
US 20040176157A1 

(19) United States 
(12) Patent Application Publication (10) Pub. No.: US 2004/0176157 A1 

Walker et al. (43) Pub. Date: Sep. 9, 2004 

(54) 

(76) 

(21) 

(22) 

(63) 

METHOD AND APPARATUS FOR EARLY 
TERMINATION OF A GAME 

Inventors: Jay S. Walker, Ridge?eld, CT (US); 
James A. J orasch, Stamford, CT (US); 
Geoffrey M. Gelman, Stamford, CT 
(US); Stephen C. Tulley, Fair?eld, CT 
(US); Daniel E. Tedesco, Huntington, 
CT (US) 

Correspondence Address: 
WALKER DIGITAL 
FIVE HIGH RIDGE PARK 
STAMFORD, CT 06905 (US) 

Appl. No.: 10/793,141 

Filed: Mar. 3, 2004 

Related US. Application Data 

Continuation-in-part of application No. 10/420,981, 
?led on Apr. 22, 2003. 
Continuation-in-part of application No. 10/787,356, 
?led on Feb. 26, 2004. 

(60) 

(51) 

(52) 

(57) 

Provisional application No. 60/452,176, ?led on Mar. 
4, 2003. Provisional application No. 60/451,973, ?led 
on Mar. 4, 2003. 

Publication Classi?cation 

Int. Cl.7 ...................................................... ..A63F 9/24 

US. Cl. .............................................................. .. 463/16 

ABSTRACT 

Methods and apparatus are provided for allowing a player of 
an extended game to terminate the game prior to its natural 
conclusion. The extended game may include a secondary 

game or a bonus game at a gaming device. The player may 

choose to terminate the game as an alternative to continuing 

play. In terminating the game, the player may receive a 
termination value. In some embodiments, the termination 
value may compensate the player for a failure to realize a 

payout associated With the game’s natural conclusion. 
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METHOD AND APPARATUS FOR EARLY 
TERMINATION OF A GAME 

[0001] This application claims the bene?t of priority of: 

[0002] (1) US. Provisional Patent Application Serial 
No. 60/452,176, ?led Mar. 4, 2003, entitled Method 
and Apparatus for the Early Termination of a Game; 
and 

[0003] (2) US. Provisional Patent Application Serial 
No. 60/451,973, ?led Mar. 4, 2003, entitled Method 
and Apparatus for Managing Game Con?rmations. 

[0004] The entirety of each of these applications is incor 
porated by reference herein. 

[0005] This application is a continuation in part of: 

[0006] (3) US. patent application Ser. No. 10/420, 
981, ?led Apr. 22, 2003, entitled Gaming Device 
Method and Apparatus Employing Alternate Payout 
Features; and 

[0007] (4) US. patent application Ser. No. [not yet 
assigned], ?led Feb. 26, 2004, entitled Method and 
Apparatus for Play of a Game With Negative Out 
comes. 

[0008] The entirety of each of these applications is incor 
porated by reference herein. 

BACKGROUND 

[0009] Gaming devices are very popular in the US. and 
abroad. Gaming devices, such as slot machines, video poker 
machines, video blackjack machines, video roulette 
machines, video keno machines, and video bingo machines, 
provide many casinos and other entities With the majority of 
their pro?ts. 

[0010] Players enjoy playing interesting games on gaming 
devices. HoWever, players often face competing pressures 
for their time and attention. 

BRIEF DESCRIPTION OF THE DRAWINGS 

[0011] FIG. 1 is a block diagram of a system consistent 
With some embodiments of the present invention. 

[0012] FIG. 2 is a block diagram of some embodiments of 
a casino server. 

[0013] FIG. 3 is a block diagram of some embodiments of 
a gaming device. 

[0014] FIG. 4 is a front planar vieW of an illustrative 
gaming device, according to some embodiments. 

[0015] FIG. 5 is a table illustrating an eXemplary data 
structure of a termination value database for use in some 
embodiments of the present invention. 

[0016] FIG. 6 is a table illustrating another exemplary 
data structure of a termination value database for use in 
some embodiments of the present invention. 

[0017] FIG. 7 is a depiction of the display screen of a 
gaming device on Which an offer is presented to terminate a 
game, for use in some embodiments. 
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[0018] FIGS. 8 is a How chart illustrating an eXemplary 
process according to some embodiments of the present 
invention. 

[0019] FIG. 9 depicts a table illustrating an eXemplary 
data structure of a probability database for use in some 
embodiments of the present invention. 

[0020] FIG. 10 depicts a table illustrating an eXemplary 
data structure of a payout database for use in some embodi 
ments of the present invention. 

TERMS AND DEFINITIONS 

[0021] As used herein, the term “bonus game” may refer 
to a game at a gaming device that may eXtend for a relatively 
long period of time (e.g., for longer than a typical handle 
pull) and that may involve themes, graphics, priZes, and 
other features not present during routine play involving 
handle pulls. 

[0022] As used herein, the term “casino server” may refer 
to an electronic device (e.g., a computer) that communicates 
With one or more gaming devices. In a manner Well knoWn 
in the art, the casino server may function as a computer 
server and may control the actions of gaming devices. The 
casino server may also contain databases to record statistics 
such as coin-in, coin-out, jackpot information, theoretical 
Wins, etc. 

[0023] As used herein, the term “extended game” may 
refer to a gambling event that may include a secondary game 
or bonus game. HoWever, an eXtended game does not 
include a game involving only a single handle pull. 

[0024] As used herein, the term “game character” may 
refer to a character, Which may be a cartoon and/or digitally 
generated, Which is involved in rendering or illustrating a 
game situation, game event, or sequence of game events. 
The game character may additionally provide entertainment. 
The game character may eXplain payouts, try to steal objects 
from the player, try to defend objects held by the player, and 
the like. The character could be a life-like animation of a 
television character, or even just the audio associated With a 
Well-knoWn character. 

[0025] As used herein, the term “gaming device” may 
refer to any electrical, mechanical, or electro-mechanical 
device that, in a manner Well knoWn in the art, accepts 
Wagers, steps through a process to determine an outcome, 
and pays Winnings based on the outcome. The outcome may 
be randomly generated, as With a slot machine; may be 
generated through a combination of randomness and player 
skill, as With video poker; or may be generated entirely 
through player skill. Gaming devices may include slot 
machines (both video and mechanical reeled), video poker 
machines, video blackjack machines, video roulette 
machines, video keno machines, video bingo machines, 
pachinko machines, video lottery terminals, handheld gam 
ing devices, and the like. 

[0026] As used herein, the term “handle pull” may refer to 
a complete primary game at a gaming device, involving the 
placement of a Wager, the determination of an at least 
partially random or pseudo-random outcome, the determi 
nation of a payment amount, and the providing or crediting 
of a player With the payment amount. 
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[0027] As used herein, the term “natural conclusion” may 
refer to an end situation of a game that is reached, or that 
may be reached, provided a player does not elect to termi 
nate the game earlier. 

[0028] As used herein, the term “outcome” may refer to a 
symbol or set of symbols resulting from a handle pull at a 
gaming device. An exemplary outcome is “cherry-cherry 
cherry”. 

[0029] As used herein, the term “parameter” may refer to 
a variable describing one aspect of a game. For example, a 
parameter may be the number of handle pulls remaining to 
complete a game. A parameter may take on particular 
numerical or other values (such as “four”, indicating e.g., 
that there are four handle pulls remaining). These values are 
the possible settings of the parameter. 

[0030] As used herein, the terms “payout” and “payment” 
may be used interchangeably to refer to money, cash, coins, 
casino tokens, cashless gaming receipts, or equivalents 
provided to a player by a gaming device. A payout or 
payment may be associated With a particular outcome of a 
handle pulls, such as With “bar-bar-bar” or With a particular 
situation of a game, such as a ?nal situation of a secondary 
game. A player may also realiZe a termination value in the 
form of a payment. 

[0031] As used herein, the term “peripheral device” may 
refer to a device operatively connected to a gaming device 
that is con?gured to assist in the operation of game-related 
functions. 

[0032] As used herein, the term “player tracking card” 
may refer to a plastic or paper card (resembling a frequent 
shopper card) issued by casinos to a player as a Way of 
identifying the player at a slot machine or table game. As is 
Well knoWn in the art, such cards typically have encoded 
thereon (in machine-readable and/or human readable form) 
a player identi?er (e.g., a six digit number) Which uniquely 
identi?es the player (e.g., because the number is associated 
With a record in a database that includes corresponding 
player information). At a slot machine, the player inserts the 
card into a reader device and the player identi?er is read 
from the card, most often magnetically. From the player 
identi?er Which the reader device reads, the corresponding 
player information may in turn be read from the database, 
typically via a netWork connection betWeen the reader 
device and a device hosting the database. 

[0033] As used herein, the term “primary game” may refer 
to a game that involves a single handle pull at a gaming 
device. A primary game may include most routine play of a 
gaming device. 

[0034] As used herein, the term “secondary game” may 
refer to a game that requires at least tWo handle pulls as 
inputs to the game. For example, a secondary game may 
include an aggregation game in Which “cherry” symbols 
obtained during multiple handle pulls are “aggregated” in a 
memory and displayed on screen. A secondary game may 
have a payout that is separate and/or independent from any 
payout provided in conjunction With a primary game (e.g., 
a handle pull). 

[0035] As used herein, the term “setting” may refer to a 
particular value or instance of a parameter describing the 
situation of a game. For example, a parameter might 
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describe the location of a game character on a game board. 
The setting of the parameter may be “location tWelve.” 

[0036] As used herein, the term “terminate” may refer to 
an act, undertaken by a player, gaming device, or both, of 
ending the play of a game prior to its natural conclusion. 

[0037] As used herein, the term “termination value” may 
refer to a payment that a player may receive as an alternative 
to continuing With the play of a game. 

DETAILED DESCRIPTION 

[0038] Applicants have recogniZed that gaming sessions 
can be more exciting When a player can engage in a game 
that lasts for prolonged periods of time. 

[0039] Applicants have recogniZed that gaming sessions 
can be more exciting When a gaming session includes a 
game that encompasses more than one handle pull. 

[0040] Applicants have recogniZed that gaming sessions 
can be more exciting When a player can accumulate value 
other than cash or coins. 

[0041] Applicants have recogniZed that players in a gam 
ing session may be forced to leave prior to completing a 
game, due to other obligations. 

[0042] Applicants have recogniZed that players in a gam 
ing session may not Wish to abandon games in Which they 
have accumulated value. 

[0043] Various embodiments are considered in Which 
games at a casino or other gaming venue may last for an 
extended duration of time, and for Which a player may 
therefore be required to make commitments of time, money, 
or other resources. Having made such commitments a player 
may desire to break them for any of a number of reasons. 
Therefore various embodiments of the present invention 
provide a player With the means of terminating a game early 
While still receiving some payment, priZe, or other bene?t. 

[0044] In some embodiments, a player may initiate play of 
a game. When the game is underWay, the gaming device may 
determine a termination value. The termination value may 
be, for example, an amount of money that may be paid to a 
player should he immediately terminate the game. A termi 
nation value may be determined based on a number of 
factors. One factor that may be important is the amount a 
player might be expected to Win Were he to continue With the 
present game until its scheduled, or natural, conclusion. 
Accordingly, a termination value may be set approximately 
equal to a player’s expected Winnings for a game. The 
termination value may persistently be displayed for the 
player, so that player alWays knoWs the amount he may 
receive if he decides to terminate a game. In one or more 

embodiments, the gaming device may present an explicit 
offer to a player to terminate a game. 

[0045] If a player does agree to terminate a game, then the 
player may receive an immediate payment in the amount of 
the termination value. The game may thereupon end, With no 
further possibility for the player to continue play. 

[0046] In various embodiments, the player has other 
means of completing a game more rapidly. For example, the 
gaming device may accelerate the rate of play by e.g., 
initiating handle pulls automatically on behalf of the player. 
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[0047] Some embodiments of the present invention allow 
a player at a gaming device to participate in a secondary 
game in addition to a primary game. Primary games may 
include standard slot machine games, video poker, and other 
games that are Well knoWn to those skilled in the art. For 
example, a primary game played on a gaming device may 
include the placement of a Wager by a player, the pressing 
of a “spin” button by the player, the generation of an 
outcome by the gaming device, and the payment of the 
player by the gaming device based on the outcome. The 
secondary game may last tWo or more handle pulls, and may 
depend in part on the results of primary games. For example, 
a secondary game may involve the accumulation of symbols 
that are obtained in tWo or more primary games. Asecondary 
game may also involve the traversal of a game board by a 
game character, in Which the movements of the game 
character are dictated by results of the primary game. The 
play of secondary games may create a more interesting and 
diverse experience for players. Rather than being resolved 
Within seconds, as many primary games are, secondary 
games may last for minutes or even hours, and may unfold 
in many different and exciting Ways. 

[0048] During the play of secondary games, players may 
accumulate value, or “equity” Which may take the form of 
cash or credits, but Which may also take other forms. For 
example, one form of equity may include the position of a 
game character on a game board in a secondary game. A 
character that is further advanced may be more valuable to 
a player, as the character may have a greater chance of 
reaching some target location corresponding to a payout in 
the secondary game. Another form of equity may include a 
number of symbols that have been aggregated in a secondary 
game. A player may receive a payout in a secondary game 
for aggregating a predetermined number of symbols 
obtained through the primary game. Accordingly, a player is 
more likely to receive a payout the more symbols he has 
already aggregated. Therefore, the number of symbols 
already aggregated in a secondary game may constitute 
value, or equity for the player. Various other forms of equity 
Will described further in the various embodiments beloW. 

[0049] Referring noW to FIG. 1, an apparatus 100 accord 
ing to embodiments of the present invention includes a 
casino server 120 that is in communication With one or more 
gaming devices 110. Each of the gaming devices may 
comprise computers, such as those based on the Intel® 
Pentium® processor, that are adapted to communicate With 
the casino server 120; portable types of computers, such as 
a laptop computer; a palm-top computer; a hand-held com 
puter; a Personal Digital Assistant (PDA); or a cellular 
telephone. Other equivalent devices capable of performing 
the methods speci?ed herein Would be apparent to one of 
skill in the art. 

[0050] Any number of gaming devices may be in com 
munication With the casino server 120. The number of each 
depicted in FIG. 1 is solely for purposes of illustration. 

[0051] The casino server 120 may communicate With the 
gaming devices directly or via a netWork, including Without 
limitation the Internet, a Wireless netWork protocol, a local 
area netWork (or any combination thereof), through a Web 
site maintained by casino server 120 on a remote server or 
over an on-line data netWork including commercial on-line 
service providers, and bulletin board systems. The casino 
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server may communicate With the gaming devices directly 
or indirectly. In yet other embodiments, the devices may 
communicate With casino server 120 over radio frequency 
(RF), cable TV, satellite links and the like. 

[0052] Those skilled in the art Will readily understand that 
devices in communication With each other need not be 
continually transmitting to each other. On the contrary, such 
devices need only transmit to each other as necessary, and 
may actually refrain from exchanging data most of the time. 
For example, a device in communication With another 
device via the Internet may not transmit data to the other 
device for Weeks at a time. 

[0053] The casino server 120 may function as a “Web 
server” that generates Web pages (documents on the Web 
that typically include an HTML ?le and associated graphics 
and script ?les) that may be accessed via the Web and alloWs 
communication With the casino server 120 in a manner 
knoWn in the art. 

[0054] In various embodiments, the casino server may 
perform any functions described herein as being performed 
by a gaming device, and vice versa. 

[0055] FIG. 1 depicts only an embodiment of the inven 
tion. Other arrangements of devices to perform various 
methods speci?ed herein Will be readily appreciated by 
those of skill in the art. 

[0056] FIG. 2 illustrates an embodiment 200 of the casino 
server 120 (FIG. 1). The casino server 120 may be imple 
mented as a system controller, a dedicated hardWare circuit, 
an appropriately programmed general-purpose computer, or 
any other appropriate device including Without limitation 
electronic, mechanical or electro-mechanical devices. 

[0057] The server of the illustrated embodiment comprises 
a processor 210, such as one or more Intel® Pentium® 
microprocessors. The processor 210 is in communication 
With a communications port 220 and a data storage device 
230. The communications port 220 alloWs the processor 210 
to communicate With other devices, such as a gaming 
device. The data storage device 230 comprises magnetic 
memory, optical memory, semiconductor memory or any 
combination thereof. The data storage device 230 may 
include, for example, Random Access Memory (RAM), 
Read-Only Memory (ROM), a compact disc, digital video 
disc and/or a hard disk. The processor 210 and the storage 
device 230 may each be, for example: located entirely 
Within a single computer or computing device; or (ii) 
connected to each other by a remote communication 
medium, including Without limitation a serial port cable, a 
telephone line, a netWork connection or a radio frequency 
transceiver. In some embodiments, the casino server 120 
may comprise one or more computers that are connected to 
a remote server computer for maintaining databases. 

[0058] The data storage device 230 stores a program 240 
for controlling the processor 210. The processor 210 per 
forms instructions of the program 240, and thereby operates 
in accordance With the present invention, and particularly in 
accordance With the methods described in detail herein. The 
program 240 may be stored in a compressed, uncompiled 
and/or encrypted format, as Well as in a variety of other 
forms knoWn in the art. The program 240 furthermore 
includes program elements that may be necessary, including 
Without limitation an operating system, a database manage 
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ment system and “device drivers” for allowing the processor 
210 to interface With peripheral devices. Appropriate pro 
gram elements are Well known to those skilled in the art, and 
need not be described in detail herein. 

[0059] According to an embodiment of the present inven 
tion, the instructions of the program 240 may be read into a 
main memory from another computer-readable medium, 
such as into RAM from a hard drive or ROM. Execution of 
sequences of the instructions in program 240 causes pro 
cessor 210 to perform process steps described herein. In 
alternative embodiments, hard-Wired circuitry may be used 
in place of, or in combination With, softWare instructions for 
implementation of the processes of the present invention, as 
Would be understood by those of skill in the art. Thus, 
embodiments of the present invention are not limited to 
hardWare, softWare or any speci?c combination of hardWare 
and softWare. 

[0060] As Will be understood by those skilled in the art, 
the schematic illustrations and accompanying descriptions 
of the databases presented herein are exemplary arrange 
ments for stored representations of information. Anumber of 
other arrangements may be employed besides those sug 
gested by the tables shoWn. Similarly, the illustrated entries 
of the databases represent exemplary information only; 
those skilled in the art Will understand that the number and 
content of the entries can be different from those illustrated 
herein. Based on the present disclosure many other arrange 
ments of data Will be readily understood by those of skill in 
the art. 

[0061] FIG. 3 illustrates an embodiment 300 of a gaming 
device. Well-knoWn examples of gaming devices include 
video poker, video blackjack, pachinko, mechanical slot 
machines and video slot machines. The gaming device may 
be implemented as a dedicated hardWare circuit, an appro 
priately programmed general-purpose computer, or any 
other appropriate device including Without limitation elec 
tronic, mechanical or electro-mechanical devices. Accord 
ingly, the gaming device need not include the various 
components depicted in FIG. 3. 

[0062] The gaming device of the illustrated embodiment 
comprises a processor 310, such as one or more Intel® 
Pentium® microprocessors. The processor 310 is in com 
munication With a communications port 320 and a data 
storage device 350. The data storage device 350 comprises 
magnetic memory, optical memory, semiconductor memory 
or any combination thereof. The data storage device 350 
may include, for example, Random Access Memory (RAM), 
Read-Only Memory (ROM), a compact disc and/or a hard 
disk. The processor 310 and the storage device 350 may each 
be, for example: located entirely Within a single computer 
or computing device; or (ii) connected to each other by a 
remote communication medium, including Without limita 
tion a serial port cable, a telephone line, a netWork connec 
tion or a radio frequency transceiver. In some embodiments, 
the gaming device may comprise one or more computers 
that are connected to a remote server computer for main 
taining databases. 

[0063] The data storage device 350 stores a program 360 
for controlling the processor 310. The processor 310 per 
forms instructions of the program 360, and thereby operates 
in accordance With the present invention, and particularly in 
accordance With the methods described in detail herein. The 
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program 360 may be stored in a compressed, uncompiled 
and/or encrypted format, as Well as in a variety of other 
forms knoWn in the art. The program 360 furthermore 
includes program elements that may be necessary, including 
Without limitation an operating system, a database manage 
ment system and “device drivers” for alloWing the processor 
310 to interface With peripheral devices. Appropriate pro 
gram elements are Well knoWn to those skilled in the art, and 
need not be described in detail herein. 

[0064] According to an embodiment of the present inven 
tion, the instructions of the program 360 may be read into a 
main memory from another computer-readable medium, 
such as into RAM from hard drive or ROM. Execution of 
sequences of the instructions in program 360 causes pro 
cessor 310 to perform process steps described herein. In 
alternative embodiments, hard-Wired circuitry may be used 
in place of, or in combination With, softWare instructions for 
implementation of the processes of the present invention, as 
Would be understood by those of skill in the art. Thus, 
embodiments of the present invention are not limited to 
hardWare, softWare or any speci?c combination of hardWare 
and softWare. 

[0065] The processor 310 may also be in communication 
With one or more input devices 340 and one or more output 
devices 330. 

[0066] Examples of input devices include: a button; a 
touch screen; a handle; a player tracking card device, Which 
performs functions related to player tracking cards, such as 
reading player tracking cards and communicating informa 
tion read from such cards to the processor 310 (Typically, 
information read from such cards includes unique player 
identi?ers, such as a sequence of digits or a sequence of 
alphanumeric characters); a ticket reader, Which is capable 
of reading tickets and particularly indicia registered on 
tickets and like material; a credit card reader Which gener 
ally alloW a card such as a credit card or debit card to be 
inserted thereWithin and information to be read therefrom. 

[0067] Examples of output devices include: a cash dis 
penser, Which dispenses coins and/or bills to players that 
have requested to have funds be dispensed; a ticket printer, 
Which may be commanded to print onto a substrate, such as 
paper or other material; a display screen, such as a liquid 
crystal display, a plasma display and a video display moni 
tor. 

[0068] According to some embodiments, data storage 
device 350 may store various databases, such as termination 
value database 365 (table 500 of FIG. 5, and/or table 600 of 
FIG. 6), probability database 370 (table 900 of FIG. 9), and 
payout database 375 (table 1000 of FIG. 10). 

[0069] Player Database 

[0070] Referring to FIG. 4, an illustrative gaming device 
400 includes a display screen 410, Which displays a game 
board for a secondary game. Gaming device 400 also 
includes a card reader 420 for reading, e.g., player tracking 
cards. Ahandle 430 is used for initiating plays (i.e., initiating 
handle pulls), in a manner knoWn in the art. A display area 
440 provides information, such as a termination value of a 
secondary game and a number of spins (i.e. plays or out 
comes) remaining (e.g., that are needed in order to bring the 
secondary game to completion). The display area 440 also 
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includes a button labeled “Terminate Game” that allows a 
player to signal a desire to discontinue play of a game, such 
as a secondary game. 

[0071] Reels 432, 434, and 436 display the outcome of a 
handle pull in the form of a reel symbol on each reel, as is 
knoWn in the art. Button 450 alloWs a player to select a 
secondary game for play. In the illustrated gaming device, 
the secondary game is a “Board Game.” Button 460 alloWs 
a player to choose to play the gaming device in conventional 
fashion, Without the simultaneous play of a secondary game 
or a bonus game. 

[0072] Termination Value Database 

[0073] FIG. 5 is a tabular representation 500 of one 
embodiment of a termination value database. The tabular 
representation 500 of the termination value database 
includes a number of eXample records or entries, each 
de?ning a number of handle pulls 510 remaining in a game. 
Those skilled in the art Will understand that the termination 
value database may include any number of entries. The 
tabular representation 500 also de?nes ?elds for each of the 
entries or records. The ?elds specify: a termination value 
520 for a game in Which a game character is on square one 
of the game board; (ii) a termination value 530 for a game 
in Which a game character is on square tWo, of the game 
board; (iii) a termination value 540 for a game in Which a 
game character is on square three of the game board; and (iv) 
a termination value 550, for a game in Which a game 
character is on square ?fty of the game board. It Will be 
appreciate that other ?elds may include termination values 
corresponding to other positions of a character on a game 
board. It Will also be appreciated that other records may 
include other numbers of handle pulls remaining in a game. 
The termination value database of FIG. 5 may provide a 
termination value corresponding to a particular situation of 
a game, the situation involving a particular number of pulls 
remaining (e.g., a setting for a parameter describing the 
number of pulls remaining in a game), and a particular 
square occupied by a game character (e.g., a setting for a 
parameter describing the particular square that is occupied 
by a game character). 

[0074] Not all of the ?elds depicted in FIG. 5 are required, 
and various substitutions, deletions and other changes to the 
tabular representation Will be readily apparent to those of 
ordinary skill in the art. 

[0075] FIG. 6 is a tabular representation 600 of one 
embodiment of a termination value database. The tabular 
representation 600 of the termination value database 
includes a number of records or entries each de?ning a 
number of handle pulls 610 remaining in a game. For each 
record or entry, termination value ?eld 620 speci?es a 
termination value for a game With the corresponding number 
of pulls 610 remaining. 

[0076] Not all of the ?elds depicted in FIG. 6 are required, 
and various substitutions, deletions and other changes to the 
tabular representation Will be readily apparent to those of 
ordinary skill in the art. 

[0077] FIG. 7 is a depiction of a display screen of a 
gaming device 700. On the display screen, an offer 710 is 
presented giving a player options for terminating a game or 
for continuing With the game. Buttons 720, 730, and 740 
alloW the player to select one of the options being offered. 
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[0078] FIG. 8 is a How chart 800 consistent With some 
embodiments of the present invention. The steps of FIG. 8 
may be performed by a gaming device and may alloW a 
player to begin play of a game and to subsequently terminate 
play of the game before the game has reached a state of 
completion. The steps depicted in FIG. 8 include: receive 
a game initiation signal from a player 810; (ii) request 
con?rmation of the player’s desire to begin play 820; (iii) 
initiate the game 830; (iv) conduct a portion of the game 
840; (v) determine a termination value for the game 850; (vi) 
receive an indication of the player’s desire to terminate the 
game 860; and (vii) terminate the game, and provide the 
player With a payment based on the termination value 870. 
It Will be appreciated that the steps depicted in How chart 
800 need not be practiced in the order listed, but may be 
practiced in any practicable order. Further, various steps may 
be added or deleted Without detracting from the intent of 
various embodiments of the invention. 

[0079] FIG. 9 depicts a table 900 illustrating an eXem 
plary data structure of a probability database for use in some 
embodiments of the present invention. A gaming device may 
employ a database such as that depicted in FIG. 9 in 
generating a random or pseudo-random outcome for a 
handle pull. For eXample, a gaming device may generate a 
random number, and then determine the record of table 900 
such that the random number that has been generated falls 
Within the range speci?ed in the “Random Number” ?eld 
940. The gaming device may then determine the correspond 
ing symbol combination for the outcome by reference to 
?eld 950. 

[0080] FIG. 10 depicts a table 1000 illustrating an eXem 
plary data structure of a payout database for use in some 
embodiments of the present invention. The payout database 
may, among other things, alloW a gaming device to deter 
mine a payout corresponding to a particular outcome of a 
handle pull. 

[0081] What folloWs is a discussion of various embodi 
ments of the invention. A player may begin by placing a 
Wager at a gaming device. The Wager may entitle the player 
to play an eXtended game, such as a bonus game. Conven 
tional gaming devices require a player to place a Wager for 
a primary game (e.g., for a handle pull), after Which a player 
may enter a bonus game only if the player obtains one of a 
predetermined set of outcomes for the handle pull. Various 
embodiments of the present invention alloW a player guar 
anteed access to a bonus game once the player has placed the 
Wager. Therefore, in various embodiments, a Wager is com 
pletely suf?cient to alloW a player entry into a bonus game. 

[0082] Once the gaming device has provided entry to the 
player into a bonus game, the gaming device may determine 
a ?rst game situation. For eXample, the gaming device may 
determine a starting situation Where all game parameters 
take on prede?ned starting settings. The gaming device may 
also determine various actions or events in the game. For 
eXample, in a game involving the traversal of a game board 
by a game character, the gaming device may generate a 
random number and advance the game character by the 
randomly determined number of squares. As another 
eXample, in a game involving the revelation of hidden 
symbols from various locations on the display screen of the 
gaming device, an action may include a player selection of 
a location and the subsequent removal of the symbol from 
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the selected location. The gaming device may thus deter 
mine a second situation of a game, Which may occur once 
one or more actions or events have occurred in the game. In 
particular the second situation may include at least one 
setting of a parameter that is different from the parameter’s 
setting in the ?rst situation. For example, in the second 
situation, a “pulls remaining” parameter may have the 
setting of nineteen, Whereas in the ?rst situation the same 
parameter may have the setting of tWenty. Of course, the ?rst 
situation need not be a starting or initial situation of the 
game, but may itself be a situation of the game that has 
arisen after one or more actions or events. 

[0083] For any situation of the game, the gaming device 
may determine a termination value. The termination value 
may represent an amount of cash, credits, coins, casino 
tokens, or equivalent that a player may receive as an 
alternative to continuing play of a game, such as a bonus 
game. Thus, a player Who might expect to Win something if 
he plays a game out to its conclusion, may still receive some 
value from quitting a game early. This may alleviate player 
concerns of having to ful?ll obligations While in the middle 
of a game. For example, a player may be involved in a bonus 
game that lasts tWenty minutes. The player may be doing 
Well in the game, yet may all of the sudden realiZe that he 
has to catch a bus, or meet a friend for dinner. Thus, the 
player may Wish to leave the game early, but may feel 
con?icted about having to leave a game during a favorable 
situation. By receiving a termination value for leaving the 
game early, the player may still realiZe some Winnings from 
a favorable game situation. 

[0084] Methods of determining or calculating a termina 
tion value Will be discussed further beloW. HoWever, it may 
be noted that a termination value may be based speci?cally 
on a game situation. Thus, the settings of any parameter 
describing the game situation may in?uence the termination 
value. For example, a game in Which there are still tWenty 
player decisions to be made may have a higher termination 
value than a game in Which there are only ten player 
decisions to be made, all other parameter settings being 
equal. This is because a game in Which there remain tWenty 
player decisions may give the player more time to accumu 
late Winnings in the game that can later be realiZed by the 
player in the form of a payment. Thus, in various embodi 
ments, a termination value may be based on an average or 
expected payment a player Would receive from a game if he 
Were to continue play of the game to its natural conclusion. 
A termination value may also be based on a maximum 
payment a player Would be expected to receive from con 
tinuing play of a game, a minimum amount a player Would 
be expected to receive, and/or based on the player’s Wager 
in the game. For example, a termination value may be set 
equal to one third of the maximum amount a player could 
Win through continued play. A termination value might be 
set equal to the minimum amount a player could expect to 
Win through continued play. A termination value might be 
set equal to seventy percent of the Wager required to play the 
game. 

[0085] In some embodiments, a termination value may be 
set equal to a separate premium amount, e.g., a “bonus 
insurance premium” that is returned to the player if the 
bonus round is not completed. For example, a player may 
pay an insurance premium prior to the start of an extended 
game. If the player terminates the game early, the player may 
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receive a termination value that is determined based on the 
insurance premium. Thus, the termination value may func 
tion as an insurance payout. 

[0086] A termination value may be calculated by the 
gaming device. For example, the gaming device may per 
form one or more mathematical operations in order to arrive 
at a termination value. One type of termination value that 
may be calculated includes an expected amount that Would 
be Won by a player should he continue play of the game. In 
order to arrive at an expected amount, the gaming device 
may calculate a ?rst probability of the bonus game reaching 
a third situation from the second situation. For example, the 
third situation may be one possible ?nal situation the game 
might reach. The gaming device may then determine a ?rst 
payment that is associated With the third situation. For 
example, if the player Would have a balance of Winnings of 
“forty” in the third situation, then the player Would receive 
a payment of forty credits. The gaming device may also then 
calculate a second probability of the gaming device reaching 
a fourth situation, Which may be a different possible ?nal 
situation of the game. The gaming device may then deter 
mine a payment associated With the fourth situation. The 
gaming device may then calculate an expected value as a 
termination value using the ?rst and second probabilities, 
and the ?rst and second payments. For example, the gaming 
device may calculate a termination value by summing the 
product of the ?rst probability and ?rst payment With the 
product of the second probability and the second payment. 
Of course, the calculation may also include a third prob 
ability for a ?fth situation, a fourth probability for a sixth 
situation, and so on. Furthermore, the calculation may 
include a third payment for a ?fth situation, a fourth pay 
ment for a sixth situation, and so on. 

[0087] A termination value may also be determined 
through simulation. A gaming device may simulate one or 
more possible future courses of the game. For instance, the 
gaming device may determine a ?nal situation of a game 
assuming one or more events or actions in a game. The 
gaming device may determine a payment associated With the 
?nal game situation. The payments determined for the ?nal 
situations of multiple simulations may be averaged or oth 
erWise aggregated in a Way to determine a termination value 
for the present game. In various embodiments, a termination 
value may be determined based on the payment associated 
With one or more game situations that are simulated, or 
determined based on an assumed sequence of actions or 
events in a game. 

[0088] In various embodiments, the gaming device may 
determine a termination value for the second situation by 
reference to a third situation, Where the third situation is 
found to be identical to the second situation. Athird situation 
may be found to be identical to a second if the setting of each 
parameter describing the third game situation is identical to 
the setting of the same parameter describing the second 
game situation. As an example, once the second situation has 
arisen, the gaming device may consult a database of game 
situations for Which termination values have already been 
determined. If the gaming device ?nds a match betWeen the 
second situation and a situation in the database (e.g., the 
third situation), then the gaming device may use the prede 
termined termination value for the third situation as the 
termination value for the second situation. 
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[0089] In various embodiments, there may not be an exact 
match betWeen the second situation and any situation stored 
in a database for Which termination values have been 
predetermined. Accordingly, the gaming device may ?nd 
one or more situations that are similar to the second situa 
tion, and for Which termination values have already been 
determined. Based on the termination values for the similar 
game situations, the gaming device may determine a termi 
nation value for the second game situation. 

[0090] In some embodiments, the gaming device deter 
mines a termination value for a second situation based on a 

termination value associated With a third situation, and a 
termination value associated With a fourth situation. For a 
given parameter, the second situation may have a ?rst 
setting, the third situation may have a second setting, and the 
fourth situation may have a third setting. In particular, the 
?rst setting may be betWeen the second setting and the third 
setting. For example, the third situation may have tWenty 
seconds remaining in the game (e.g., the setting of the “time 
remaining” parameter may be “tWenty seconds”). The sec 
ond situation may have tWenty-tWo seconds remaining in the 
game. The fourth situation may have tWenty-four seconds 
remaining in the game. Thus, the setting of the “time 
remaining” parameter for the second situation may lie 
betWeen the setting of the same parameter With respect to the 
third and fourth situations. Accordingly, one Way of deter 
mining a termination value associated With the second 
situation is to choose a termination value that lies betWeen 
the termination value associated With the third situation the 
termination value associated With the fourth situation. For 
example, if the termination value associated With the third 
situation is eight coins, and the termination value associated 
With the fourth situation is ten coins, then the termination 
value associated With the second situation may be set to nine 
coins. 

[0091] For the purposes of the present discussion, it may 
be assumed that the gaming device determines a termination 
value for the second situation of the game. It should be noted 
that a different termination value may be determined for 
each possible or actual situation of a game, so that a 
termination value that had been determined for the ?rst 
situation of the game may not be applicable to the second 
situation of the game. 

[0092] Once the gaming device has determined a termi 
nation value for the second situation of the game, the gaming 
device may display the termination value. For example, the 
display screen of the gaming device may include a box in the 
upper right hand corner With the text: “Termination value: 
nine coins” or “Surrender noW and receive nine coins.” The 
termination value may be displayed Without any prompting 
or request by the player. For example, the gaming device 
may automatically display the termination value during any 
given situation of a game, or during all situations. The 
gaming device may update the display of the termination 
value as the situation of the game changes. 

[0093] In various embodiments, a termination value may 
be displayed as an offer. For example, the gaming device 
may print the folloWing text: “Would you like to stop the 
game noW? We Will give you fourteen coins for quitting. 
Press button ‘A’ if you Wish to stop. Press button ‘B’ if you 
Wish to continue.” An offer may provide a player With an 
explicit choice of Whether to continue the play of a game, or 
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Whether to discontinue play of the game. If the player elects 
to discontinue, he receives the termination value as com 
pensation. In various embodiments, a termination value may 
be displayed on its oWn during some portion of the game, 
and as an offer during other portions of the game. 

[0094] In some embodiments, an offer to terminate may be 
presented as an outcome in the primary game. For example, 
a symbol on the primary game might read “quit While you 
are ahead.” The player might then decide Whether or not he 
Wishes to terminate. 

[0095] A player may indicate that he does Wish to termi 
nate, or discontinue play of a game, in several Ways. Among 
them, the player may accept an offer to terminate a game. 
For example, the player may press a designated area of a 
touch screen, or a designated button of his gaming device. If 
there is no explicit offer, then the player may touch a button 
or area of a touch screen labeled “terminate game,”“stop 

game,” or the like. Thus, the player may actively set forth a 
desire to quit the game. The gaming device may then, in 
various embodiments, present to the player a con?rmation 
message asking Whether the player is sure he Wants to 
terminate play of the game. Acon?rmation message may be 
useful for players Who do not realiZe the consequences of 
terminating a game. For example, the con?rmation message 
may indicate to the player that he Will not be able to take any 
further actions in a game, and he Will give up the possibility 
of any further Winnings in the game, should he agree to 
terminate the game. A con?rmation message may also be 
useful for a player Who has accidentally indicated that he 
Wishes to terminate a game. 

[0096] In some embodiments, a player may indicate a 
desire to terminate a game through inaction. For example, if 
a game requires player decisions (such as selecting areas 
from Which to reveal hidden symbols), and the player does 
not provide any input, then the inactivity may be interpreted 
as a desire to terminate a game. 

[0097] A player Who terminates the play of a game in 
progress may be provided With the termination value asso 
ciated With the situation of the game at Which the player 
terminated. In particular, the player may be provided the 
termination value if discontinuing play Was an alternative to 
continuing play. To continue With the preceding discussion, 
the player may decide to terminate the game When the 
second situation of the game has arisen. Once the player has 
indicated his desire to terminate, and possibly con?rmed 
such desire, the game may end. In other Words, no further 
action may occur in the game. No further situations may be 
determined. The player may also be provided With the 
termination value. For example, the gaming device may 
dispense coins in the amount of the termination value. 

[0098] Although the foregoing discussion has made ref 
erence to bonus games, the discussion may also apply to 
secondary games. In the case of secondary games, one game 
parameter may describe the number of handle pulls remain 
ing. That is, actions in a secondary game may be determined 
by the outcomes of handle pulls, even though payments 
provided to players as a result of handle pulls (or primary 
games) are determined differently than are payments pro 
vided to players from the results of secondary games. A 
secondary game may be considered to be terminated, or 
?nished early, When a number of handle pulls remaining in 
the secondary game is greater than Zero. 
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[0099] In embodiments involving secondary games, a 
player need not provide an explicit Wager in order to initiate 
the secondary games. Rather, the player may provide Wagers 
for handle pulls. The outcomes of the handle pulls may then 
provide input into the secondary games. For example, an 
“advance three spaces” symbol that appears on the reels in 
a primary game may cause a game character in a secondary 
game to advance three spaces on a game board. As With a 
bonus game, a gaming device may determine one or more 
situations of a secondary game. The gaming device may 
determine a termination value associated With a second 
situation of a secondary game. The gaming device may offer 
the player the option of terminating a secondary game early 
(e.g., in the second situation). If the player elects to termi 
nate the secondary game early, the player may receive the 
termination value. The gaming device may determine the 
termination value using simulations of future courses of the 
secondary game. The gaming device may also determine the 
termination value by comparison of the secondary game to 
other situations for Which a termination value has been 
predetermined. 
[0100] Triggering Conditions 

[0101] In various embodiments, Which may involve 
extended games, such as bonus games or secondary games, 
certain conditions may trigger a gaming device to offer a 
player the option of terminating a game. As used herein, 
such conditions may be described as “triggering conditions.” 
Thus, an offer to terminate a game may be made based on 
Whether triggering conditions are met at a gaming device. 
The offer may be that the player may receive a termination 
value in return for agreeing to discontinue play of the 
extended game. 

[0102] There may be a variety of triggering conditions. In 
some embodiments, triggering conditions may be indica 
tions that a player is impatient to ?nish a game. In some 
embodiments, a triggering condition is that a player’s rate of 
play exceeds a predetermined threshold. For example, in a 
secondary game, the player is making an average of more 
than ten handle pulls per minute. This rapid rate of play may 
indicate an impatience to conclude the secondary game. 
Accordingly, the gaming device may provide the player an 
offer to terminate the game, so that the player may imme 
diately conclude the game. 

[0103] In some embodiments, a triggering condition may 
be that the force With Which a player presses a button of the 
gaming device exceeds a predetermined threshold. For 
example, the player is pressing a button With a peak force of 
more than ten neWtons. Again, a player Who is pressing a 
button With a high degree of force may be indicating an 
impatience to conclude a game. 

[0104] In various embodiments, a gaming device may not 
persistently display a termination value for a game. In 
various embodiments, a gaming device may not display a 
termination value Without at least some player prompting. In 
various embodiments, a gaming device may not display a 
termination value at all. In embodiments Where a termina 
tion value is not displayed, a gaming device may display a 
termination value only if the player indicates that he Wishes 
to discontinue the play of an extended game, such as a 
secondary game or a bonus game. If a termination value is 
displayed only upon player request, then a player may be 
less likely to terminate a game, and thus more likely to enjoy 
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the remainder of a game. Thus, in various embodiments, a 
gaming device may receive an indication that a player 
Wishes to discontinue the play of an extended game at a 
gaming device. The indication may come from the player 
pressing a “stop game” or similar button. After receiving the 
indication, the gaming device may then display the termi 
nation value for the extended game. 

[0105] Aplayer Who indicates a desire to terminate a game 
may change his mind after he sees the termination value. For 
example, the player may decide that the termination value is 
too loW. Accordingly, the player may not Wish to stop the 
game after all. In various embodiments, the gaming device 
does not terminate a game until after receiving a con?rma 
tion from the player that the player Wishes to discontinue 
play of the extended game in exchange for the player 
receiving the termination value. The player may con?rm that 
he Wants to terminate a game by pressing a button, Where the 
button is a “con?rm,”“agree,” or other such button indica 
tive of a player’s desire to discontinue the play of an 
extended game. If the player does provide suitable con?r 
mation, then the gaming device may provide the termination 
value to the player. The gaming device may thereupon stop 
the game and determine no further situations of the game. 

[0106] In some embodiments, an extended game may not 
be stopped before its natural conclusion. HoWever, the 
advent of the natural conclusion may be accelerated. In this 
Way some of the same objectives of terminating a game may 
be accomplished. Namely, a player may have the opportu 
nity to leave a gaming device in order to attend to other 
obligations, Without Waiting for an extended game to sloWly 
run its course. 

[0107] An extended game may proceed toWards a conclu 
sion through successive determinations of game situations. 
For example, a gaming device may determine a ?rst game 
situation, folloWed by a second game situation, folloWed by 
a third game situation, and so on. The gaming device may 
tend to Wait for a predetermined time interval betWeen the 
determinations of successive game situations. For example, 
the gaming device may Wait three seconds betWeen the 
determination of successive game situations. The Wait may 
be designed to create suspense for a player. HoWever, a 
gaming device may also Wait because successive game 
situations depend on player actions. There may be natural 
limits on the speed of player actions. For example, a player 
may be limited in his ability to rapidly make a decision in an 
extended game and to indicate his decision in the game by 
touching a touch screen. Thus, the lengths of time betWeen 
the determination of game situations may depend in Whole 
or in part on the player. It should be noted that the present 
discussion may also apply to the display of a game situation. 
For example, a gaming device may alWays Wait three 
seconds before displaying a neW game situation (e. g., before 
displaying a neW position of a character on a game board), 
even though the gaming device might have determined the 
neW game situation long ago. Similarly, a gaming device 
may be unable to display a neW game situation until after a 
player has proceeded With some decision or some other 
action in the game. 

[0108] In accelerating the natural conclusion of a game, 
some of the lengths of time that separate the determination 
of successive game situations, or the display of successive 
games situations, may be shortened. For instance, if it is 
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normally tWo seconds between When a gaming device 
determines successive situations of a game, the time may be 
shortened to one second. In this Way, the game Will conclude 
more rapidly. It should be noted, hoWever, that a gaming 
device may just as Well shorten the time betWeen game 
situations Which are not successive. For example, a gaming 
device may shorten the time betWeen When ?rst and third 
game situations are determined, even though a second 
situation is determined after the ?rst but before the third. 

[0109] In vieW of the foregoing, in various embodiments, 
a gaming device may receive an indication that a player 
Wishes to accelerate the conclusion of an extended game at 
a gaming device. The gaming device may then determine a 
?rst length of time based on the indication. The ?rst length 
of time may be a neW length of time that the gaming device 
is going to Wait betWeen determinations of a ?rst and second 
game situations, Which may or may not be successive. For 
example, the ?rst length of time may be one second, Which 
may mean that the gaming device is noW going to Wait only 
one second betWeen determining and/or displaying the ?rst 
game situation and the second game situation. The gaming 
device may determine a ?rst situation of the extended game 
at a ?rst time. The gaming device may then determine a 
second situation of the extended game at a second time. The 
gaming device may Wait until the second time such that the 
elapsed time betWeen the ?rst time and the second time is 
equal to the ?rst length of time. For example, the gaming 
device may determine the ?rst game situation at 3:00:01. 
The gaming device may determine the second game situa 
tion at 3:00:02, such that the elapsed time is equal to one 
second, or the ?rst length of time. 

[0110] Additionally, in various embodiments, the gaming 
device may display, at the ?rst time, an indication of the ?rst 
situation. The gaming device may display, at the second 
time, an indication of the second situation. For example, for 
either situation, the gaming device may display a position of 
a game character on a game board, or a number of symbols 
aggregated, or a number of credits Won. Note, hoWever, that 
the ?rst situation need not be displayed at precisely the ?rst 
time. Rather, for example, the ?rst situation may be dis 
played a little bit afterWards or at any other time. Similarly, 
the second situation need not be displayed at exactly the 
second time. 

[0111] As an aid to determining the ?rst length of time, the 
gaming device may also determine a second length of time, 
Which is a length of time that the gaming device normally 
takes betWeen determining and/or displaying situations of a 
game. The second length of time may be used as a reference. 
For example, if the gaming device normally takes tWo 
seconds (the second length of time) betWeen determining 
successive game situations, then the gaming device may 
determine the ?rst length of time such that the ?rst length of 
time is less than the second length of time. In this Way, the 
game Will tend to conclude more rapidly than normal. 

[0112] Thus, in various embodiments, a gaming device 
may determine a second length of time, in Which the second 
length of time is associated With extended games Whose 
conclusions have not been accelerated, such that the ?rst 
length of time is less than the second length of time. 

[0113] The extended game of the foregoing discussion 
may be a bonus game. If the extended game is a secondary 
game, then the extended game may require player decisions. 
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As such, the length of time betWeen determinations of game 
situations may not be entirely under the control of the 
gaming device. In such cases, the gaming device may take 
control from the player of one or more actions previously 
performed by the player. For example, rather than alloWing 
a player to initiate handle pulls on his oWn, the gaming 
device may initiate handle pulls automatically. That is, the 
gaming device may spin the reels, generate an outcome, and 
provide a payout, all Without input from the player. Accord 
ingly, the gaming device may accelerate the player decision 
process. For instance, the gaming device may make handle 
pulls much more rapidly than a player is capable of doing. 
The conclusion of the secondary game may thereby be 
accelerated. In various embodiments, hoWever, the gaming 
device must obtain the player’s agreement before taking 
control of actions previously performed by the player. 

[0114] In various embodiments, a player need not termi 
nate a game early, for example, if the player has a pressing 
obligation to meet. In some embodiments, a player may have 
the situation of the game stored. The player may then stop 
playing the game temporarily, but may resume play of the 
game at a later time. To store the situation of a game, a 
gaming device may store the settings of all parameters 
describing the situation. For example, the gaming device 
may store the number of symbols aggregated, the number of 
credits accumulated, the number of handle pulls remaining, 
the position of a game character, and the setting of any other 
relevant game parameter. 

[0115] When a player has elected to stop play and continue 
at a later time, the gaming device may also cease to display 
a game situation. For example, the gaming device may cease 
to display a balance of Winnings associated With a particular 
game situation. 

[0116] The gaming device may store a game situation in 
conjunction With a player identi?er, such as a name, pass 
Word, player tracking card number, or any other identi?er. 
The player may, at a later time, present the identi?er to the 
gaming device in order to resume play of the game. For 
example, by inserting his player tracking card into the 
gaming device, the player may automatically call up the 
situation of an un?nished game. 

[0117] A player may initially indicate a desire to discon 
tinue play of a game by pressing an appropriately labeled 
button on the gaming device, or by touching an appropriate 
area on the display screen of the gaming device. For 
example, the player may press a “Discontinue” button on his 
gaming device. When a player has expressed his desire to 
discontinue, the gaming device Will have received an indi 
cation that the player Wishes to discontinue play of a ?rst 
extended game at a gaming device. The gaming device may 
then determine, at a ?rst time, the ?rst situation of the ?rst 
extended game. For example, at the time that the player 
Wishes to discontinue play of the ?rst game, the gaming 
device may determine the ?rst situation. The gaming device 
may then store the ?rst situation of the ?rst extended game. 

[0118] After the player has discontinued play, the gaming 
device may be available for other players to play other 
games. Thus, the gaming device may determine, at a second 
time, a second situation of a second extended game, in Which 
the second time is after the ?rst time. For example, ?ve 
minutes after the player of the ?rst extended game leaves the 








































