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(57) ABSTRACT 

A computer-implemented method alloWs a player-banker to 
play a Wagering game against at least one virtual opponent. 
The player-banker selects virtual opponents and accepts 
Wagers from them. The gaming apparatus determines the 
Winners and adjusts the credits according to the rules of the 
Wagering game. In the method, a gaming apparatus includes 
a user input unit and a display unit, and the player selects 
virtual opponents via the user input unit. A computer pro 
gram product for a gaming apparatus that includes a user 
input unit, a display unit and a processor unit is also 
disclosed. 
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COMPUTER-IMPLEMENTED METHOD AND 
GAMING APPARATUS FOR ALLOWING A 

PLAYER-BANKER TO PLAY AGAINST AT LEAST 
ONE VIRTUAL OPPONENT 

CROSS-REFERENCE TO RELATED 
APPLICATION 

[0001] This application claims priority of R.O.C. Patent 
Application No. 090132367, ?led on Dec. 26, 2001. 

BACKGROUND OF THE INVENTION 

[0002] 1. Field of the Invention 

[0003] The invention relates to a gaming apparatus, more 
particularly to a computer-implemented method and gaming 
apparatus for alloWing a player-banker to play against at 
least one virtual opponent. 

[0004] 2. Description of the Related Art 

[0005] A conventional gaming apparatus alloWs players to 
playa one-to-one game With a computer acting as a virtual 
banker. It is desired by some players to be able to play a 
one-to-many game to increase their chances of Winning. 

SUMMARY OF THE INVENTION 

[0006] Therefore, the object of the present invention is to 
provide a computer-implemented method and gaming appa 
ratus for alloWing a player-banker (i.e., the human player 
playing the role of a virtual banker) to play against at least 
one virtual opponent. 

[0007] According to one aspect of the invention, there is 
provided a computer-implemented method for playing a 
Wagering game. The computer-implemented method com 
prises: 

[0008] (a) providing a gaming apparatus that includes 
a user input unit and a display unit; 

[0009] (b) alloWing a player-banker to operate the 
user input unit for selecting at least one virtual 
opponent and for accepting a Wager from each of 
said at least one virtual opponent; and 

[0010] (c) alloWing the player-banker to play the 
Wagering game With each of said at least one virtual 
opponent, Wherein the gaming apparatus shoWs 
progress of the Wagering game played by the player 
banker With each of said at least one virtual opponent 
on the display unit, Wherein the gaming apparatus 
determines the Winner betWeen the player-banker 
and each of said at least one virtual opponent accord 
ing to a set of game rules associated With the 
Wagering game, Wherein the gaming apparatus 
shoWs result of the Wagering game played by the 
player-banker With each of said at least one virtual 
opponent on the display unit, and Wherein the gam 
ing apparatus adjusts credits for the player-banker 
and each of said at least one virtual opponent accord 
ing to the result of the Wagering game played by the 
player-banker With each of said at least one virtual 
opponent and With reference to the Wager placed by 
each of said at least one virtual opponent. 

[0011] According to another aspect of the invention, there 
is provided a computer program product for a gaming 
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apparatus that includes a user input unit, a display unit and 
a processor unit coupled to the user input unit and the 
display unit. The computer program product adapts the 
gaming apparatus for playing a Wagering game, and com 
prises: 

[0012] a computer readable storage medium compris 
ing: 

[0013] a ?rst code that directs the processor unit to 
alloW a player-banker to operate the user input 
unit for selecting at least one virtual opponent and 
for accepting a Wager from each of said at least 
one virtual opponent; and 

[0014] a second code that directs the processor unit 
to alloW the player-banker to play the Wagering 
game With each of said at least one virtual oppo 
nent, including a code that directs the processor 
unit to shoW progress of the Wagering game 
played by the player-banker With each of said at 
least one virtual opponent on the display unit, a 
code that directs the processor unit to determine 
the Winner betWeen the player-banker and each of 
said at least one virtual opponent according to a 
set of game rules associated With the Wagering 
game, a code that directs the processor unit to 
shoW result of the Wagering game played by the 
player-banker With each of said at least one virtual 
opponent on the display unit, and a code that 
directs the processor unit to adjust credits for the 
player-banker and each of said at least one virtual 
opponent according to the result of the Wagering 
game played by the player-banker With each of 
said at least one virtual opponent and With refer 
ence to the Wager placed by each of said at least 
one virtual opponent. 

[0015] According to yet another aspect of the invention, a 
gaming apparatus for playing a Wagering game comprises: 

[0016] 

[0017] 

a user input unit; 

a display unit; 

[0018] ?rst means for alloWing a player-banker to 
operate the user input unit so as to select at least one 
virtual opponent and so as to accept a Wager from 
each of said at least one virtual opponent; and 

[0019] second means for alloWing the player-banker 
to play the Wagering game With each of said at least 
one virtual opponent, Wherein progress of the Wager 
ing game played by the player-banker With each of 
said at least one virtual opponent is shoWn on the 
display unit, Wherein the Winner betWeen the player 
banker and each of said at least one virtual opponent 
is determined according to a set of game rules 
associated With the Wagering game, Wherein result of 
the Wagering game played by the player-banker With 
each of said at least one virtual opponent is shoWn on 
the display unit, and Wherein credits for the player 
banker and each of said at least one virtual opponent 
are adjusted according to the result of the Wagering 
game played by the player-banker With each of said 
at least one virtual opponent and With reference to 
the Wager placed by each of said at least one virtual 
opponent. 
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[0020] According to a further aspect of the invention, a 
gaming apparatus comprises a user input unit, a display unit, 
a processor unit coupled to the user input unit and the 
display unit, and a computer program product for adapting 
the gaming apparatus for playing a Wagering game. The 
computer program product comprises a computer readable 
storage medium that includes: 

[0021] a ?rst code that directs the processor unit to 
alloW a player-banker to operate the user input unit 
for selecting at least one virtual opponent and for 
accepting a Wager from each of said at least one 
virtual opponent; and 

[0022] a second code that directs the processor unit to 
alloW the player-banker to play the Wagering game 
With each of said at least one virtual opponent, 
including a code that directs the processor unit to 
shoW progress of the Wagering game played by the 
player-banker With each of said at least one virtual 
opponent on the display unit, a code that directs the 
processor unit to determine the Winner betWeen the 
player-banker and each of said at least one virtual 
opponent according to a set of game rules associated 
With the Wagering game, a code that directs the 
processor unit to shoW result of the Wagering game 
played by the player-banker With each of said at least 
one virtual opponent on the display unit, and a code 
that directs the processor unit to adjust credits for the 
player-banker and each of said at least one virtual 
opponent according to the result of the Wagering 
game played by the player-banker With each of said 
at least one virtual opponent and With reference to 
the Wager placed by each of said at least one virtual 
opponent. 

[0023] This invention provides a computer-implemented 
method and gaming apparatus that not only reverse the roles 
of the human player and the computer in the conventional 
gaming apparatus, but also alloW the player to play a 
one-to-many game With virtual opponents for added eXcite 
ment. 

BRIEF DESCRIPTION OF THE DRAWINGS 

[0024] Other features and advantages of the present inven 
tion Will become apparent in the folloWing detailed descrip 
tion of the preferred embodiment With reference to the 
accompanying draWings, of Which: 

[0025] FIG. 1 is a perspective vieW of the preferred 
embodiment of a gaming apparatus according to the present 
invention; 
[0026] FIG. 2 is a schematic circuit block diagram of the 
preferred embodiment; and 

[0027] FIGS. 3 and 4 are ?oWcharts to illustrate the 
preferred embodiment of a computer-implemented method 
for alloWing a player-banker to play against at least one 
virtual opponent according to the present invention. 

DETAILED DESCRIPTION OF THE 
PREFERRED EMBODIMENT 

[0028] Referring to FIG. 1, the preferred embodiment of 
a gaming apparatus 1 according to the present invention is 
adapted for alloWing a player-banker to play a Wagering 
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game against at least one virtual opponent. Referring further 
to FIG. 2, the gaming apparatus 1 comprises a user input 
unit 11, a processor unit 12, a display unit 13, a sound 
generating unit 14, and a poWer supply unit 15 coupled to the 
user input unit 11, the processor unit 12, the display unit 13 
and the sound generating unit 14. The user input unit 11 is 
operable so as to receive an input from the user. The display 
unit 13 is operable so as to shoW game images thereon. The 
sound generating unit 14 is operable so as to provide audible 
instructions and information to the user. The processor unit 
12 is coupled to and controls the operations of the user input 
unit 11, the display unit 13 and the sound generating unit 14 
in accordance With pre-programmed instructions. Prefer 
ably, the processor unit 12 is in the form of a circuit board 
that is mounted removably in the gaming apparatus 1 and 
that includes: a computer readable storage medium 121, 
such as a read-only memory device, recorded With program 
codes for performing the computer-implemented method of 
this invention; a central processing unit (CPU) 122 for 
eXecuting the program codes; an image processor 123; and 
a random access memory (RAM) 124. HoWever, it should be 
apparent to those skilled in the art that the processor unit 12 
can also be implemented With a storage medium in the form 
of a ?oppy disk, a compact disk, a game cartridge, or any 
other readable storage medium. 

[0029] Referring to FIGS. 3 and 4, the program codes in 
the storage medium 121 control game progress as folloWs: 

[0030] Step (a): First, game-initiating processing is 
eXecuted. When the gaming apparatus 1 is activated, the 
CPU 122 retrieves image data from the storage medium 121 
and sends the same to the image processor 123 for process 
ing. The output of the image processor 123 is sent to the 
display unit 13 to serve as a visual interface With the player. 
At the same time, audio data Will be sent to the sound 
generating unit 14 for audio effects. As such, prior to starting 
a game, the display unit 13 is able to shoW a series of 
demonstration images until a player enters a game-playing 
command via the user input unit 11. The game-playing 
command can be input as a result of a coin-inserting action, 
and the How proceeds to the neXt step (Step in response 
to the game-playing command. 

[0031] Step (b): Upon receipt of the game-playing com 
mand, the processor unit 12 Will be directed to control the 
display unit 13 to shoW a set of different Wagering games 
thereon for selection by the player via the user input unit 11. 
The Wagering games include card games, such as blackjack 
and ?ve-hand poker, and dice games. The How proceeds to 
the neXt step (Step after the desired Wagering game has 
been selected. 

[0032] Step (c): Since the player plays the role of a banker, 
the processor unit 12 ?rst determines Whether the credit of 
the player-banker is suf?cient to match a preset maXimum 
possible Wager for one virtual opponent. Play is terminated 
When the player credit is insuf?cient (Step OtherWise, 
the How proceeds to the neXt step (Step (e)). 

[0033] Step (e): In this step, the processor unit 12 is 
directed to control the display unit 13 to shoW images of 
game-playing ?gures to represent a desired number of 
virtual opponents (up to a maXimum of ?ve virtual oppo 
nents in this embodiment) and to be selected by the player 
banker via the user input unit 11. After selection, the 
player-banker Will be shoWn in a predetermined position on 
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the display unit 13, and his virtual opponents Will be shown 
on the display unit 13 opposite to him. The How then 
proceeds to the next step (Step 

[0034] Step In this step, the processor unit 12 is 
directed to allow the player-banker to input an acceptable 
Wager from each virtual opponent via the user input unit 11. 
In this embodiment, the acceptable Wager is a maximum 
Wager limit for each virtual opponent. The actual Wager 
placed by each virtual opponent is determined by the pro 
cessor unit 12 such that the total amount of Wagers placed by 
the virtual opponents do not exceed the player-banker’s 
current credit. The How then proceeds to the next step (Step 
(g)) 
[0035] Step (g): Play of the selected Wagering game starts 
in this step. Initially, cards are dealt or dice are throWn, and 
the result is shoWn on the display unit 13. In this example, 
the selected Wagering game is a card game, and the player 
banker is given an option of raising the Wagers upon 
evaluating an initial dealt card hand (Step Step is 
performed to alloW the player-banker to raise the Wagers via 
the user input unit 11. OtherWise, the How proceeds directly 
to the next step (Step 

[0036] Step In this step, the processor unit 12 is 
directed to shoW progress of the Wagering game on the 
display unit 13. The processor unit 12 then determines the 
Winner betWeen the player-banker and each virtual opponent 
according to a set of game rules associated With the selected 
Wagering game. The How then proceeds to the next step 
(step (1a) 
[0037] Step (k): In this step, the processor unit 12 is 
directed to shoW the result of the Wagering game played by 
the player-banker With each virtual opponent on the display 
unit 13, and adjusts credits for the player-banker and each 
virtual opponent according to the result of the Wagering 
game and With reference to the Wager placed by each virtual 
opponent. The credits for the player-banker and each virtual 
opponent are stored in the RAM 124. The How then proceeds 
to the next step (Step 

[0038] Step (I): In the preferred embodiment, the proces 
sor unit 12 is directed in this step such that a Winning virtual 
opponent may give a tip credit to the player-banker. The 
adjusted credits are shoWn on the display unit 13. The How 
then proceeds to the next step (Step 

[0039] Step In this step, the processor unit 12 deter 
mines Whether the player-banker is entitled to bonus credit. 
The player-banker is aWarded With bonus credit When a 
predetermined condition is detected. The predetermined 
condition may be one in Which the player-banker is dealt 
With a predetermined hand by the gaming apparatus 1 or one 
in Which the player-banker Won against each virtual oppo 
nent. The bonus credit is aWarded in Step (n) When the 
predetermined condition is detected. OtherWise, the How 
proceeds directly to the next step (Step (0)). 

[0040] Step (0): In this step, the processor unit 12 is 
directed to prompt the player as to Whether play is to be 
continued. If the player’s ansWer is no, the How can proceed 
back to Step (a). OtherWise, the How proceeds back to either 
Step (b) to select a different Wagering game or Step 

[0041] In an alternative embodiment, before playing a neW 
game, the processor unit 12 is directed to reduce a current 
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number of virtual opponents playing With the player-banker 
When the credit of the player-banker is insufficient to support 
the Wagers to be made by the current number of virtual 
opponents. 

[0042] It has thus been shoWn that the computer-imple 
mented method and gaming apparatus of this invention 
enable players to play the role of a banker in different 
Wagering games. They also enable players to play against 
more than one virtual opponent at the same time. The 
inclusion of bonus and tip credits enhances excitement and 
entertainment When playing With the gaming apparatus of 
this invention. 

[0043] While the present invention has been described in 
connection With What is considered the most practical and 
preferred embodiment, it is understood that this invention is 
not limited to the disclosed embodiment but is intended to 
cover various arrangements included Within the spirit and 
scope of the broadest interpretation so as to encompass all 
such modi?cations and equivalent arrangements. 

I claim: 
1. A computer-implemented method for playing a Wager 

ing game, comprising: 

(a) providing a gaming apparatus that includes a user 
input unit and a display unit; 

(b) alloWing a player-banker to operate the user input unit 
for selecting at least one virtual opponent and for 
accepting a Wager from each of said at least one virtual 
opponent; and 

(c) alloWing the player-banker to play the Wagering game 
With each of said at least one virtual opponent, Wherein 
the gaming apparatus shoWs progress of the Wagering 
game played by the player-banker With each of said at 
least one virtual opponent on the display unit, Wherein 
the gaming apparatus determines the Winner betWeen 
the player-banker and each of said at least one virtual 
opponent according to a set of game rules associated 
With the Wagering game, Wherein the gaming apparatus 
shoWs result of the Wagering game played by the 
player-banker With each of said at least one virtual 
opponent on the display unit, and Wherein the gaming 
apparatus adjusts credits for the player-banker and each 
of said at least one virtual opponent according to the 
result of the Wagering game played by the player 
banker With each of said at least one virtual opponent 
and With reference to the Wager placed by each of said 
at least one virtual opponent. 

2. The computer-implemented method as claimed in claim 
1, Wherein in step (b), the player-banker is further alloWed 
to select the Wagering game from a set of different games. 

3. The computer-implemented method as claimed in claim 
2, Wherein the set of different games includes card games 
and dice games. 

4. The computer-implemented method as claimed in claim 
1, Wherein in step (c), the gaming apparatus aWards bonus 
credit to the player-banker When a predetermined condition 
is detected. 

5. The computer-implemented method as claimed in claim 
4, Wherein the predetermined condition is one in Which the 
player-banker is dealt With a predetermined hand by the 
gaming apparatus. 
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6. The computer-implemented method as claimed in claim 
4, wherein the predetermined condition is one in Which the 
player-banker Won against each of said at least one virtual 
opponent. 

7. The computer-implemented method as claimed in claim 
1, Wherein in step (c), the gaming apparatus alloWs Winning 
ones of said at least one virtual opponent to give a tip credit 
to the player-banker. 

8. The computer-implemented method as claimed in claim 
1, further comprising the step of: 

(d) alloWing the player-banker to continue playing When 
the credit of the player-banker is suf?cient to match a 
preset maXimum possible Wager for one virtual oppo 
nent, and to stop playing When otherWise. 

9. The computer-implemented method as claimed in claim 
8, Wherein step (d) includes the sub-step of reducing a 
current number of virtual opponents playing With the player 
banker When the credit of the player-banker is insuf?cient to 
support the Wagers to be made by the current number of 
virtual opponents. 

10. The computer-implemented method as claimed in 
claim 8, Wherein step (d) includes the sub-step of alloWing 
the player to quit playing the Wagering game. 

11. A computer program product for a gaming apparatus 
that includes a user input unit, a display unit and a processor 
unit coupled to the user input unit and the display unit, said 
computer program product adapting the gaming apparatus 
for playing a Wagering game, said computer program prod 
uct comprising: 

a computer readable storage medium comprising: 

a ?rst code that directs the processor unit to alloW a 
player-banker to operate the user input unit for 
selecting at least one virtual opponent and for accept 
ing a Wager from each of said at least one virtual 
opponent; and 

a second code that directs the processor unit to alloW 
the player-banker to play the Wagering game With 
each of said at least one virtual opponent, including 
a code that directs the processor unit to shoW 
progress of the Wagering game played by the player 
banker With each of said at least one virtual opponent 
on the display unit, a code that directs the processor 
unit to determine the Winner betWeen the player 
banker and each of said at least one virtual opponent 
according to a set of game rules associated With the 
Wagering game, a code that directs the processor unit 
to shoW result of the Wagering game played by the 
player-banker With each of said at least one virtual 
opponent on the display unit, and a code that directs 
the processor unit to adjust credits for the player 
banker and each of said at least one virtual opponent 
according to the result of the Wagering game played 
by the player-banker With each of said at least one 
virtual opponent and With reference to the Wager 
placed by each of said at least one virtual opponent. 

12. The computer program product as claimed in claim 
11, Wherein the ?rst code further directs the processor unit 
to alloW the player-banker to select the Wagering game from 
a set of different games that includes card games and dice 
games. 

13. The computer program product as claimed in claim 
11, Wherein the second code further includes a code that 
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directs the processor unit such that Winning ones of said at 
least one virtual opponent give a tip credit to the player 
banker. 

14. The computer program product as claimed in claim 
11, Wherein said computer readable storage medium further 
comprises: 

a third code that directs the processor unit to alloW the 
player-banker to continue playing When the credit of 
the player-banker is suf?cient to match a preset maXi 
mum possible Wager for one virtual opponent, and to 
stop playing When otherWise. 

15. A gaming apparatus for playing a Wagering game, 
comprising: 

a user input unit; 

a display unit; 

?rst means for alloWing a player-banker to operate said 
user input unit so as to select at least one virtual 

opponent and so as to accept a Wager from each of said 
at least one virtual opponent; and 

second means for alloWing the player-banker to play the 
Wagering game With each of said at least one virtual 
opponent, Wherein progress of the Wagering game 
played by the player-banker With each of said at least 
one virtual opponent is shoWn on the display unit, 
Wherein the Winner betWeen the player-banker and each 
of said at least one virtual opponent is determined 
according to a set of game rules associated With the 
Wagering game, Wherein result of the Wagering game 
played by the player-banker With each of said at least 
one virtual opponent is shoWn on the display unit, and 
Wherein credits for the player-banker and each of said 
at least one virtual opponent are adjusted according to 
the result of the Wagering game played by the player 
banker With each of said at least one virtual opponent 
and With reference to the Wager placed by each of said 
at least one virtual opponent. 

16. The gaming apparatus as claimed in claim 15, Wherein 
said ?rst means further alloWs the player-banker to select the 
Wagering game from a set of different games that includes 
card games and dice games. 

17. The gaming apparatus as claimed in claim 15, Wherein 
said second means further alloWs Winning ones of said at 
least one virtual opponent to give a tip credit to the player 
banker. 

18. The gaming apparatus as claimed in claim 15, further 
comprising: 

third means for alloWing the player-banker to continue 
playing When the credit of the player-banker is suf? 
cient to match a preset maXimum possible Wager for 
one virtual opponent, and to stop playing When other 
Wise. 

19. A gaming apparatus comprising a user input unit, a 
display unit, a processor unit coupled to said user input unit 
and said display unit, and a computer program product for 
adapting said gaming apparatus for playing a Wagering 
game, said computer program product comprising a com 
puter readable storage medium that includes: 

a ?rst code that directs said processor unit to alloW a 
player-banker to operate said user input unit for select 
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ing at least one virtual opponent and for accepting a 
Wager from each of said at least one virtual opponent; 
and 

a second code that directs said processor unit to alloW the 
player-banker to play the Wagering game With each of 
said at least one virtual opponent, including a code that 
directs said processor unit to shoW progress of the 
Wagering game played by the player-banker With each 
of said at least one virtual opponent on said display 
unit, a code that directs said processor unit to determine 
the Winner betWeen the player-banker and each of said 
at least one virtual opponent according to a set of game 
rules associated With the Wagering game, a code that 
directs said processor unit to shoW result of the Wager 
ing game played by the player-banker With each of said 
at least one virtual opponent on said display unit, and 
a code that directs said processor unit to adjust credits 
for the player-banker and each of said at least one 
virtual opponent according to the result of the Wagering 
game played by the player-banker With each of said at 
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least one virtual opponent and With reference to the 
Wager placed by each of said at least one virtual 
opponent. 

20. The gaming apparatus as claimed in claim 19, Wherein 
said ?rst code further directs said processor unit to alloW the 
player-banker to select the Wagering game from a set of 
different games that includes card games and dice games. 

21. The gaming apparatus as claimed in claim 19, Wherein 
said second code further includes a code that directs said 
processor unit such that Winning ones of said at least one 
virtual opponent give a tip credit to the player-banker. 

22. The gaming apparatus as claimed in claim 19, Wherein 
said computer readable storage medium further includes: 

a third code that directs said processor unit to alloW the 
player-banker to continue playing When the credit of 
the player-banker is suf?cient to match a preset maXi 
mum possible Wager for one virtual opponent, and to 
stop playing When otherWise. 

* * * * * 


