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(57) ABSTRACT 

A variety of methods of playing dice games and apparatus 
for implementing the games are disclosed. In one embodi 
ment, at least tWo indicia are displayed, the indicia selected 
from a group of indicia including tWo indicia representing 
each side of a dice, the indicia representing each side of a 
dice having a distinguishing characteristic. In one embodi 
ment, the group of indicia includes each side of a dice 
distinguishable by color. After display of the indicia, a 
player is permitted to hold none, one or more or all of the 
indicia. An indicia is then selected from the group of indica 
for each non-held indica. The resulting combination of 
indicia is then evaluated to determine if it comprises a 
predetermined Winning combination of indicia. In one 
embodiment, a video machine is arranged to implement the 
game. Machine-readable media reading and Writing devices 
alloW players to save and restore games in progress. In one 
or more embodiments, tWo or more gaming devices are 
associated With a common controller. The controller dictates 
a time period by Which a player must provide game play 
input to the gaming device in order to proceed With the 
game. The outcome of the game may be determined by 
comparison to the outcome(s) received by other players 
playing the game. In one embodiment the game comprises 
the display of a plurality of game indicia and a plurality of 
player indicia and includes the step of determining if any of 
the game indicia and player indicia match. A score is 
generated based upon matching symbols. 
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MULTI-PLAYER GAME AND GAMING SYSTEM 

CROSS REFERENCE TO RELATED 
APPLICATIONS 

[0001] This application is a continuation-in-part of US. 
application Ser. No. 09/684,759 ?led Oct. 6, 2000, Which is 
a continuation-in-part of US. application Ser. No. 09/553, 
915 ?led Apr. 20, 2000, Which is a continuation-in-part of 
US. application Ser. No. 09/439,934, ?led on Nov. 12,1999, 
Which is a continuation-in-part of US. application Ser. No. 
09/298,604 ?led on Apr. 23, 1999, each of Which is incor 
porated herein by reference. 

FIELD OF THE INVENTION 

[0002] The present invention relates generally to methods 
of playing games, gaming devices and systems. 

BACKGROUND OF THE INVENTION 

[0003] Traditional slot machine play typically involves 
Wagering on the spin of a mechanical or video-simulated 
reel. No decision making is involved, other than the decision 
to play. No skill is involved Where the outcome of such 
gaming is based upon chance. 

[0004] The interconnection of multiple gaming machines 
to facilitate a gaming system With progressive jackpots is in 
use today. Although such Wide area links involve progres 
sive jackpots, they do not take full advantage of the potential 
created by the interconnection of a plurality of gaming 
machines. Wide area links of gaming machines typically 
involve traditional computer-controlled slot machines, 
Which, although popular, do not involve a substantial skill 
element. Furthermore, traditional slot machines facilitate a 
limited persistence of play. After any given spin, a player is 
likely to leave the computer-controlled slot machine, 
because each spin is a completed cycle rather than part of an 
ongoing game. A game in Which each spin or turn is a part 
of an ongoing game Would be advantageous because such a 
system Would encourage a player to continue playing in 
order to complete a game in progress. 

[0005] Additionally, traditional slot machine play is a 
solitary activity. Players compete only against the house, in 
an introverted process in Which they interact not With each 
other, but only With the gaming machines. With the advent 
of Wide area links of gaming machines, a tremendous 
potential exists to facilitate multiple player tournaments, in 
Which players Would not only compete for the same pro 
gressive jackpots, but actually compete against each other in 
real time. Such multiple player gaming Would be more 
socially interactive, and Would facilitate a fun gaming 
dynamic. 
[0006] Also, traditional slot machines are not equipped to 
permit a player to take a break, and to later resume game 
play. If a player physically leaves an individual slot machine, 
that player may never revisit the speci?c game state Which 
the player left behind. Because players like to take short and 
long term breaks for a variety of reasons, a method to alloW 
a player to save a game state and later restore the saved game 
Would be advantageous. Players Would like to be able to take 
breaks of any length and later resume a saved game at the 
same or another physical location. 

SUMMARY OF THE INVENTION 

[0007] The present invention provides apparatus and 
methods for playing various casino games. In one or more 
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embodiments, the invention comprises a game in Which the 
number of potential Winning combinations is reduced over 
time. As the number of potential Winning combinations is 
reduced, the payout associated With each remaining combi 
nation Winning combination increases. In a number of the 
embodiments, a set of symbols or indicia are provided. After 
placing a Wager, a number of the symbols from the set are 
displayed to a player. The player is permitted to hold one or 
more of the symbols and discard the others. Symbols from 
the remaining set of symbols are then displayed in replace 
ment of the non-held symbols. The ?nal set of displayed 
symbols are compared to predetermined Winning combina 
tions to determine if the player is a Winner. One or more of 
the symbols are then removed from the set of symbols before 
the next round of play. 

[0008] In one embodiment, the combinations comprise 
combinations achievable using the sides of dice (e.g., all 
dice shoWing the same indicia or symbols, the dice shoWing 
a full house, straight or the like). In one or more embodi 
ments, the invention comprises a game in Which the number 
of potential Winning combinations is reduced as play persists 
by removing payable indicia based on previous pay by the 
player. In a number of embodiments, such comprises remov 
ing from play face(s) of the dice, by removing the symbols 
therefrom, replacing them With other symbols or the like. 

[0009] One game in accordance With the present invention 
is designated herein by the term Check. In the game of 
Check, a player spins (rolls) ?ve simulated dice to obtain 
certain scoring combinations during each turn. Each turn 
lasts from one to three spins. After the ?rst spin, a player 
may end the turn or spin again. If a player spins again, the 
player may re-spin all of the dice, or hold any number of the 
dice and re-spin the others. After a maximum of three spins 
in this manner, the turn ends. Once a turn is over, the player 
must assign the result of the dice to one of a number of 
categories on a scorecard. If the result of the dice does not 
?t any of the categories, the player must assign a Zero to one 
of the categories. Over the course of multiple turns, the 
player attempts to ?ll out the multiple prede?ned categories 
on the scorecard. The game is over When the player has ?lled 
all of the prede?ned categories and the resulting point values 
are accumulated. 

[0010] The game of Check involves a substantial skill 
element. During the course of a game, a player must make 
various decisions, for example, Whether to assign an existing 
score to a category or to roll again, Which dice to roll again 
and Which dice to hold, and to Which category to assign a 
score. The outcome of the game and the amount of a player’s 
Winnings or losses are directly dependent upon the decisions 
the player makes. 

[0011] Another such game is denoted herein by the term Z 
Sixty Six. In the game of Z Sixty Six, a player spins (rolls) 
six simulated dice to obtain three, four, ?ve, and six of a 
kind. A player must achieve a minimum of three of a kind 
in order to begin a game. 

[0012] Each turn of a game lasts from one to three spins. 
During the ?rst spin of a turn, a player spins all six dice, 
attempting to achieve a resulting combination in Which at 
least three of the dice are of the same numerical value. After 
the ?rst spin of a turn, the number displayed by the largest 
plurality of the dice automatically becomes a target number 
for the current turn. The dice displaying the target number 
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are automatically held, and if at least three dice displaying 
the target number have been generated, points are assigned 
to a score area associated With the target number. 

[0013] After the ?rst spin, the player re-spins the dice that 
Were not held, attempting to generate more dice displaying 
the target number. Where more dice displaying the target 
number are generated, a predetermined number of points is 
added to the appropriate scoring category, and the additional 
scoring dice are held. After a maXimum of three spins total, 
the turn ends. Over the course of multiple turns, the player 
attempts to ?ll out the multiple prede?ned, scoring catego 
ries. The game is over When the player has ?lled all of the 
prede?ned categories. 

[0014] Another such game is a game called Z Hot Dice. In 
accordance With this game, a player is permitted to spin siX 
simulated dice. It is the goal of the player to achieve the 
maXimum number of each of the siX symbols one through 
siX via tWo-spin or roll rounds. After a ?rst spin, the player 
selects a target number. The target number is a number 
displayed by one of the dice (or none, as the case may be) 
Which has not already been played. The player holds the dice 
displaying the target number. The player then spins the 
non-held dice, resulting in a ?nal combination of siX dice. 
The total number of dice displaying the target number is then 
determined. If the player receives a sufficiently high number 
of dice displaying the target number, the player is aWarded 
a Winning amount. The player is permitted to continue 
playing until each target number has been played. After each 
target number has been displayed, that target number is 
removed from the simulated dice, reducing the total remain 
ing numbers capable of being displayed. 

[0015] The total aWard to the player for each target num 
ber is summed and compared against a qualifying score. The 
qualifying score comprises a score above Which the player 
Would be entitled to participate in a jackpot if the jackpot 
Were then aWarded. 

[0016] Avariety of options and other forms of play of the 
game of Z Hot Dice are disclosed. 

[0017] Another such game is called Z Jackpot Dice. In 
accordance With this game, a player is permitted to spin ?ve 
reels each capable of displaying each of the siX symbols of 
a dice, and three other symbols. In one embodiment, the 
other symbols comprise three letters in the colors red, White 
and blue, With the letters being B, O, N, U and S. 

[0018] In similar fashion to the game of Z Hot Dice, the 
player attempts to receive predetermined combinations of 
target numbers, the target numbers selected from the dice 
symbols of one through siX. Apay table is provided for each 
Winning combination of the target numbers. In addition, a 
bonus amount is associated With each target number. 

[0019] In the course of play, the player spins the reels. If 
the player obtains a combination of the letters (i.e. non-target 
symbols), then the player is aWarded the bonus amount. If 
the letters are not of the same color, then the player is 
aWarded the bonus for the bonus associated With the neXt as 
yet to be played target number. If the letters are of the same 
color, then the player is aWarded the bonus for all of the 
target numbers. If the spin results in a combination of the 
letters only, then the player is permitted to thereafter spin 
again to play a target number. 
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[0020] After the ?rst spin (or the second spin, if the ?rst 
resulted in a Win based on letters only), then the player is 
permitted to select a target number and hold the reels 
displaying the target number. The player is then permitted to 
spin the non-held reels. Thereafter, it is determined if the 
player has received a Winning combination of the target 
number. In one embodiment, the player must receive at least 
3 of the target number to obtain a Winning. 

[0021] Winnings for each target number and any bonus 
Winnings are added and compared against a qualifying score 
for determining if the player is presently permitted to 
participate in a jackpot aWard. The player is permitted to 
continue playing until the player has played all of the target 
numbers. At the conclusion of the game (Whether terminated 
by the player or by completion of all target numbers), the 
player is provided With a ticket in the event the player’s 
score is suf?ciently high to qualify for jackpot participation. 

[0022] In all games, the player inserts coins or utiliZes 
another form of payment/credit to play the game. The player 
is paid a payout dependent upon receiving predetermined 
combinations of elements or categories, and the number of 
rolls needed to achieve the scoring dice combinations. 
Bonuses may be paid for successfully completing the score 
card. 

[0023] Furthermore, the games directly facilitate persis 
tence of play. Each spin is part of an ongoing game. Aplayer 
is encouraged to continue playing to complete turns and 
games in order to maXimiZe the resulting point values or 
scores accumulated on the scorecard. 

[0024] Another game in accordance With the invention is 
referred to herein as DraW Dice. In accordance With an 
embodiment of this game, a method of game play comprises 
the steps of placing a Wager, displaying at least tWo indicia 
selected from a group of indicia, the group of indicia 
including at least tWo indicia representing a side of a dice 
and the at least tWo indicia representing a side of said dice 
having at least one distinguishing attribute, holding none, 
one or more of the displayed indicia, displaying a replace 
ment indicia from the group of indicia for each displayed 
indicia Which is not held, and determining if the resultant 
displayed indicia comprises predetermined Winning combi 
nation of indicia, and if so, paying the player a payout. In 
one embodiment, the distinguishing attribute comprises a 
color, such as a color of the dice. In one embodiment, the 
group of indicia includes each side of a dice in each of three 
different colors, and Whereby said Winning combination may 
include a ?ush of indicia of the same color. 

[0025] In one embodiment, there is provided a jackpot or 
Winning for a game in Which the jackpot is incremented by 
the full amount of a Wager placed by the player to play the 
game. In one embodiment, the jackpot is aWarded for 
receiving one particular Winning combination of indicia 
from a group of Winning combinations of indicia. 

[0026] The computer-controlled slot machines may be 
interlinked onto a local and Wide-area netWork With other 
computer-controlled slot machines. This facilitates multiple 
player tournaments in Which players compete against each 
other in real time, in contrast to playing “against the house.” 
The Wide area netWork also facilitates the payment of 
progressive or other special jackpots. The Wide-area link 
may have progressive jackpots or ?at-rate jackpots, and 
these priZes may be paid daily, Weekly, monthly, and/or 
yearly. 


















































