the clearing account of the casino
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(3a, 3b) associated with the player who has made a successful wager on the turn of the
game is credited with an amount equivalent to the total of all the wagers inclusive of the
successful wager, less the amount of the rake. Analogously, the credit account of the
player who has made the successful wager is credited by an amount equivalent to the

total all the wagers inclusive of the successful wager, less the rake.

It will be appreciated by those skilled in the art that the system (1) provides a facility for
pooling players from different online casino websites (3a, 3b) to enable them to
participate in the game of poker. Prior art systems which enable players to play multi-
player games such as poker operate within the context of a single online casino and
establish these games by utilising players from that casino only. This has undesirable
consequences as the pool of potential players is limited to clients of that particular
casino, and a considerable time may be required for a sufficient number of players to be
gathered before a game can get underway, leading to player frustration and a high
player attrition rate. The present invention establishes a game with players drawn from
a multiplicity of different online casinos, that is, from a larger pool of potential players,
leading to the establishment of a poker game in a reduced time. Further, an established
instance of a poker according to the invention is likely to last longer than a game
established under a prior art system, as there is a larger pool of available players from
which replacements can be drawn to replace participating players who leave the

instance of the game.

it will be further appreciated by those skilled in the art that such an arrangement where
players from several online casino websites (3a, 3b) are pooled for the purpose of
establishing a game, requires the use of a clearing account facility to manage and
process the flow of credit between the various online casinos from which the pool of

players are drawn.

Numerous modifications are possible to this invention without departing from the scope
of the invention. In particular, the system may be applied to any multiplayer zero-sum
game on which participating players may place wagers. Further examples of such
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games are backgammon, bridge, gin rummy, canasta, whist or mah-jong. Further, the
application web server (12) can be arranged to monitor the individual credit account
balances of the participating players at the on-line casino websites (3a and 3b) and to
cause the gaming server (2) to terminate participation in the game of any player whose
credit account balance drops below a predetermined minimum threshold. Still further,
the administration facility may also require each clearing account associated with an on-
line casino website to exceed a prescribed minimum balance at all times, and for the
administration facility (12) to terminate participation in the game of all players who have
accessed the game through an online casino website whose associated account
balance falls below the prescribed minimum balance. Yet further, the credit dispensing
means (not shown) may be a centralised credit dispensing means, instead of a
distributed one available through each online casino website (3a, 3b). Finally, a portal
need not be an online casino website where a variety of different games are offered to a
player, but rather a poker room where poker is the only game available to would-be

players.

The technical problem solved by this invention is to enable implementation of distributed
multiplayer zero-sum games, such as those listed above, drawing and pooling players
from different, possibly competing, entities such as online casinos or other groups such
as sports betting organisations and the like. The invention performs dynamic load
management by spawning new instances of the multiplayer game and collapsing and
merging sparsely populated instances of the game to accommodate changing levels of
player demand. The invention also solves a technical problem of inter-entity transaction
settlement by means of a clearing account facility and a separate clearing account
corresponding to each entity from which participating players are drawn. Individual
player transaction settlement is solved by means of a tier of individual player accounts,

one for each participating player.

The invention therefore provides a novel system and method for establishing and
administering an online multiplayer zero-sum game from a pool of would-be players

drawn from several different on-line casinos.



WO 03/093921 PCT/IB03/01583
23

Claims

1. A system for playing a multiplayer zero-sum game, comprising:

10

15

20

25

30

a gaming server operable under program control to regulate the progress of at
least one instance of the zero-sum game, the gaming server enabling
participation in the at least one instance of the zero-sum game by a
predetermined plurality of players;

a number of portals communicable with the gaming server by means of a
ommunication network;

a user access facility corresponding to each player, each user access facility
being operable by a player to access the gaming server along the communication
network through a selectable one of the number of portals;
a register of players participating in the at least one instance of the game, the
register including, for each participating player, data representative of a
corresponding portal through which the player accessed the gaming server;
a wagering means operable by each player to place a wager on the at least one
instance of the zero-sum game; and

discrimination means responsive to progress of the at least one instance of the
zero-sum game to determine whether a wager placed thereon by any one of the

participating players is successful or unsuccessful.

. A system as claimed in claim 1 in which the gaming server is operable under

program control to initiate a further instance of the zero-sum game when all prior

instances of the game have the predetermined plurality of participating players.

3. A system as claimed in claim 2 which includes an administration facility operable

to legislate access at any time to any instance of the game by any would-be
player requesting participation in the game, as a function of a number of players
currently participating in that instance of the game.



10

15

20

25

30

WO 03/093921 PCT/IB03/01583

24

4. A system as claimed in claim 3 in which the administration facility enables

participation in any instance of the game by players requesting participation
through any one of the number of portals.

. A system as claimed in claim 4 in which the register includes data corresponding

to each participating player in every instance of the game, the data being
representative of an instance of the game in which that player is participating,
and representative of a corresponding portal through which that player accessed

the gaming server.

. A system as claimed in any one of claims 3 to 5 that includes a clearing account

facility having a clearing account corresponding to each one of the number of
portals.

. A system as claimed in claim 6 in which each portal includes a corresponding

sub-register of players participating in any instance of the zero-sum game
through that portal.

. A system as claimed in claim 7 in which each portal has a corresponding credit

account facility having a credit account corresponding to each player in its sub-

register of players.

. A system as claimed in claim 8 that includes credit-dispensing means capable of

dispensing purchased credit to any player participating in any instance of the
zero-sum game in order to play the game, the credit account facility being
operable to credit the credit account of any player who has purchased credit
through the credit dispensing means with an amount equivalent to the credit
purchased by that player.

10.A system as claimed in any one of claims 6 to 9 in which the clearing account

facility is controllable by the discrimination means to debit the clearing account of
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a portal associated with each player who has made an unsuccessful wager on
the turn of an instance of the game by an amount equivalent to the magnitude of

that player's wager.

11.A system as claimed in claim 10 in which the administration facility withholds a
portion of the total of all the wagers on the turn of the instance of the game as a

rake.

12.A system as claimed in claim 11 in which the clearing account facility is
controllable by the discrimination means to credit the clearing account of a portal
associated with a player who has made a successful wager on the turn of the
instance of the game by an amount equivalent to the total of all the unsuccessful
wagers in that turn, less the rake.

13. A system as claimed in claim 12 in which the credit account facility of each portal.
debits the credit account of any player who has made a wager on the turn of the
instance of the game through that portal by an amount equivalent to the

magnitude of the wager.

14.A system as claimed in claim 13 in which the credit account facility of each portal
credits the credit account of any player who has made a successful wager on the
turn of the instance of the game through that portal by an amount equivalent to

the total of all the wagers inclusive of the successful wager, less the rake.

15.A system as claimed in any one of claims 10 and 12 to 14 in which the clearing
account facility adjusts the individual clearing account balances of the portals
only after a plurality of turns of the instance of the zero-sum game as a function

of the outcomes of the plurality of turns.

16.A system as claimed in any one of claims 6 to 15 in which each clearing account

balance has a corresponding minimum threshold.
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17.A system as claimed in claim 16 in which the administration facility suspends
from further participation in any instance of the zero-sum game all players whose
associated portal has a clearing account balance that is less than its respective

minimum threshold.

18.A system as claimed in any one of claims 11 to 17 in which at least a portion of
the rake in the turn of the instance of the game is credited to the clearing
accounts of each portal as a function of a proportion of players participating in
the turn through that portal.

19.A system as claimed in any one of the preceding claims in which the
communication network is an open communication network.

20.A system as claimed in claim 19 in which the open communication network is the

Internet.

21.A system as claimed in claim 20 in which each portal is a website on the World
Wide Web of the Internet.

22.A system as claimed in claim 21 in which the website is an on-line casino

website.
23.A system as claimed in claim 21 in which the website is a poker room website.
24 A system as claimed in any one of claims 21 to 23 in which the user access
facility is a computer workstation connectable to the World Wide Web of the

Internet.

25.A system as claimed in any one of claims 11 to 18 in which the rake withheld

from the total of all the wagers on each turn of the game is zero.
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26.A system as claimed in any one of the preceding claims in which the multiplayer

zero-sum game is a game of multiplayer poker.

27.A server system for a multiplayer zero-sum game, comprising:
a gaming server operable under program control to regulate the progress of at
least one instance of the zero-sum game in which a predetermined plurality of
players can participate, the gaming server being communicable with a number of
portals by means of a communication network and accessible by any one of the
plurality of players through a selectable one of the number of portals;

a register of players participating in the at least one instance of the game, the
register including, for each participating player, data representative of a
corresponding portal through which the player accessed the gaming server; and

discrimination means responsive to progress of the at least one instance of the
zero-sum game to determine whether a wager placed thereon by any one of the

participating players is successful or unsuccessful.

28.A server system as claimed in claim 27 in which the gaming server is operable
under program control to initiate a further instance of the zero-sum game when
all prior instances of the game have the predetermined plurality of participating

players.

29.A server system as claimed in claim 38 that includes an administration facility to
be operable to legislate access at any time to any instance of the game by any
would-be player requesting participation in the game, as a function of a number
of players currently participating in that instance of the game.

30.A server system as claimed in claim 29 in which the administration facility
enables participation in any instance of the game by players requesting
participation through any one of the number of portals.
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31.A server system as claimed in claim 30 in which the register includes data
corresponding to each participating player in every instance of the game, the
data being representative of an instance of the game in which that player is
participating, and representative of a corresponding portal through which that

player accessed the gaming server.

32.A server system as claimed in any one of claims 30 to 31 that includes a clearing
account facility having a clearing account corresponding to each one of the

number of portals.

33.A server system as claimed in claim 32 in which each portal includes a sub-
register of players participating in any instance of the zero-sum game through
that portal.

34.A server system as claimed in claim 33 in which each portal has a corresponding
credit account facility having a credit account corresponding to each player in its
sub-register of players.

35.A server system as claimed in claim 34 that includes credit-dispensing means
capable of dispensing purchased credit to any player participating in any instance
of the zero-sum game in order to play the game, the credit account facility being
operable to credit the credit account of any player who has purchased credit
through the credit dispensing means with an amount equivalent to the credit

purchased by that player.

36.A server system as claimed in any one of claims 32 to 35 in which the clearing
account facility is controllable by the discrimination means to debit the clearing
account of a portal associated with each player who has made an unsuccessful
wager on the turn of an instance of the game by an amount equivalent to the
magnitude of that player’'s wager.
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37.A server system as claimed in claim 36 in which the administration facility
withholds a portion of the total of all the wagers on the turn of the instance of the

game as arake.

38.A server system as claimed in claim 37 in which the clearing account facility is
controllable by the discrimination means to credit the clearing account of a portal
associated with a player who has made a successful wager on the turn of the
instance of the game by an amount equivalent to the total of all the unsuccessful

wagers in that turn, less the rake.

39.A server system as claimed in claim 38 in which the credit account facility of each
portal debits the credit account of any player who has made a wager on the turn
of the instance of the game through that portal by an amount equivalent to the

magnitude of the wager.

40.A server system as claimed in claim 39 in which the credit account facility of each
portal credits the credit account of any player who has made a successful wager
on the turn of the instance of the game through that portal by an amount
equivalent to the total of all the wagers inclusive of the successful wager, less the

rake.

41.A server system as claimed in any one of claims 36 and 38 to 40 in which the
clearing account facility adjusts the individual clearing account balances of the
portals only after a plurality of turns of the instance of the zero-sum game as a

function of the outcomes of the plurality of turns.

42.A server system as claimed in any one of claims 32 to 41 in which each clearing

account balance has a corresponding minimum threshold.

43.A server system as claimed in claim 42 in which the administration facility

suspends from further participation in any instance of the zero-sum game all
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players whose associated portal has a clearing account balance that is less than

its respective minimum threshold.

44.A server system as claimed in any one of claims 37 to 43 in which at least a
portion of the rake in the turn of the instance of the game is credited to the
clearing accounts of each portal as a function of a proportion of players
participating in the turn through that portal.

45.A server system as claimed in any one of claims 37 to 44 in which the rake
withheld from the total of all the wagers on each turn of the game is zero.

46.A server system as claimed in any one of claims 27 to 45 in which the multiplayer
zero-sum game is a game of multiplayer poker.

47.A method of operation of a system for playing a multiplayer zero-sum game,
comprising the steps of:
controlling a gaming server to regulate the progress of at least one instance of
the zero-sum game, the gaming server enabling'participation in the at least one
instance of the zero-sum game by a predetermined plurality of players;
providing a number of portals communicable with the gaming server by means of
a communication network;
establishing access to the gaming server for each player along the
communication network through a corresponding one of the number of portals;
maintaining a register of players participating in the at least one instance of the
game, the register including, for each participating player, data representative of
the corresponding portal through which the player accessed the gaming server;
accepting a wager from any participating player on the at least one instance of
the zero-sum game; and
determining whether a wager placed by any one of the participating players is
successful or unsuccessful in response to progress of the at least one instance of

the zero-sum game.
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48.A method as claimed in claim 47 that includes the step of controlling the gaming
server to initiate a further instance of the zero-sum game when all prior instances
of the game have the predetermined plurality of participating players.

49.A method as claimed in claim 48 that includes the additional step of legislating
access at any time to any instance of the game by any would-be player
requesting participation in the game, as a function of a number of players

participating in that instance of the game.

50.A method as claimed in claim 49 in which participation is enabled in any instance
of the game by players requesting participation in the game through any one of

the number of portals.

51.A method as claimed in claim 50 in which data corresponding to each
participating player in every instance of the game is included in the register, the
data being representative of an instance of the game in which that player is
participating, and representative of a corresponding portal through which that

player accessed the gaming server.

52.A method as claimed in claim any one of claims 49 to 51 that includes the step of
maintaining a clearing account corresponding to each one of the number of

portals.

53.A method as claimed in claim 52 that includes the additional step of establishing
a sub-register corresponding to each portal, the sub-register containing details of
players participating in any instance of the zero-sum game through that portal.

54.A method as claimed in claim 53 in which a credit account is maintained
corresponding to each player included in the sub-register of players.
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55 A method as claimed in claim 54 that includes the steps of dispensing purchased
credit to any player participating in any instance of the zero-sum game in order to
play the game, and crediting the credit account of any player who has purchased
credit by an amount equivalent to the credit purchased by that player.

56.A method as claimed in any one of claims 52 to 55 in which the clearing account
of a portal associated with each player who has made an unsuccessful wager on
the turn of an instance of the game is debited by an amount equivalent to the

magnitude of that player’'s wager.

57 A method as claimed in claim 56 in which a portion of the total of all the wagers
on the turn of the instance of the game is withheld as a rake.

58.A method as claimed in claim 57 in which the clearing account of a portal
associated with a player who has made a successful wager on the turn of the
instance of the game is credited with an amount equivalent to the total of all the

unsuccessful wagers in that tum, less the rake.

59. A method as claimed in claim 58 in which the credit account of any player who
has made a wager on the turn of the instance of the game is debited by an

amount equivalent to the magnitude of the wager.

60.A method as claimed in claim 59 in which the credit account of any player who
has made a successful wager on the turn of the instance of the game is credited
by an amount equivalent to the total of all the wagers inclusive of the successful

wager, less the rake.

61. A method as claimed in any one of claims 56 and 58 to 60 in which the individual
clearing account balances of the portals are adjusted only after a plurality of turns
of the instance of the zero-sum game as a function of the outcomes of the

plurality of turns.
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62.A method as claimed in any one of claims 52 to 61 that includes the step of
determining a corresponding minimum threshold associated with each clearing

account balance.

63.A method as claimed in claim 62 in which all players whose associated portal has
a clearing account balance that is less than its respective minimum threshold are

suspended from further participation in any instance of the zero-sum game.

64.A method as claimed in any one of claims 57 to 63 in which at least a portion of
the rake in the turn of the instance of the game is credited to the clearing
accounts of each portal as a function of a portion of players participating in the
turn through that portal.

65.A method as claimed in any one of claims 57 to 64 in which the rake withheld

from the total of all the wagers on each turn of the game is set to be zero.

66.A method as claimed in any one of claims 47 to 65 in which the multiplayer zero-

sum game is a game of multiplayer poker.

67.A method of operation of a server system for playing a multiplayer zero-sum
game, comprising the steps of:
controlling a gaming server to regulate the progress of at least one instance of
the zero-sum game, the game server enabling participation in the at least one
instance of the zero-sum game by a predetermined plurality of players;
providing a number of portals communicable with the gaming server by means of
a communication network;
establishing access to the gaming server along the communication network
through a corresponding one of the number of  portals;
maintaining a register of players participating in the at least one instance of the
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game, the register including, for each participating player, data representative of
the corresponding portal through which the player accessed the gaming server;
accepting a wager from any participating player on the at least one instance of
the zero-sum game; and

determining whether a wager placed by any one of the participating players is
successful or unsuccessful in response to progress of the at least one instance of

the zero-sum game.

68. A method of operation of a server system as claimed in claim 67 that includes the
step of controlling the gaming server to for initiate a further instance of the zero-
sum game when all the prior instances of the game have the predetermined

plurality of participating players.

69. A method of operation of a server system as claimed in claim 68 that includes the
additional step of legislating access at any time to any instance of the game by
any would-be player requesting participation in the game, as a function of a

number of players participating in that instance of the game.

70.A method of operation of a server system as claimed in claim 69 in which
participation is enabled in any instance of the game by players requesting

participation in the game through any one of the number of portals.

71.A method of operation of a server system as claimed in claim 70 in which data
corresponding to each participating player in every instance of the game is
included in the register, the data being representative of an instance of the game
in which that player is participating, and representative of a corresponding portal

through which that player accessed the gaming server.

72.A method of operation of a server system as claimed in any one of claims 69 to
71 that includes the step of maintaining a clearing account corresponding to each

one of the number of portals.
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73.A method of operation of a server system as claimed in claim 72 that includes the
additional step of establishing a sub-register corresponding to each portal, the
sub-register containing details of players participating in any instance of the zero-
sum game through that portal.

74. A method of operation of a server system as claimed in claim 73 in which a credit
account is maintained corresponding to each player included in the sub-register

of players.

75. A method of operation of a server system as claimed in claim 74 that includes the
steps of dispensing purchased credit to any player participating in any instance o
the zero-sum game in order to play the game, and crediting the credit account of
any player who has purchased credit by an amount equivalent to the credit
purchased by that player.

76.A method of operation of a server system as claimed in any one of claims 72 to
75 in which the clearing account of a portal associated with each player who has
made an unsuccessful wager on the turn of an instance of the game is debited by

an amount equivalent to the magnitude of that player's wager.

77.A method of operation of a server system as claimed in claim 76 in which a
portion of the total of all the wagers on the turn of the instance of the game is
withheld as a rake.

78.A method of operation of a server system as claimed in claim 77 in which the
clearing account of a portal associated with a player who has made a successful
wager on the turn of the instance of the game is credited with an amount

equivalent to the total of all the unsuccessful wagers in that turn, less the rake.
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79.A method of operation of a server system as claimed in claim 78 in which the
credit account of any player who has made a wager on the turn of the instance of

the game is debited by an amount equivalent to the magnitude of the wager.

80.A method of operation of a server system as claimed in claim 79 in which the
credit account of any player who has made a successful wager on the turn of the
instance of the game is credited by an amount equivalent to the total of all the

wagers inclusive of the successful wager, less the rake.

81. A method of operation of a server system as claimed in any one of claims 76 and
78 to 80 in which the individual clearing account balances of the portals are
adjusted only after a plurality of turns of any instance of the zero-sum game as a
function of the outcomes of the plurality of turns.

82. A method of operation of a server system as claimed in any one of claims 72 to
81 that includes the step of determining a minimum threshold associated with

each clearing account balance.

83.A method of operation of a server system as claimed in claim 82 in which all
players whose associated portal has a clearing account balance that is less than
its respective minimum threshold are suspended from further participation in any
instance of the zero-sum game.

84.A method of operation of a server system as claimed in any one of claims 77 to
83 in which at least a portion of the rake in the turn of the instance of the game is
credited to the clearing accounts of each portal as a function of a proportion of

players participating in the turn through that portal.

85. A method of operation of a server system as claimed in any one of claims 77 to
84 in which the rake withheld from the total of all the wagers on each turn of the

game is set to zero.
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86.A method of operation of a server system as claimed in any one of claims 67 to
85 in which the multiplayer zero-sum game is a game of multiplayer poker.
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