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(57) ABSTRACT 

The invention comprises a method of playing or presenting 
a game and a gaming system. In one embodiment, a matrix 
of indicia or symbol positions is provided and indicia or 
symbols are displayed in the positions of the matrix. Win 
ning combinations of indicia comprise tWo or more indicia 
located in connecting or “linked” relationship anyWhere 
Within the matrix. In one embodiment, a player’s bet deter 
mines hoW many indicia are displayed in the matrix. In 
another embodiment, the player’s bet determines the Ways a 
Winning combination in determined. 
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GAME WITH WINNING OUTCOME WHEN 
SYMBOLS ARE ARRANGED IN LINKED 

COMBINATION 

CROSS REFERENCE TO RELATED 
APPLICATIONS 

[0001] This application is a continuation of US. applica 
tion Ser. No. 10/004,102, ?led Oct. 23, 2001, Which is a 
continuation-in-part of US. application Ser. No. 09/838,949 
?led Apr. 19, 2001, Which 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, now US. Pat. No. 6,604,001, Which 
is a continuation-in-part of US. application Ser. No. 09/439, 
934, ?led on Nov. 12, 1999, now US. Pat. No. 6,656,047, 
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. In general, in the play of these games, a player attempts 
to receive a particular combination of symbols in a pre-set 
pattern. For example, a player may be required to obtain 
three symbols of the same type along a single horiZontal 
payline. 
[0004] In order to increase the variety of play, some games 
utiliZe a Wide variety of paylines. These paylines may 
include vertical columns and horiZontal roWs, as Well as “V” 
shaped patterns. Unfortunately, these games suffer from the 
drawback that it is very dif?cult for the player to determine 
if they have Won the game. In addition, the player is 
generally required to place differing bets to activate certain 
combinations of the paylines. 

[0005] A game Which is exciting, providing a large variety 
of Ways to Win, and yet Which is easy for the player to 
understand, is desired. 

SUMMARY OF THE INVENTION 

[0006] The present invention provides apparatus and 
methods for playing various casino games. The games 
include the use of a plurality of symbols or indicia, such as 
dice indicia, in games of skill and/or chance. 

[0007] One embodiment of the invention comprises a 
game called Link. In one embodiment of this game, at least 
tWo indicia are displayed in response to the placing of a 
Wager. Aplayer is permitted to continue to display indicia in 
sequence, in one embodiment the additional indicia dis 
played in response to the placing of one or more additional 
Wagers. The player attempts to achieve a predetermined 
combination of indicia, such as a sequence of the same 
indicia. If the combination of displayed indicia is not a 
predetermined combination of Winning indicia, then the 
game is ended. 

[0008] In another embodiment of the game, a matrix of 
indicia positions is provided. Preferably, the matrix has m 
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roWs by n columns Where n or m is at least 2. In one 

embodiment, the siZe of a Wager placed by a player deter 
mines the number of indicia displayed, such as the number 
of roWs or columns of indicia displayed. 

[0009] Preferably, indicia are displayed in all of the posi 
tions of the matrix. The indicia displayed in each position 
may be the same as, or different from, the indicia displayed 
in the other positions of the matrix. 

[0010] After the indicia are displayed, it is determined if 
any of the linked indicia, i.e. indicia Which are connected or 
located in adjacent matrix positions, comprise a predeter 
mined Winning combination of indicia. In one embodiment, 
the predetermined Winning combination of indicia com 
prises a predetermined minimum, such as three, of the same 
indicia Which are linked anyWhere in the matrix of displayed 
indicia. In another embodiment, a predetermined Winning 
combination of indicia results if linked indicia span the 
entire matrix, such as side-to-side, diagonally, or top-to 
bottom. 

[0011] Further objects, features, and advantages of the 
present invention over the prior art Will become apparent 
from the detailed description of the draWings Which folloWs, 
When considered With the attached ?gures. 

DESCRIPTION OF THE DRAWINGS 

[0012] FIG. 1 is a perspective vieW of a computer-con 
trolled slot machine, in accordance With one embodiment of 
the gaming system of the present invention; 

[0013] FIG. 2 is a perspective vieW of four computer 
controlled slot machines assembled in a bar table according 
to another embodiment of the present invention for single or 
simultaneous multiple user play; 

[0014] FIG. 3 is a block diagram of a local area netWork 
of computer-controlled slot machines, according to the 
present invention for progressive gaming activity; 

[0015] FIG. 4 is a block diagram of a Wide area netWork 
of computer-controlled slot machines, according to the 
present invention for progressive gaming activity; 

[0016] FIG. 5 is a block diagram of the microprocessor 
controlled computer and the computer program Which facili 
tate game play according to one embodiment of the present 
invention; and 

[0017] FIG. 6 illustrates a display containing graphical 
information presented during the play of a game of the 
invention. 

DETAILED DESCRIPTION OF THE 
INVENTION 

[0018] The invention comprises methods and apparatus 
for presenting and playing a game. In the folloWing descrip 
tion, numerous speci?c details are set forth in order to 
provide a more thorough description of the present inven 
tion. It Will be apparent, hoWever, to one skilled in the art, 
that the present invention may be practiced Without these 
speci?c details. In other instances, Well-knoWn features have 
not been described in detail so as not to obscure the 
invention. 

[0019] One or more embodiments of the invention com 
prise a game in Which one attempts to achieve one or more 
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particular combinations of indicia. Other embodiments of 
the invention comprise a game in Which a player attempts to 
obtain indicia in a particular sequence or speci?c indicia 
linked or connected in one or more arrangements. These and 
other aspects of the invention Will become apparent When 
considering the detailed description beloW. 

[0020] In a preferred embodiment of the present invention, 
one or more games are presented for play on a computer 
controlled slot machine, for eXample as shoWn in FIG. 1. 
The computer-controlled slot machine 101 includes a micro 
processor-controlled computer Within a tamper proof and 
lockable cabinet 109 having a coin acceptor 111 for Wagers 
and a bill validator 113 for Wagers, and preferably including 
a touch-sensitive display 115 for player input and game 
display. In addition, the computer-controlled slot machine 
includes a sound speaker 117 for output of digital sound and 
voice simulations, a toWer light 119 (not shoWn) to indicate 
jackpots and other game statistics, and a meter 121 to 
display progressive jackpot information and other teXt. The 
computer controls release of coins to a coin hopper 123 for 
paying players, and controls a ticket printer 125 for gener 
ating vouchers. The computer also controls a machine 
readable medium reading and Writing device 129 for saving 
and restoring games in progress. 

[0021] An alternative embodiment of the computer-con 
trolled slot machine is illustrated in FIG. 2. A “bar buddy” 
version of a computer-controlled slot machine 201 includes 
all of the features of the computer-controlled slot machine 
101. Each “bar buddy” computer-controlled slot machine 
201 contains four such computer-controlled slot machines 
101, assembled Within a bar table 203. Each of the four 
touch-sensitive displays 115 for player input and game 
display are mounted in the surface of the bar table 203. The 
bar buddy computer-controlled slot machine 201 enables 
from one to four players to play games of the invention 
simultaneously, either against each other or against the 
house. The various modes of game play are detailed beloW. 

[0022] Each computer-controlled slot machine 101 is pref 
erably connected to a local area computer netWork as 
illustrated in FIG. 3. The local area computer netWork 301 
is controlled by a microprocessor-controlled server com 
puter 303 Which controls game play, records game statistics, 
accounts for vouchers and jackpots, and links the games 
together. The local area computer netWork 301 also prefer 
ably includes a progressive meter display 305 for shoWing 
progressive jackpot information, a ?at rate aWard display 
307 for shoWing ?at rate jackpot information, and an addi 
tional display 309 for shoWing the scores that presently 
qualify for jackpots on the local area netWork 301. In the 
preferred embodiment of the present invention, all of the 
computer-controlled slot machines 101 are connected to the 
local area computer netWork 301 in conventional manner via 
private dedicated lines 311. In an alternative embodiment, 
some or all of the computer-controlled slot machines 101 
positioned at remote locations are connected to the local area 
computer netWork 301 via modems and public telephone 
lines operated in secure mode through encryption/decryp 
tion techniques. 

[0023] Each local area netWork 301 of computer-con 
trolled slot machines 101 may be connected to a Wide area 
computer netWork as illustrated in FIG. 4. The Wide area 
computer netWork 401 includes local area computer net 
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Works 301 at various physical locations. The Wide area 
computer netWork 401 is controlled by a central-site com 
puter 403 Which operates in 24-hour-a-day communication 
With all local area computer netWorks 301 on the Wide area 
computer netWork 401 for security, accounting, and veri? 
cation of games and jackpots. If a local area computer 
netWork 301 is connected to a Wide area computer netWork 
401, the progressive meter display 305, the ?at rate aWard 
display 307, and the additional display 309 of that local area 
computer netWork 301 all display jackpot and other infor 
mation pertaining to the entire Wide area netWork 401. For 
eXample, the additional display 309 of a local area computer 
netWork 301 Which is connected to a Wide area computer 
netWork 401 shoWs scores that presently qualify for jackpots 
on the Wide area netWork 401. In the preferred embodiment 
of the present invention, each local area computer netWork 
301 is connected to the Wide area computer netWork 401 in 
conventional secured cryptographic manner via private 
dedicated lines 311. In an alternative embodiment, some or 
all of the local area computer netWorks 301 are connected to 
the Wide area computer netWork 401 in secured crypto 
graphic manner via modems and public telephone lines. 

[0024] In one embodiment the games of the invention may 
be presented on gaming devices Which are linked by a 
satellite communication link. In one arrangement, a ?rst 
local area computer netWork is connected to a second local 
area computer netWork via a satellite communication link 
Which includes a transmitter/receiver at the location of the 
?rst netWork and a transmitter/receiver at the location of the 
second netWork. Data is transmitted from one location to the 
other via one or more satellites. 

[0025] This communication netWork is particularly suited 
to an arrangement Where one local area computer netWork is 
located in a ?rst sovereign territory (such as Indian lands) 
and the second local area computer netWork is located in a 
second sovereign territory. In this communication netWork, 
the transmission of data can be completed betWeen the ?rst 
and second sovereign territories Without the communication 
needing to pass through a third or other sovereign territo 
ry(ies). This may avoid the necessity of compliance With 
rules and regulations of the third or additional sovereign 
territory, simplifying the implementation of the game. 

[0026] This communication arrangement using satellite 
links may be applied to games or gaming netWorks other 
than that described herein and other than those used to 
implement the one or more games described herein. For 
eXample, in one embodiment, the central site or main 
computer 403 or other host may be located in one of the 
sovereign territories, and gaming machines in the other 
sovereign territory may be linked via the satellite commu 
nication link, such as by a transmitter/receiver associated 
With a server computer 303 in that territory. 

[0027] In a preferred embodiment of the present invention, 
the computer-controlled slot machine 101 includes a touch 
sensitive display 115 for player input and game display. The 
touch-sensitive display 115 alloWs the player to make input 
selections conveniently, and displays game information in 
various Ways, depending upon game state. 

[0028] FIG. 5 illustrates the computer system that facili 
ties game play. In one embodiment of the present invention, 
game play is facilitated by a computer program 601 execut 
ing in the microprocessor-controlled computer Within the 
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computer-controlled slot machine 101. In the preferred 
embodiment of the present invention, the computer program 
is stored on a read-only memory integrated circuit 603 that 
is operatively coupled to the microprocessor-controlled 
computer in the computer-controlled slot machine 101. Of 
course, in alternative embodiments, the computer program 
may be stored on various other storage media, such as 
semiconductor memory or optical or magnetic disk, or the 
like. 

[0029] The computer program 601 executes from the 
random access memory 605 of the microprocessor-con 
trolled computer in the computer-controlled slot machine 
101, and includes code 607 and data 609 to facilitate the play 
of the game in accordance With the game rules, as detailed 
beloW With respect to game play. 

[0030] The computer program accepts user input from 
various user input devices 611 of the types previously 
described, including coin acceptor 111, bill validator 113, 
the touch-sensitive display 115, and the machine-readable 
medium reading and Writing device 129. Other input devices 
including mechanical button type sWitches and lever-arm 
sWitch actuators may be used in alternative embodiments as 
desired. 

[0031] The computer program also controls computer 
operation of the various output devices 613 such as the 
display 115, the sound speaker 117, a toWer light 119, the 
meter 121, the coin hopper 123, the ticket printer 125, and 
the machine-readable medium reading and Writing device 
129. 

[0032] Preferably, the computer program 601 also controls 
communication With the microprocessor-controlled server 
computer 303 Which controls the local area computer net 
Work 301. The computer program 601 controls this com 
munication via a netWork port 615 and netWork connectivity 
circuitry 617 contained Within the microprocessor-con 
trolled computer. 

[0033] The computer program 601 utiliZes a random num 
ber generator 619 to produce random numbers that represent 
the results of the simulated rolling of the simulated dice 541. 
The computer program 601 utiliZes animation circuitry 621 
to produce the images on the display 115. 

[0034] UtiliZing a local area computer netWork 301 and a 
Wide area computer netWork 401, multiple players may play 
a game against one another instead of “against the house.” 
The same methodology can be utiliZed across a Wide area 

computer netWork 401, alloWing players at different physi 
cal locations to compete against each other in real time. 

[0035] In a preferred embodiment of the invention, the 
process of game play of games played by more than one 
player is linked or commonly controlled. In one embodi 
ment, a common controller controls the or governs the play 
of the multiple games. As one eXample, the common con 
troller may comprise a server 303 such as illustrated in FIG. 
3. 

[0036] In one embodiment, the controller provides control 
information to tWo or more computer-controlled gaming 
machines (such as machines 101 in FIG. 3). The control 
information may comprise a control signal transmitted over 
a netWork (or other communication link) connecting the 
controller and the gaming machines, such as dedicated lines 
311 as illustrated in FIG. 3. 
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[0037] In one or more embodiments, based on the control 
information, at least one or more events associated With or 
regarding the play of the games by the one or more players 
is dictated. In one embodiment, the one or more events 
comprise a game start, game stop or individual game play 
steps. In one or more embodiments, the aspect of these one 
or more events Which is dictated comprises the timing of the 
event. The dictated timing may comprise a precise time or a 
time WindoW or WindoW by Which an event must occur, as 
detailed beloW. 

[0038] In one or more embodiments of the invention, the 
multiple players play against one another in an attempt to 
Win a priZe. The player Who receives the highest total score 
for a particular game may be aWarded a jackpot. Other 
criteria may be utiliZed for determining one or more Winners 
of the multi-player game, such as loWest score or the highest 
three scores. In a preferred embodiment, a player is aWarded 
Winnings based on the outcome of their game, regardless of 
Whether their result quali?ed them for Winnings When com 
pared to all other players. 

[0039] In one embodiment other priZes may be aWarded 
based on other criteria. For eXample, the player(s) Who 
receives the highest score may be aWarded a priZe, such as 
money or bonus points toWards their total score. 

[0040] As one aspect of the invention, the order or 
sequence of the play of the game by a plurality of players is 
generally synchroniZed or otherWise controlled. In the 
embodiment just described, the timing of each step of the 
game as played by the players is controlled from a time 
perspective. It Will be appreciated that only the play of the 
game broadly need be controlled from a time perspective. 
For eXample, the controller may de?ne a WindoW during 
Which all players are entitled to a play an entire instance of 
the game. 

[0041] As indicated, in one or more embodiments, the 
controller controls the time or time periods for certain 
activities to occur, such as a player input. One or more 
embodiments of the invention include a method and system 
for providing time information to a player. In an embodi 
ment Where a player is permitted a time period during Which 
an activity must occur in order for the player to proceed or 
for the player’s act/selection to occur, time period informa 
tion may be displayed. The time period information may 
comprise numeric time information, graphical information 
or other forms of information recogniZable by a player. For 
eXample, the information may comprise a pie-type graph 
With remaining time indicated as one portion of the graph 
illustrated in one color and expired time indicated as a 
portion of the graph in another color. 

[0042] In one or more embodiments, audible or visible 
alarms or alerts may be provided to a player. For eXample, 
an area of the display may ?ash and indicate to a player that 
the player only has a short period of time remaining (such as 
1 minute, 15 seconds or the like) to take action. 

[0043] In one or more embodiments, When the player 
takes action, the time indicator may be removed or other 
information displayed to the player indicating that the play 
er’s action/selection has been accepted. In one or more 
embodiments, certain actions by a player may be rescinded 
and a neW action/selection permitted. 

[0044] In one or more embodiments, a method of game 
play is disclosed in Which one or more aspects of game play 
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must occur Within a particular time period or before a certain 
time. If one or more of the acts or inputs are not provided 
Within the required time, the player may be prevented from 
continuing further and completing the game. 

[0045] Selections by a player, game state information and 
similar information is preferably forWarded from each gam 
ing device or machine to the controller. In the event a player 
does not take the necessary action Within the required time, 
then the controller may be adapted to send a signal to the 
gaming machine to cause the gaming machine to not accept 
input from the player for proceeding in game play. This same 
signal may cause the display of information to the player that 
the player did not act in suf?cient time and that the player is 
not permitted to continue playing. 

[0046] In one or more embodiments, a player’s bet may be 
refunded if the player does not take action Within the 
required time. For eXample, if a player places a bet but does 
not then spin the reels Within the required time, the player’s 
bet may be credited back or refunded. Preferably, the play 
er’s bet is not refunded if the player fails to provide input 
after one or more of the steps Which de?ne the outcome of 
the game occurs. For eXample, a player may not be entitled 
to a refund of their bet if after a spin of the dice the player 
does not hold one or more dice, as such may alloW the player 
to take advantage of the casino/house by ceasing to act 
eXcept Where a favorable combination of dice are received 
on the ?rst spin. 

[0047] In one or more embodiments of the invention, the 
multiple gaming machines Which are used to present the 
games to the multiple players may be located adjacent to one 
another or located remote from one another. For eXample, a 
plurality of gaming machines associated With a controller 
may be located in a particular room or rooms of a casino. On 
the other hand, the gaming machines may be associated With 
a local or Wide area netWork alloWing the gaming machines 
to be located remote from one another and/or the controller. 
For eXample, one or more of the gaming machines may be 
located in a ?rst casino and other of the gaming machines 
located in an entirely different casino. 

[0048] In one or more embodiments, the controller need 
not be entirely computer controlled. As one aspect of the 
invention, a human “caller” may be involved in the control 
of the multi-player game. The caller may provide informa 
tion to players, such as instructions to take particular actions. 
The caller may also provide time information and generate 
or cause the generation of a control signal event. For 
eXample, the caller may cause the initiation of a time period 
via a computer or other device associated With the controller 
or providing input directly to the controller. The caller may 
provide an input to the controller causing the controller to 
start a period of time running or set a time by Which an event 
is to occur. In this arrangement, the caller may provide gaps 
of time betWeen events. 

[0049] As one aspect of the invention, the caller may be 
provided With information regarding player activities, such 
as the total number of players and the number of players 
having made and/or not made a selection or engaged in the 
require activity. This information may be used by the caller 
to prompt players to take action or permit an extension of the 
time period for taking action. 

[0050] A caller may be utiliZed even When the gaming 
machines are located remotely from one another. In one 
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embodiment, the image of the caller may be transmitted to 
each player, such as by a separate communication channel 
and one or more displays Which are visible to players of the 
gaming machines, or even by picture-in-picture display of 
the information to the player directly at the gaming machine. 
In one or more other embodiments, a caller may be utiliZed 
even though the caller is not present or visible to the player. 
For eXample, a caller may be used to controller the game 
play, such as starting and stopping time periods, Which time 
periods are only indicated to a player. 

[0051] The arrangement of the system including the one or 
more devices for implementing a method of multi-player 
game play in accordance With the invention may vary. As 
indicated, in one embodiment, a plurality of gaming 
machines or devices are associated With at least one con 

troller via one or more communication pathWays. In one 
embodiment, each gaming device may be provided With its 
oWn gaming controller, such as including a random number 
generator for generating game outcomes. The main control 
ler may provide control information to each gaming 
machine, and each gaming machine may be arranged to 
generate (Within the control of the main controller) the game 
information speci?c to that gaming machine, such as the 
outcome of a particular spin. 

[0052] In another embodiment, all or substantially all of 
the game play information may be generated remotely from 
the gaming machine. For eXample, the controller including 
a random number generator for generating a plurality of 
game outcomes for the differing gaming machines. This 
game play information may then be transmitted to each 
particular gaming machine. 
[0053] In one or more embodiments of the invention, 
information regarding each player’s oWn game play, includ 
ing prior game play, and others’ game play may be pre 
sented. In one embodiment, information regarding a player’s 
previous game play may be displayed. 
[0054] In one or more embodiments, the multiple players 
may play against the house, such as a computer generated 
game result. 

[0055] As used herein, the term “computer-controlled slot 
machine” denotes a computer controlled machine Which 
facilitates Wagering, Which generally requires the input of 
money in order to be operated, and Which outputs money in 
response to the achievement of Winning Wagering results. It 
Will be appreciated that one or more aspects of the machine, 
including the interface or What is referred to herein as the 
touch sensitive display may be electrical, mechanical and/or 
electro-mechanical in nature. For eXample, While the buttons 
may comprise touch-sensitive areas of a display, they may 
comprise electromechanical buttons Which are activated by 
mechanical movement (such as depression) by a player. In 
addition, simulated dice (as used in one embodiment of a 
game of Link described beloW) may, instead of comprising 
solely computer generated images, actually comprise dice or 
dice faces mounted on a rotating reel and arranged to stop in 
controlled positions. The simulated dice or other symbols 
may be provided in a variety of other manners, such as by 
laser light generation. The dice or other symbols are referred 
to in certain instances as “simulated,” but could actually 
comprise faces of actual physical dice. The displays and 
display areas may comprise CRT type displays, LCD or 
LED displays or any other means for displaying information 
noW knoWn or later developed. 
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[0056] Of course, the present invention is not limited to 
the generation and display of images in the form of the video 
simulated dice. In other embodiments, other images are 
generated and displayed in the course of game play. For 
example, in one embodiment, the images generated and 
displayed are in the form of different colors. In another 
embodiment, graphical representations of different types of 
fruit are generated and displayed. In yet another embodi 
ment, roman numerals are utiliZed. The generation and 
subsequent display of any image in a set of at least tWo 
display areas in the course of game play is Within the scope 
of the present invention. 

[0057] In one or more embodiments of the invention, such 
as illustrated in FIG. 5, a gaming machine in accordance 
With the invention may include a random number generator. 
The random number generator is adapted to produce random 
numbers Which represent the outcome of the rolls of the dice 
or other symbols. 

[0058] In another embodiment of the invention, permuta 
tions of roll outcomes or other sets of indicia are stored in 
a memory. One of the permutations is selected in order to 
determine the outcome of a roll. In one embodiment, the 
selection is random. In one embodiment, particular permu 
tations may be removed depending on the status of the game. 

[0059] In one embodiment, the indicia Which are used to 
play the game may be located on Wheels, reels, or other 
elements. For example, the sides of a dice may be repre 
sented on a single ?at disc. The Wheels or reels may be 
rotated or moved to produce the random outcome. In an 
embodiment Where physical elements, such as physical dice 
or balls With dice indicia, are used to generate random 
indicia used in the game, the number of physical elements 
may vary. 

[0060] A game in accordance With the invention Will be 
described With reference to FIG. 6. This game is referred to 
herein as “Link.” The game is preferably presented on an 
electric gaming device such as that described above, Which 
device includes a video display 720. In other embodiments, 
the game may be presented as a reel or other type game. In 
general, in this game a player attempts to obtain a prede 
termined combination of indicia, either in sequence or in 
linked or connected relationship. The game may be played 
as an individual game or a multi-player game. 

[0061] In accordance With the game, a player places a 
Wager or bet in order to establish entitlement to play the 
game. As described beloW, the siZe of the bet may determine 
hoW the game is presented or hoW a Winning result is 
determined. 

[0062] In one embodiment, at least one roW, or as illus 
trated in FIG. 6, at least a ?rst column 722 of dice indicia 
are displayed. The number of indicia Which are displayed 
may vary. As detailed beloW, the number of indicia displayed 
may be dependent upon the siZe of the player’s bet. The 
number of indicia are preferably at least tWo, and more 
preferably three or more. The dice indicia are preferably 
randomly selected, such as by generation With a random 
number generator Where each number is associated With a 
particular dice side. 

[0063] In one embodiment, then the player is a Winner 
only if the player receives a predetermined combination of 
dice indicia in the ?rst set or column 722 of displayed 
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indicia. In a preferred embodiment, Winning combinations 
of dice indicia comprise tWo or more of the same dice indicia 
in adjacent displayed positions. In one embodiment, a player 
is aWarded a Winning, such as a payout, based upon the 
amount bet. 

[0064] In accordance With one embodiment of the inven 
tion, additional roWs or columns of dice indicia are dis 
played. In one embodiment, a ?rst column 722 of dice 
indicia is displayed based on a bet of a ?rst amount, and an 
additional column or columns are displayed based upon 
larger amounts bet. In one embodiment, tWo additional 
columns 724,726 of dice indicia, for a total of three columns, 
are displayed based upon a second bet. Likewise, tWo 
additional columns 728,730 of dice indicia, for a total of ?ve 
columns, are displayed based upon a third bet. Lastly, tWo 
additional columns 732,734 of dice indicia, for a total or 
seven columns for a fourth bet, and tWo additional columns 
736,738, for a total of nine columns, for a ?fth bet. 

[0065] In this arrangement, a maximum bet results in a 
total of 9 (nine) columns of dice indicia being displayed. 
When the number of dice indicia per column is 9 as 
illustrated, then the result is a matrix Which is 9 by 9, for a 
total of 81 dice indicia. Of course, the matrix may have a 
variety of siZes, such as n><m Where n and/or m are as feW 
as 1 or greater than 9. Further, a greater or lesser number of 
dice indicia may be displayed in the possible indicia posi 
tions of the matrix. It is generally preferred that n and m be 
three or more, and more preferably ?ve or more, Whereby 
the total number of indicia positions is suf?ciently great that 
a variety of combinations of indicia may be generated—both 
in terms of the number of sets of identical indicia and the 
siZe of those indicia Which are linked. 

[0066] Preferably, a matrix of indicia Where n and m are 
both 2 or greater is displayed in response to a single bet. In 
an embodiment Where either n or m is 1, the game preferably 
proceeds in accordance With the embodiment described 
beloW Wherein indicia are displayed sequentially, rather than 
in a matrix form. 

[0067] In one embodiment, the dice indicia may be dis 
played in roWs instead of columns. For example, upon 
placing a ?rst bet, a ?rst roW of dice indicia may be 
displayed. Upon placing a larger bet, an additional roW or 
roWs of dice indicia may be displayed. 

[0068] In one embodiment, a player is declared a Winner 
as to one or more predetermined combinations of dice 
indicia Which are achievable With the dice indicia Which are 
displayed. In one embodiment, the combination of dice 
indicia may be generated not only from indicia located in the 
same roW or column, but in joined or linked roWs or 
columns. In one embodiment, Winning combinations of dice 
indicia may be achieved from associated dice indicia. By 
“associated” it is meant located in an adjacent position (i.e. 
to the top, bottom, side, or corner) to an indicia. 

[0069] In one embodiment, a Winning result may be 
declared if a plurality of the same dice indicia appear in a 
horiZontal roW. In one embodiment, a Winning result may be 
declared if a plurality of the same dice indicia appear in a 
vertical column. In one embodiment, a Winning result may 
be declared if a plurality of the same dice indicia appear in 
a diagonal line. In one embodiment, a Winning result may be 
declared if a plurality of the same dice indicia are associated 
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or connected in a predetermined pattern. In one embodi 
ment, a Winning result may be declared if the plurality of 
dice appear in one or more of the above-described manners, 
such as horizontally, vertically or diagonally. 

[0070] In the preferred embodiment of the invention, a 
Winning result is declared if a plurality of the same indicia 
or symbols are connected or linked in any pattern, anyWhere. 
FIG. 6 illustrates an example in Which a combination of dice 
indicia is declared a Winning combination if the dice indicia 
are the same and are linked or associated in any manner, 
anyWhere in the matrix of indicia. 

[0071] In one embodiment, a player may be declared a 
Winner for receiving a predetermined minimum number of 
linked or associated identical indicia, such as 2 or 3 linked 
indicia. In other embodiments, the result may not be a 
Winning result unless 4 or more of the same indicia are 
linked. 

[0072] Winnings may be paid for Winning combinations. 
The Winnings paid may comprise the number of linked 
indicia multiplied by the largest bet (such as coin) for any 
column in Which one of the dice indicia lies. For example, 
in the embodiment illustrated, ?ve dice indicia bearing the 
number 5 (?ve) are linked in roWs eight and nine. The last 
of these dice indicia is located in column 1934 Which Was 
displayed as a result of the fourth bet or coin. As such, the 
total Winning is 5 (indicia) multiplied by 4 (highest bet), or 
20 coins. In another embodiment, a payout table may be 
provided Which dictates ?xed amounts for combinations of 
indicia. 

[0073] In another embodiment, a predetermined amount 
may be paid for combinations of indicia, such as a certain 
amount for 2 linked indicia, 3 linked indicia or the like. 
Preferably, the Winnings increase as the total number of 
linked indicia increases. Jackpot Winnings may be aWarded 
for receiving a high number of associated indicia, such as 9 
or more. The jackpot may be funded from a portion of each 
player’s bet Which is set aside in a jackpot fund. 

[0074] The Winnings paid may also depend on the arrange 
ment of the linked indicia. For example, if the linked indicia 
are all in the same roW or column, than a larger Winning may 
be aWarded than if the linked indicia are in another arrange 
ment. A particular Winning may be aWarded if the linked 
indicia are along a diagonal line. 

[0075] In another embodiment, a player is declared a 
Winner for receiving a particular pattern of related or linked 
dice indicia. One such pattern is a string of the same dice 
indicia Which extends in uninterrupted fashion from the ?rst 
column to the last column of the matrix. In this embodiment, 
if a sequence of the same indicia are linked from the ?rst 
column 722 to the last column 738, then the result may be 
declared a Winning outcome. In one embodiment, the linked 
indicia may be located in more than one roW. In another 
embodiment, a Winning outcome may be declared if the 
indicia are all located in the same roW and extend from the 
?rst to the last column. In one embodiment, this Winning 
outcome is only declared if the player has placed the 
maximum bet and the indicia link across all columns. In 
another embodiment, a Winning outcome may be declared if 
the same indicia are linked across multiple columns, even if 
the maximum bet is not placed. Of course, the amount 
aWarded preferably increases as the likelihood of obtaining 
the outcome decreases. 
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[0076] Another pattern may be that Where a string of the 
same dice indicia extends in linked fashion from the top to 
the bottom of the matrix. Another pattern may be Where the 
same dice indicia extend along the diagonals of the matrix 
or are otherWise linked from corner to comer. 

[0077] A player may also be paid Winnings if a particular 
indicia appears anyWhere more than a predetermined num 
ber of times. For example, in the case of the 9x9 matrix 
illustrated in FIG. 6, a player may be paid a Winning if any 
particular indicia appears more than 15 times. The greater 
the number of occurrences of the indicia above the mini 
mum, the larger the amount Which may be aWarded. 

[0078] In one embodiment, the game may include the step 
of providing a visual indication of the Winning combinations 
of indicia. For example, linked or connected indicia may be 
highlighted, as illustrated in FIG. 6. In one embodiment, 
highlighting of a ?rst color is used to identify a ?rst set of 
linked indicia, and highlighting of a second color to identify 
a second set, and so on. 

[0079] As illustrated in FIG. 6, information other than the 
displayed indicia may be provided to the player. For 
example, information regarding the number of credits or 
other monies or aWards belonging to the player may be 
displayed. Information may also be provided regarding the 
number of lines and roWs of indicia displayed or Wagered. 

[0080] A variety of betting options may be presented 
Which affect the Way the game is played or the Way Winnings 
results are determined. As indicated, in one embodiment, a 
player maybe required to place incrementally larger bets in 
order to have additional columns or roWs of playable indicia 
displayed. For example, a single column or roW may be 
displayed upon placing a bet of a ?rst amount, and one or 
more additional columns or roWs may be displayed if the 
player places a bet of a second amount larger than the ?rst 
amount. The amounts may be incrementally larger than one 
another, such as by denomination (i.e. $0.25, $0.50, $0.75 or 
$1.00, $2.00, $3.00, etc.). 
[0081] In another embodiment, all indicia are displayed if 
a player places a required minimum bet, and Winning 
combinations are determined and Winnings paid. HoWever, 
if the player places a second, larger bet, then the Winnings 
paid for Winning combinations are, for one or more Winning 
combinations, larger than the amounts paid if the player 
places only the minimum bet. 

[0082] As one variation of the game, the “Ways” by Which 
the combinations of dice indicia are determined to be 
Winning combinations may depend upon the siZe of the bet. 
For example, if a player places only a ?rst bet, the entire 
matrix of indicia are displayed, but only vertical (ie in 
column) combinations of dice may be eligible to be declared 
Winning. If a player places a bet of a second, larger amount, 
then all vertical and horiZontal (ie in roW) combinations 
may be eligible. Upon placing larger bets, diagonal and any 
associated indicia combinations may be added. 

[0083] In accordance With another embodiment of the 
game of Link, a player may attempt to obtain a particular 
sequence of indicia. In one embodiment, this game may 
comprise the above-described game Wherein the indicia are 
displayed in a single roW or column (i.e. n or m equals 1). 

[0084] In one embodiment of the invention, the game 
involves the sequential display of dice indicia. In this 
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embodiment, a player places a ?rst bet and preferably, tWo 
dice indicia are displayed. If the dice indicia are the same, 
then the player is a Winner of a ?rst aWard. The player may 
elect to end the game and receive the ?rst aWard. Alterna 
tively, the player is entitled to place an additional bet, upon 
Which a third or next dice indicia is displayed. If the next 
dice indicia is the same as the ?rst tWo, then the player is the 
Winner of a second aWard. This aWard Will generally be 
larger than the ?rst aWard as a result of the loWer odds or 
receiving the indicia combination. If the third indicia is not 
the same as the ?rst tWo, then the outcome of the game is a 
losing outcome. 

[0085] In one embodiment, a player may be permitted to 
continue placing additional bets and display indicia until a 
predetermined maximum number of dice indicia are dis 
played. If the player reaches that predetermined maximum 
and all of the dice indicia are the same, then the player may 
receive a particularly large Winning, such as a jackpot 
Winning. 
[0086] In this embodiment, the dice indicia are preferably 
displayed sequentially in a single roW, column or other line. 
In one embodiment, dice indicia locations may be displayed, 
and the number of locations displayed may be dependent on 
the siZe of the player’s bet. Once the bet is placed and the 
locations displayed, the player may touch the ?rst location 
to initiate a simulated dice roll. Thereafter, the player may 
sequentially touch each additional dice location to effectuate 
the simulated spin. 

[0087] As a variation to this embodiment of the invention, 
a player places a bet to start the game. At least a tWo (i.e. a 
?rst and second) indicia are displayed. If they are the 
different, the game ends. If they are the same, then the player 
is placed an additional bet or Wager to have at least one 
additional indicia displayed. The game continues as 
described above, With the game ending if the combination of 
displayed indicia do not match or otherWise comprise a 
predetermined combination of indicia, and permissibly con 
tinuing if the player elects. 

[0088] In another variations or embodiments of the game 
of Link, a matrix of indicia positions, such as blank circles 
or boxes, is displayed. Aplayer is permitted to select one or 
more indicia to be displayed based upon one or more 
Wagers. For example, a player may be permitted to have a 
single indicia displayed for each bet placed. The player 
attempts to select positions Which result in the display of 
indicia resulting in a predetermined combination of Winning 
indicia. 

[0089] As an example of this embodiment invention, a 
matrix of 9 by 9 possible indicia locations may be displayed. 
Aplayer places a ?rst bet and is entitled to select one of the 
locations. The indicia at that location is displayed. The 
player is entitled to place a second bet and then select a 
second location and have the indicia displayed at that 
location, and so on. If the player receives a predetermined 
combination of indicia as a result of the player’s selections, 
then the player may be declared a Winner of the event. In this 
embodiment, a player may be declared a Winner of a ?rst 
Winning amount after a certain combination of indicia have 
been displayed. The player may, hoWever, continue to place 
additional bets and make additional selections in an attempt 
to receive a Winning outcome Which results in a higher 
reWard. For example, a player may receive the same indicia 
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for three selections along a roW of the matrix and be entitled 
to a reWard of a ?rst amount. The player may place an 
additional bet and select the next space. If the same indicia 
is displayed, resulting in four of the same indicia being 
displayed in sequence, the player may be entitled to larger 
aWard. In another embodiment, upon placing a bet of a ?rst 
amount, a player may be permitted to make a certain number 
of selections. If the player places a larger bet of a second 
amount, the player may be permitted to make a larger 
number of selections. 

[0090] The indicia may be displayed in a variety of 
manners. In an embodiment Where the indicia comprise the 
images of the sides of dice, simulated dice may spin or roll 
and stop in one position. In another embodiment, a plurality 
of mechanical reels may be provided, the one or more reels 
displaying all or some of the indicia. The player may spin the 
?rst reel or reels, and spin additional reels based on the siZe 
of the bet. 

[0091] In another arrangement, a player may use a 
“scratch” card having a number of indicia hidden under a 
removable covering. The player may attempt to scratch off 
or remove the covering from one or more of the indicia in 
an attempt to receive a particular combination of indicia. 

[0092] In one embodiment, a roW, column, matrix or other 
arrangement of indicia positions may be provided. A player 
may “throW” (in simulated video fashion, or in a mechanical 
fashion as described above) a set of dice. The result of the 
throW may be posted to the roW or column of the matrix. The 
player may then “throW” the dice additional times to post 
dice indicia to the additional roWs or columns as described 

above, such as upon Wagers or bets placed. 

[0093] In one or more embodiments of the invention, the 
games described above may be played With dice or simu 
lated dice having more than 6 sides. For example, dice 
having 9 sides may be used, or dice having 12 sides may be 
used. Such dice may be provided With dots representing the 
values 1-9, the actual numerical values 1-9, or even include 
traditional dice indicia as Well as other indica, such as Wild 
card symbols or letters. 

[0094] The use of one or more of such dice has the 
advantage that a number of additional combinations of dice 
indicia are provided, and the odds of receiving certain 
combinations or outcomes change. For example, in the event 
the 9 sided dice are utiliZed, the probability of obtaining a 
sequence of six matching indicia in six successive rolls or 
spins is much less than if 6 sided dice are utiliZed (in this 
case, approximately 10 times less likely). 

[0095] It Will be appreciated that the indicia Which are 
displayed for use in playing the game need not be arranged 
in a matrix as illustrated in FIG. 6. For example, the number 
of indicia or indicia positions per roW and per column need 
not be the same for every roW and every column. For 
example, the indicia positions may be arranged in a pyramid 
format With a greater number of indicia in one roW at the 
bottom than at a roW at the top. The indicia positions may 
also be arranged in a square or other design. 

[0096] The game of Link may be played With indicia other 
than dice indicia. For example, the indicia utiliZed may 
comprise pictures of different animals or of different fruit. 
The number of indicia in the set of indicia utiliZed may vary, 
thus varying the odds of receiving a particular indicia. For 
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example, in the case of a six-sided dice, there are six 
different possible indicia. A set of animal indicia may be 
utilized, however, including pictures of 10 different animals. 
In the latter case, the odds of receiving any particular indicia 
are reduced. In one embodiment, the “set” of indicia utiliZed 
need not include the same number of each indicia. For 
example, there may be only tWo “lion” indicia, but ten 
“jaguar” indicia. Winning paid may be greater for linking the 
less common indicia. 

[0097] In the preferred embodiment of the game of Link, 
a matrix of nxm indicia positions is provided. An indicia is 
displayed in each and every position. The indicia displayed 
in each position may be the same as, or different from, the 
indicia shoWn in the other positions of the matrix. 

[0098] Preferably, the indicia displayed in each position is 
selected from a group of multiple indicia. For example, as 
illustrated in FIG. 6, each indicia may be selected from the 
group of indicia comprising the six sides of a die. 

[0099] Preferably, a Winning result is declared (and Win 
nings are paid) in the event at least one set of a minimum 
number of the same indicia are located anyWhere in the 
matrix in “linked” or connected positions. Preferably, a 
Winning result requires at least tWo, or more preferably, three 
or more of the same indicia in linked positions. 

[0100] In one embodiment, every combination of linked 
indicia (or a minimum number) anyWhere in the matrix is a 
Winning combination, as illustrated in FIG. 6. Winnings are 
preferably paid for Winning results, in a variety of manners 
described above. 

[0101] The invention has substantial bene?ts over other 
games. First, the game provides multiple Ways to Win. These 
Ways are not, hoWever, dictated by predetermined or pre-set 
patterns or paylines. Instead, a Winning result may occur for 
any pattern or con?guration of the same indicia if they are 
linked in a minimum number. In addition, the Winning 
combinations are readily visible to the player. 

[0102] It Will be understood that the above described 
arrangements of apparatus and the method therefrom are 
merely illustrative of applications of the principles of this 
invention and many other embodiments and modi?cations 
may be made Without departing from the spirit and scope of 
the invention as de?ned in the claims. 

What is claimed is: 
1. Amethod of playing a game in Which a player attempts 

to receive a combination of linked indicia comprising the 
steps of: 

providing a matrix comprising m roWs by n columns of 
possible indicia positions, Where n and m are at least 2; 
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accepting a Wager; 

displaying indicia in all of said positions of said matrix, 
the indicia Which are displayed in each position having 
a probability of being the same as or different from 
those displayed in other positions of the matrix, 
Whereby certain indicia in displayed in the matrix may 
be the same and certain indicia displayed in the matrix 
are different; and 

aWarding a Winning for every combination of at least 
three identical indicia Which are displayed in linked 
positions anyWhere in said matrix. 

2. The method in accordance With claim 1 Wherein said 
indicia comprise dice indicia. 

3. The method in accordance With claim 2 Wherein said 
dice indicia comprise images of the six sides of a die. 

4. The method in accordance With claim 2 Wherein n and 
m are at least 9. 

5. A method of playing a game comprising the steps of: 

providing a matrix of n columns by m roWs of indicia 
positions Where at least n or m is greater than tWo; 

accepting a Wager; 

displaying an indicia in all of said indicia positions of said 
matrix, the indicia displayed in each position selected 
from a group of more than one indicia, Whereby the 
indicia in each position may be the same as or different 
from the indicia displayed in an adjacent position; 

identifying each grouping of three or more identical 
indicia displayed in linked positions anyWhere in said 
matrix Without regard to Whether the linked indicia are 
in particular patterns or along particular paylines; and 

aWarding a Winning for each identi?ed grouping. 
6. The method in accordance With claim 5 Wherein said 

indicia comprise dice indicia. 
7. The method in accordance With claim 5 Wherein said 

step of displaying comprises the step of simulating a roll of 
a die. 

8. The method in accordance With claim 5 including the 
step of determining if one or more of said indicia appear 
more than a predetermined time anyWhere in said matrix, 
and if so, paying a Winning. 

9. The method in accordance With claim 5 Wherein said 
Winning is based upon the siZe of said Wager. 

10. The method in accordance With claim 5 Wherein n and 
m are 9 or greater. 

11. The method in accordance With claim 5 Wherein said 
group of indicia comprises the six sides of a die. 


