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(57) ABSTRACT 

Systems and methods are provided Wherein a portion of a 

landscape is transmitted to a remote player device. Accord 

ing to one embodiment, a game controller determines land 

scape information associated With a game being played by a 
player. A ?rst portion of the landscape information is trans 
mitted to a remote player device Without transmitting a 

second portion. For example, a ?rst portion of a maZe 

con?guration may be transmitted Without a second portion. 
The game controller then arranges for the player to play the 
game via the remote player device in accordance With the 

?rst portion of the landscape information, and a game result 
Will be based on the ?rst and second portions of the 
landscape information. 
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SYSTEMS AND METHODS WHEREIN A PORTION 
OF LANDSCAPE INFORMATION IS PROVIDED 

TO A REMOTE PLAYER DEVICE 

FIELD 

[0001] The present invention relates to games. In particu 
lar, the present invention relates to systems and methods 
Wherein a portion of landscape information is provided to a 
remote player device. 

BACKGROUND 

[0002] Many players enjoy playing computer-based 
games, such as fast paced arcade-style games (e.g., games in 
Which a player uses skill, such as his or her planning and 
re?exes, to achieve a goal). Examples of arcade-style games 
include computer-based maZe games, racing games, ?ghting 
games, shooting games, and ?ying games. In a computer 
based maZe game, for example, a player typically moves 
about Within a tWo-dimensional or three-dimensional maZe 

(e.g., by moving an icon or other representation associated 
With the player). The player may, for example, provide 
player inputs (e.g., “up,”“doWn,”“left,” or “right”) to control 
his or her movement Within the maZe. Generally, the player 
uses a keyboard and/or a computer mouse to generate these 
player inputs. 
[0003] Using these player inputs, the player navigates 
through the maZe in an attempt to achieve one or more goals. 
For example, the player may try to exit the maZe or collect 
game items located Within the maZe. The player may need to 
achieve a goal, for example, Within a limited number of 
moves (or a limited amount of movement) or a predeter 
mined period of time. In some games, a goal must be 
achieved before a player encounters a game item Within the 
maZe (e.g., encountering a monster located Within the maZe 
may end game play). 

[0004] Many players also enjoy playing other types of 
games, such as games involving simulated physics. In a 
computer-based golf game, for example, a physics simula 
tion (e.g., a computer program) calculates a trajectory of a 
simulated golf ball in accordance With a set of player inputs, 
(e.g., a golf club type, a golf club velocity, and/or an angular 
measurement associated With a sWing of a golf club). The 
player may continue to provide player inputs (e.g., by taking 
additional sWings) until the simulated golf ball comes to rest 
in a simulated golf hole. In this case, a player may be 
alloWed to shoot the simulated golf ball around, but not 
through, an obstacle (e.g., a tree or a Windmill). 

[0005] One Way a player can play a game, such as any of 
the games described above, is via a player device. For 
example, the player may use his or her Personal Computer 
(PC) to access a Web site associated With a game provider. 

[0006] Some players, hoWever, may try to use automated 
game playing devices to unfairly help them during game 
play. For example, a player may create an automated game 
playing device that captures information When a maZe is 
displayed on a computer screen. In this case, the automated 
game playing device may analyZe the captured information 
and calculate an optimal path through the maZe (e.g., a path 
that exits the maZe While collecting a maximum number of 

game items). 

[0007] In a game involving multiple players, such an 
automated game playing device may be a concern to other 
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players, Who can become discouraged if they are unable to 
compete With the automated game playing device. This Will 
be particularly true if the players have provided payment in 
exchange for playing the game and/or are competing for a 
prize. 

[0008] In addition to being a concern to other players, 
automated game playing devices can pose problems for 
game providers. Consider, for example, a game provider that 
promises to pay one thousand dollars to every player Who 
successfully completes a computer-based maZe game in less 
than thirty seconds. In this case, an automated game playing 
device may result in the game provider paying out an 
unfairly large number of priZes. 

[0009] To discourage the use of automated game playing 
devices, the computer-based maZe game may display only a 
portion of a maZe to a player. In this Way, an automated game 
playing device that captures information from a game dis 
play may be unable to calculate an optimal path through the 
maZe (e.g., because some of the information required for 
such a calculation is included in the game display). This 
approach may even make game play more exciting (e.g., 
because the player Will not knoW What to expect has he or 
she navigates through the maZe). 

[0010] Such an approach, hoWever, may not prevent all 
automated game playing devices from unfairly helping 
players. For example, even if the game display does not 
include information sufficient to calculate a path through the 
maZe, an automated game playing device may be able to 
determine this information in other Ways. For example, an 
automated game playing device may examine information 
stored in computer’s memory or hard disk drive to determine 
a maZe con?guration. Similarly, an automated game playing 
device may intercept and/or decode information received 
from a game provider to determine a maZe con?guration. 
Thus, even When a portion of a maZe is not shoWn in a game 
display, an automated game playing device may still be able 
to unfairly help a player during game play (e.g., by calcu 
lating a path through a maZe). 

[0011] Similar problems exist With other types of com 
puter-based games (e.g., an automated game playing device 
may calculate an optimal series of simulated golf sWings 
based on terrain information stored at a player device). 

SUMMARY 

[0012] To alleviate problems inherent in the prior art, the 
present invention introduces systems and methods Wherein 
a portion of landscape information is provided to a remote 
player device. 

[0013] According to one embodiment, a game controller 
determines landscape information associated With a game 
being played by a player. A ?rst portion of the landscape 
information is transmitted to a remote player device via a 
communication netWork Without a second portion. The 
game controller arranges for the player to play the game via 
the remote player device in accordance With the ?rst portion 
of the landscape information, and a game result Will be 
based on the ?rst and second portions of the landscape 
information. 

[0014] Another embodiment is directed to facilitating 
game play at a game controller, Wherein game play is 
associated With movement Within a maZe. According to this 
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embodiment, it is arranged for a player to provide payment 
in exchange for game play. A ?rst portion of the maZe is 
determined based on an initial player location Within the 
maZe, and the ?rst portion is transmitted to a remote player 
device Without a second portion. It is arranged for the player 
to play a game via the remote player device in accordance 
With the ?rst portion of the maZe. The ?rst portion of the 
maZe is updated based on a current player location Within the 
maZe, and the updated ?rst portion of the maZe is transmitted 
to the remote player device. A game result is determined 
based on movement Within the maZe by the player, and it is 
arranged for the player to receive payment of a monetary 
amount based on the game result. 

[0015] According to another embodiment, game informa 
tion associated With a game being played by a player is 
determined, and it is arranged for a remote player device to 
receive a ?rst portion of the game information Without 
receiving a second portion. It is also arranged for the player 
to play the game at the remote player device in accordance 
With the ?rst portion of the game information, and a game 
result Will be based on the ?rst and second portions of the 
game information. 

[0016] Another embodiment is directed to facilitating 
game play at a player device. According to this embodiment, 
a ?rst portion of game information is received from a remote 
game controller via a communication netWork Without 
receiving a second portion of game information. It is 
arranged for a player to play a game via the player device in 
accordance With the ?rst portion of the game information, 
and a game result Will be based on the ?rst and second 
portions of the game information. 

[0017] One embodiment of the present invention com 
prises: means for determining landscape information asso 
ciated With a game being played by a player; means for 
transmitting a ?rst portion of the landscape information to a 
remote player device via a communication netWork Without 
transmitting a second portion; and means for arranging for 
the player to play the game via the remote player device in 
accordance With the ?rst portion of the landscape informa 
tion, Wherein a game result Will be based on the ?rst and 
second portions of the landscape information. 

[0018] Another embodiment comprises: means for arrang 
ing for a player to provide payment in eXchange for game 
play; means for determining a ?rst portion of the maZe based 
on an initial player location Within the maZe; means for 
transmitting the ?rst portion of the maZe to a remote player 
device Without transmitting a second portion; means for 
arranging for the player to play a game via the remote player 
device in accordance With the ?rst portion of the maZe; 
means for updating the ?rst portion of the maZe based on a 
current player location Within the maZe; means for trans 
mitting the updated ?rst portion of the maZe to the remote 
player device; means for determining a game result based on 
movement Within the maZe by the player; and means for 
arranging for the player to receive payment of a monetary 
amount based on the game result. 

[0019] Still another embodiment comprises: means for 
determining game information associated With a game being 
played by a player; means for arranging for a remote player 
device to receive a ?rst portion of the game information 
Without receiving a second portion; and means for arranging 
for the player to play the game at the remote player device 
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in accordance With the ?rst portion of the game information, 
Wherein a game result Will be based on the ?rst and second 
portions of the game information. 

[0020] Yet another embodiment comprises: means for 
receiving a ?rst portion of game information from a remote 
game controller via a communication netWork Without 
receiving a second portion of game information; and means 
for arranging for a player to play a game via a player device 
in accordance With the ?rst portion of the game information, 
Wherein a game result Will be based on the ?rst and second 
portions of the game information. 

[0021] With these and other advantages and features of the 
invention that Will become hereinafter apparent, the inven 
tion may be more clearly understood by reference to the 
folloWing detailed description of the invention, the 
appended claims, and the draWings attached herein. 

BRIEF DESCRIPTION OF THE DRAWINGS 

[0022] FIG. 1 is a block diagram overvieW of a game 
system according to an embodiment of the present inven 
tion. 

[0023] FIG. 2A is a How chart of a method for facilitating 
game play according to an embodiment of the present 
invention. 

[0024] FIG. 2B illustrates landscape information accord 
ing to an embodiment of the present invention. 

[0025] FIG. 3 is a block diagram of a player device 
according to an embodiment of the present invention. 

[0026] FIG. 4 is a tabular representation of a portion of a 
game play database according to an embodiment of the 
present invention. 

[0027] FIG. 5 is a block diagram of a game controller 
according to an embodiment of the present invention. 

[0028] FIG. 6 is a tabular representation of a portion of a 
player database according to an embodiment of the present 
invention. 

[0029] FIG. 7 is a tabular representation of a portion of a 
game database according to an embodiment of the present 
invention. 

[0030] FIG. 8 is a tabular representation of a portion of a 
landscape database according to an embodiment of the 
present invention. 

[0031] FIG. 9 is a How chart of a computer-implemented 
method for facilitating game play at a game controller 
according to an embodiment of the present invention. 

[0032] FIG. 10 is a How chart of a method for facilitating 
game play at a player device according to an embodiment of 
the present invention. 

[0033] FIGS. 11A through 11C illustrate player devices 
displaying game information according to some embodi 
ments of the present invention. 

DETAILED DESCRIPTION 

[0034] Embodiments of the present invention are directed 
to systems and methods Wherein a portion of “landscape 
information” is provided to a remote player device. As used 
herein, the phrase “landscape information” may refer to, for 
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example, game information that is provided to a player, or 
to a player device, during game play. Consider, for eXample, 
a computer-based maZe game. In this case, landscape infor 
mation may comprise a particular maZe con?guration and/or 
game items located Within the maZe. Other eXamples of 
landscape information include terrain and terrain features 
(e.g., mud, sand, and Water) and map information (e.g., 
roads and buildings). Note that the landscape information 
does not need to be static. Consider, for eXample, a com 
puter-based space game. In this case, the landscape infor 
mation may comprise siZe, direction, and velocity informa 
tion associated With a number of asteroids and planets that 
must be avoided (or obtained) during game play. 
[0035] Game System OvervieW 
[0036] Turning noW in detail to the draWings, FIG. 1 is a 
block diagram of a game system 100 according to one 
embodiment of the present invention. The game system 100 
includes a game controller 500 in communication With a 
number of remote player devices 300. As used herein, 
devices (such as the player devices 300 and the game 
controller 500) may communicate, for eXample, via a com 
munication netWork, such as a Local Area Network (LAN), 
a Metropolitan Area Network (MAN), a Wide Area NetWork 
(WAN), a proprietary netWork, a Public SWitched Telephone 

NetWork (PSTN), a Wireless Application Protocol netWork, a cable television netWork, or an Internet Protocol 

(IP) netWork such as the Internet, an intranet or an eXtranet. 
Moreover, as used herein, communications include those 
enabled by Wired or Wireless technology. Note that although 
a single game controller 500 is shoWn in FIG. 1, any number 
of game controllers 500 may be included in the game system 
100. Similarly, any number of the other devices described 
herein may be included in the game system 100 according to 
embodiments of the present invention. 

[0037] In one embodiment, a player device 300 commu 
nicates With a remote, Web-based game controller 500 (e.g., 
a server) via the Internet. Although some embodiments are 
described With respect to information eXchanged via a game 
provider’s Web site, according to other embodiments infor 
mation is instead eXchanged, for eXample, via: a telephone, 
an Interactive Voice Response Unit (IVRU), electronic mail, 
a WEBTV® interface, a cable netWork interface, and/or a 
Wireless communication system. 

[0038] The player device 300 and the game controller 500 
may be any devices capable of performing various functions 
described herein. The player device 300 may be, for 
eXample: a PC, a portable computing device such as a 
Personal Digital Assistant (PDA), a Wired or Wireless tele 
phone, a one-Way or tWo-Way pager, a kiosk (e.g., a game 
kiosk located at an airport terminal), an interactive television 
device, a game terminal (e.g., a SONY PLAY STATION® 
video game terminal), or any other appropriate storage 
and/or communication device. 

[0039] Note that the devices shoWn in FIG. 1 need not be 
in constant communication. For eXample, the player device 
300 may only communicate With the game controller 500 via 
the Internet When appropriate (e.g., When attached to a 
“docking” station or “cradle” coupled to the player’s PC). 
The player device 300 may also communicate With the game 
controller 500 via an infrared device When near a game 
kiosk. 

[0040] A player can use a player device 300 to receive 
information associated With game play. For eXample, a 
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player may vieW a portion of a maZe via the player device 
300. The player device 300 may also be used to provide or 
generate player inputs during game play. For eXample, a 
player may use a keyboard or mouse coupled to his or her 
PC to navigate through a maZe. 

[0041] As shoWn in FIG. 1, a player may also attempt to 
use an automated game playing device 360 to help him or 
her during game play. The automated game playing device 
360 may be, for eXample, a modi?ed game program or a 
separate softWare program that is being eXecuted on the 
player device 300. For eXample, a player may create an 
automated game playing device 360 that analyZes informa 
tion received by, or stored at, the player device 360 in order 
to determine a maZe con?guration. The automated game 
playing device 360 may then calculate an optimal path 
through the maZe (e.g., a path that eXits the maZe While 
collecting a maXimum number of game items). 

[0042] FIG. 2A is a How chart of a method for facilitating 
game play according to an embodiment of the present 
invention. The How charts in FIG. 2A and the other ?gures 
described herein do not imply a ?Xed order to the steps, and 
embodiments of the present invention can be practiced in 
any order that is practicable. Moreover, the methods may be 
performed by any of the devices described herein. The 
method shoWn in FIG. 2A may be performed, for eXample, 
by the game controller 500. 

[0043] At 202, landscape information associated With a 
game being played by a player is determined. For eXample, 
the game controller 500 may generate the landscape infor 
mation (e. g., using a random landscape generator) or retrieve 
pre-stored landscape information. Note that the landscape 
information may be associated With the particular game 
being played by the player, or With multiple games and/or 
players. The landscape information may comprise, for 
eXample, maZe information, terrain information, game item 
information, game item locations, game priZe information 
(e.g., indicating that a particular priZe is Worth $5 .00), and/or 
game priZe locations. 

[0044] At 204, a ?rst portion of the landscape information 
is transmitted to a player device 300 Without transmitting a 
second portion. For eXample, the game controller 500 may 
only transmit a portion of a maZe, a portion of a terrain, a 
subset of game item information, a subset of game item 
locations, a subset of game priZe information, and/or a 
subset of game priZe locations. In a computer-based maZe 
game, the game controller 500 might only transmit the 
section of the maZe around the player’s current location. In 
this Way, an automated game playing device 300 Will be 
unable to analyZe (and make calculations based on) the other 
sections of the maZe. 

[0045] Note that although the second portion of the land 
scape information is not transmitted to the player device 300 
at this point, some or all of this information may eventually 
be transmitted during game play. For eXample, the game 
controller 500 may update the ?rst portion of the landscape 
information based on a player’s current location and trans 
mit the updated ?rst portion to the player device 300. In a 
computer-based maZe game, this may mean that additional 
sections of a maZe are transmitted to the player device 300 
during game play. 
[0046] Also note that some information associated With 
the second portion can be transmitted to the player device 
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300 and/or displayed to the player. For example, a coarse 
outline of an entire maze may be transmitted to the player 
device 300, but detailed information (e.g., shoWing game 
items Within the maZe) may only be transmitted With respect 
to the ?rst portion. 

[0047] It is then arranged for the player to play the game 
via the player device 300 in accordance With the ?rst portion 
of the landscape information at 206. For example, a player 
may provide player inputs in order to move about Within a 
maZe. Note that a game result Will eventually be based on the 
?rst and second portions of the landscape information. That 
is, Whether or not the player is able to exit a maZe Within a 
predetermined period of time may depend on a portion of the 
maZe that is not initially transmitted to the player device 
300. 

[0048] By Way of example, consider the landscape infor 
mation 250 shoWn in FIG. 2B. In this case, the landscape 
information 250 is a tWo-dimensional maZe comprising 
areas “A1” through “19.” Although a tWo-dimensional maZe 
is shoWn in FIG. 2B for clarity, embodiments of the present 
invention Would similarly apply to three-dimensional maZes. 
FIG. 2B also shoWs an indication of the player’s current 
position 252 and game items 254 that can be collected by the 
player during game play. 

[0049] As represented by a dashed box in FIG. 2B, only 
a portion 256 of the landscape information 250 is transmit 
ted to the player device 300. This portion 256 is then 
displayed do the player via a game display 260. That is, only 
the portion of the landscape information 250 representing 
areas “E2” through “I8” is transmitted to the player device 
300. In this Way, an automated game playing device 360 Will 
be unable to calculate an optimal path through the entire 
landscape information 250. 

[0050] Because additional information Will need to be sent 
to the player device 300 during game play (e.g., When the 
player moves to area “B2”), a game provider may ?nd it 
dif?cult to provide smooth, fast-past game play via the 
player device 300. That is, the player device 300 may be 
prevented from displaying the additional portions of the 
maZe until those portions are received from the game 
controller 500. 

[0051] To address such a problem, the game controller 500 
may transmit to the player device 300 both information that 
Will currently be displayed to the player (i.e., the portion 
256) and an additional portion 258 that Will not currently be 
displayed to the player (i.e., represented by the shaded area 
in FIG. 2B). That is, an additional “fringe” of information 
representing an area outside the game display 260 may be 
transmitted to the player device 300 to enable smoother 
and/or faster game play. Note that even in this case, much of 
the landscape information 250 is still not transmitted to the 
player device 300 (providing protection against automated 
game playing devices 360). 

[0052] The game controller 500 may determine the dis 
played portion 256 and/or the additional portion 258 based 
on a current game location associated With the player. These 
portions 256, 258 may also be determined based on, for 
example, direction information, speed information, accel 
eration information, and/or a prior game location. For 
example, if a player is moving sloWly to the left Within a 
maZe, the game controller 500 may transmit a small addi 
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tional portion 258 representing an area to the left of the 
current game display 260. If the player begins to move more 
quickly, the game controller 500 Would instead transmit a 
larger additional portion 258 to the player device 300. 

[0053] According to one embodiment, it is arranged for a 
player to provide payment in exchange for game play. For 
example, the game controller 500 may arrange for a player 
to provide payment via a payment identi?er associated With 
a credit card account, a debit card account, a bank account, 
and/or a digital payment protocol. The game controller 500 
may also arrange for a player to receive priZe (e.g., payment 
of a priZe amount) based on a game result. As shoWn in FIG. 
1, a payment device 110 can be used for the player to 
provide or receive payment (e.g., payment of a monetary 
amount or an alternate currency amount such as a gift 

certi?cate). 
[0054] As described above, the present invention may be 
directed to a game of skill (i.e., a game in Which a game 
result is determined predominately by skill as opposed to 
chance) such as an arcade-style game in Which the player 
moves Within a landscape (e.g., a computer-based maZe 
game). As another example, a player may move about a 
terrain (e.g., including hills, forests, and streams). 

[0055] According to another embodiment, the game con 
troller 500 determines other types of game information 
associated With a game being played by a player. It is then 
arranged for a player device 300 to receive a ?rst portion of 
the game information Without receiving a second portion. 
The game controller 500 then arranges for the player to play 
the game at the player device 300 in accordance With the ?rst 
portion of the game information, and a game result Will be 
based on the ?rst and second portions of the game informa 
tion. For example, the game information may comprise text 
information, image information, and/or audio information. 

[0056] Such an embodiment may be used, for example, in 
connection With a game of skill associated With a physics 
simulation such a golf simulation (including a golf putting 
simulation). Other games that are associated With physics 
simulations include archery games, moving Water games 
(e.g., White Water rafting), racing games, ?shing or hunting 
games, sports games (e.g., baseball, basketball, football, 
soccer, and hockey games), boWling games, billiards games, 
throWing games, ring-toss games, shooting games, and 
space-based games. The present invention may also be 
applicable, for example, With respect to trivia and puZZle 
games. Of course, a single game may incorporate more than 
one type of game play (e.g., by including both arcade-style 
game play and a physics simulation). 

[0057] Player Device 

[0058] FIG. 3 illustrates a player device 300 that is 
descriptive of the device shoWn in FIG. 1 according to an 
embodiment of the present invention. The player device 300 
comprises a processor 310, such as one or more INTEL® 
Pentium® processors, coupled to a communication device 
320 con?gured to communicate via a communication net 
Work (not shoWn in FIG. 3). The communication device 320 
may be used to communicate, for example, With the game 
controller 500 and/or the payment device 110. 

[0059] The processor 310 is also in communication With 
an input device 340. The input device 340 may comprise, for 
example, a keyboard, a mouse or other pointing device, a 
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microphone, a knob or a switch (including an electronic 
representation of a knob or a sWitch), an infrared port, a 
docking station, and/or a touch screen. Such an input device 
340 may be used, for example, to provide player inputs (e. g., 
by manipulating a pointer associated With a computer-based 
maze game). 

[0060] The processor 310 is also in communication With 
an output device 350. The output device 340 may comprise, 
for eXample, a display (e.g., a computer monitor), a speaker, 
and/or a printer. The output device 350 may be used, for 
eXample, to provide game information to a player (e.g., by 
displaying a portion of a maZe to a player). 

[0061] The processor 310 is also in communication With a 
storage device 330. The storage device 330 may comprise 
any appropriate information storage device, including com 
binations of magnetic storage devices (e.g., magnetic tape 
and hard disk drives), optical storage devices, and/or semi 
conductor memory devices such as Random Access Memory 
(RAM) devices and Read Only Memory (ROM) devices. 

[0062] The storage device 330 stores a program 315 for 
controlling the processor 310. The processor 310 performs 
instructions of the program 315, and thereby operates in 
accordance With the present invention. For eXample, the 
processor 310 may receive a ?rst portion of game informa 
tion from a game controller 500 Without receiving a second 
portion of game information. The processor 310 may also 
arrange for a player to play a game in accordance With the 
?rst portion of the game information, and a game result may 
be based on the ?rst and second portions of the game 
information. 

[0063] As used herein, information may be “received” by 
or “transmitted” to, for eXample: the player device 300 
from the game controller 500; or (ii) a softWare application 
or module Within the player device 300 from another soft 
Ware application, module, or any other source. 

[0064] FIG. 11A illustrates a PC 302 displaying a com 
puter-based maZe game according to an embodiment of the 
present invention. The PC 302 includes a keyboard 342A 
and a mouse 342B Which can be used by a player to provide 
player inputs (e.g., moves Within a maZe). The PC 302 also 
includes a computer display 352A and speakers 352B Which 
can be used, for eXample, to provide a portion of a maZe 
con?guration to a player. 

[0065] FIG. 11B illustrates a PDA 304 displaying a com 
puter-based racing game according to another embodiment 
of the present invention. The PDA 304 includes an input 
device 344 and an output device 354 (e.g., a display screen) 
that may be used by a player during game play. Similarly, 
FIG. 11C illustrates a Wireless telephone 306 including an 
input device 346 and an output device 356 displaying a 
computer-based space game. 

[0066] As shoWn in FIG. 3, the storage device 330 also 
stores a game play database 400. An eXample of a game play 
database 400 Will noW be described in detail. The illustra 
tions and accompanying descriptions of the databases pre 
sented herein are exemplary, and any number of other 
database arrangements could be employed besides those 
suggested by the ?gures. 
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[0067] Game Play Database 
[0068] Referring to FIG. 4, a table represents the game 
play database 400 that may be stored at a player device 300 
according to an embodiment of the present invention. The 
table includes an entry identifying a game that is being 
played by a player via the game system 100. The table also 
de?nes ?elds 402, 404, 406, 408 for the entry. The ?elds 
specify: a game identi?er 402, a player identi?er 404, a 
landscape portion 406, and a current player location 408. 
The information in the game play database 400 may be 
created and updated, for eXample, as a player plays a game 
via the game system 100. 

[0069] The game identi?er 402 may be, for eXample, an 
alphanumeric code associated With a game that is being 
played via the game system 100. The player identi?er 404 
represents a player Who is playing the game. 

[0070] The landscape portion 406 represents a portion of 
a landscape that has been received from the game controller 
500. As illustrated in FIG. 4, the landscape portion 406 may 
represent a portion of a maZe (i.e., areas “E2” through “I8” 
as shoWn in FIG. 2B). Note that the landscape portion 406 
may be updated by the game controller 500 during game 
play. The current player location 408 represents a current 
location of the player Within the landscape (i.e., area “I5” as 
shoWn in FIG. 2B). Because the entire landscape is not 
stored at the player device 300, an automated game playing 
device 360 may be unable to calculate an optimal strategy 
for the player. 

[0071] Game Controller 
[0072] FIG. 5 illustrates a game controller 500 that is 
descriptive of the device shoWn in FIG. 1 according to an 
embodiment of the present invention. The game controller 
500 comprises a processor 510, such as one or more 
INTEL® Pentium® processors, coupled to a communica 
tion device 520 con?gured to communicate via a commu 
nication netWork (not shoWn in FIG. 5). The communication 
device 520 may be used to communicate, for eXample, With 
one or more player devices 300 and/or the payment device 
110. 

[0073] The processor 510 is also in communication With a 
storage device 530. The storage device 530 may comprise 
any appropriate information storage device, including com 
binations of magnetic storage devices (e.g., magnetic tape 
and hard disk drives), optical storage devices, and/or semi 
conductor memory devices such as RAM devices and ROM 
devices. 

[0074] The storage device 530 stores a program 515 for 
controlling the processor 510. The processor 510 performs 
instructions of the program 515, and thereby operates in 
accordance With the present invention. For eXample, the 
processor 510 may determine landscape information asso 
ciated With a game being played by a player and transmit a 
?rst portion of the landscape information to a player device 
300 Without transmitting a second portion. The processor 
510 may also arrange for the player to play in accordance 
With the ?rst portion of the landscape information. 

[0075] According to one embodiment, the processor 510 
arranges for a player to provide payment in eXchange for 
game play. The processor 510 also determines a ?rst portion 
of a maZe based on an initial player location Within the maZe 
and transmits the ?rst portion to a player device 300 Without 
transmitting a second portion. The processor 510 then 










