
(19) United States 
US 20050143168A1 

(12) Patent Application Publication (10) Pub. No.: US 2005/0143168 A1 
Torango (43) Pub. Date: Jun. 30, 2005 

(54) PROGRESSIVE WAGERING SYSTEM ?led on Mar. 17, 1997. Provisional application No. 
60/050,911, ?led on Jun. 13, 1997. 

(76) Inventor: Lawrence J. Torango, Reno, NV (US) 
Publication Classi?cation 

Correspondence Address: 
JAMES C. WRAY (51) Int. Cl.7 .......................... .. G06F 17/00; G06F 19/00 
1493 CHAIN BRIDGE ROAD (52) US. Cl. .............................................................. .. 463/25 
SUITE 300 
MCLEAN, VA 22101 (US) (57) ABSTRACT 

_ A linked progressive gaming system and method of opera 
(21) Appl' NO" 11/049,899 tion is disclosed that is capable of accepting Wagers in 
(22) Filed: Feb 4’ 2005 different currencies and different denominations of the same 

currency and allowing players in diverse locations to play 
Related US Application Data for common progressive prizes. The system periodically 

computes each current prize value using the data acquired 
(60) Continuation of application No. 10/618,207, ?led on from each gaming device, and displays the values at each 

Jul, 11, 2003, which is a division of application No_ location Where participating gaming devices are located, in 
09/875,467, ?led on Jun' 5, 2001, now Pat, No_ the currency used at each particular location. Multiple prizes 
6,592,460, Which is a continuation of application No. may be supported simultaneously- Each gaming device may 
09/698,941, ?led on Oct, 27, 2000, now Pat, N()_ be linked to one or more prizes. Progressive prize aWard 
6,435,968, and which is a Continuation of application events may be triggered by random events associated With 
No, 09/005,341, ?led on Jan, 9, 1998, now Pat, No_ play based on Wagers made on gaming devices or by the 
6,241,605; central system based on prize criteria exceeding a boundary 

limit. A Free Play apparatus is disclosed that alloWs non 
(60) Provisional application No. 60/035,513, ?led on Jan. progressive gaming devices, as Well as other traditional 

15, 1997. Provisional application No. 60/040,982, games, to participate in progressive play. 

101A CANADA LOCATION 
_ _ _ CENTRAL s SJTI'M a I<I:No GAME GAME . __ _- ,_,._'---—I0_. 

#6? ‘ 7- GAME DEVICE DEVICE S'GN M'Nlmnmm/Lm_ 
‘i X / a? \ - - 

a * 104A\@ DEVICE DRIVERS Enos/x BUSINESS PROCESSES "109 
w. J}... E EVENT MANAGER 106A AND REPORT CIINEI'MTORS‘. 

,. M POLLING PROCESS —1o7/\ 

_ 103A [\ 
1010 UNITED STATES LOCATION 10‘) 

réINGo GAME ' GAME“ DATA ' A‘. _ AME ' ‘ 

‘ I _ DEVICE AcouIsI'I'IoII 

UNITED STATE? 1°’"3\ G DEVICE DRIVERS 105B 
I’ E EVENT MANAGER ~1oon 

V M POLLING PROCESS 107B . 

- POLLING - 

103B PROCESS cgv?'fil 
101C MExIco LOCATION ' "mm" 

GAME GAME 
oEvIcE DEVICE #110 

xx 

SYS'I‘IF'M 
OPEN/non 
c/ITEIA/m /- 1 i 1 

10“c/ 



Patent Application Publication Jun. 30, 2005 Sheet 1 0f 15 US 2005/0143168 A1 



Patent Application Publication Jun. 30, 2005 Sheet 2 0f 15 US 2005/0143168 A1 



Patent Application Publication Jun. 30, 2005 Sheet 3 0f 15 US 2005/0143168 A1 

Figure 3 

\ I D-Z'I'IL-Z DRIVER x___~\_ 
\ 

DEVICE DRIVER 

\ PERFORM C‘AJ‘JIE 
ACTIVITY 

STORE MESSAGES 
INTO QUEUES 

' ' D'_V‘ r \ pp - SEND URGENT \ . C ‘CE D‘UV 
MESSAGE TO - ‘ "'2 

DEVICE DRIVER 1 3:5 ‘>1 

RESPOND To 
POLL REQUESTS 

DEvIcE DRIVER \ ‘ . DEvIcEDRIvER I - 
342 352 

341“ BINGO 35I_ KENO 
APPARATUS APPARATUS 

E7 1 _ , , 

CARD NUMBER pgltf ‘ CARD NUMBER PS5: 
I F3 3 L TI \I '_ SALT" E T" ‘ ‘ SR!" E EC‘; OI GU‘ c: S LELTIDN OUT I 

‘ BINGO KEN-D 

NUMEE NUIIIEEF. 
DIS?LA‘." I D§5FLAY 

' SIGN I SIGN 





Patent Application Publication Jun. 30, 2005 Sheet 5 0f 15 

NO , 

/ ‘ 

NO ARE TOTAL YES 
\f/AGER P-JMQUNTS 

cOmEATzaLE 

5E0 

EQUAL _ YES COMPUTE 

CONTRIBUTIONS SURCHARGE‘ 
REOUlRED PERcENTAGE 

57G 

sum OF _ 

PERCENTAGE RATES ALLOW {4560 
> GAMES til-\‘(HHUFJ LINKAGE 

CAN GAME 
CHANGE TOTAL 
WAGERAr-AOUNT ‘ 

DYNAD.-1ECALLY 

wane‘: 

FxgureS 

\IVAGER \i‘ilTHh‘l RANGE 
OF GAI‘AE PA‘r' LINES 

US 2005/0143168 A1 

/\\ 
15 FREE 

TOTAL WAG ER 

l 
1 END ] 



Patent Application Publication Jun. 30, 2005 Sheet 6 0f 15 US 2005/0143168 A1 

Figure 6 
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PROGRESSIVE WAGERING SYSTEM 

CROSS REFERENCES TO RELATED 
APPLICATIONS 

[0001] This application claims priority of provisional 
patent application No. 60/035,5153 ?led on Jan. 15, 1997, 
application No. 60/040/982 ?led on Mar. 17, 1997, appli 
cation No. 60/050/911 ?led on Jun. 19, 1997. 

BACKGROUND OF THE INVENTION 

[0002] 1. Field of Invention 

[0003] This invention relates to a computeriZed control 
processes executed on one or more central computers and 
one or more remote computers. The control processes man 
age progressive gaming in Which a plurality of progressive 
priZes may be linked to a plurality of gaming device’s 
progressive game pay lines. This invention may include Free 
Play apparatus to alloW linkage betWeen the plurality of 
progressive priZes With gaming devices devoid of progres 
sive game play line logic. The gaming devices may accept 
Wagers using different currencies and different denomina 
tions Within a particular currency While participating in 
common priZes. 

[0004] 2. Description of Related Art 

[0005] Each of the prior art progressive gaming systems 
and methods have common properties due to the regulatory 
environment, characteristics of the gaming industry and the 
events related to progressive processes. 

[0006] Regulatory agencies have at least four primary 
concerns related to progressive control systems, in addition 
to the common and normal regulations concerning gaming 
activities. 

[0007] 1. The control system must ensure that every game 
linked to a progressive priZe requires the same total Wager 
amount to be made by players over the theoretical life cycle 
of one priZe aWard. This requirement ensures each player 
theoretically makes the same monetary investment to Win 
the progressive priZe. 

[0008] 2. The portion of Wagers contributed to increment 
the priZe value, fund starting priZe values, etc. must be the 
same for each Wager made. 

[0009] 3. The controlling system must provide a reason 
able degree of protection against system error or tampering 
resulting in priZe aWards. 

[0010] 4. Business functionality must be capable of pro 
ducing reports that provide an audit of the control system 
processes and ensure Wagers made by players have been 
accounted for correctly. 

[0011] Prior art gaming devices typically contain one or 
more games that can be played for various priZes. Each 
game has a pay table that de?nes all possible outcomes of 
one play of the game that can result in aWarding a priZe to 
a player. Gaming devices used for Wagering are usually 
approved for play based on theoretical pay out. For example, 
the REGULATIONS OF THE NEVADA GAMING COM 
MISSION AND STATE GAMING CONTROL BOARD 
current as of March, 1997, section 14.040 states that “All 
gaming devices submitted for approval: 1. Must theoreti 
cally pay out a mathematically demonstrable percentage of 
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all amounts Wagered, Which must not be less than 75 percent 
for each Wager available for play on the device.”. 

[0012] Theoretical pay out is mathematically demon 
strated using the game’s pay table to compute the difference 
betWeen the total monetary amount of Wagers made over a 
theoretically time period and the priZes aWarded. In prior art 
games, each line of the pay table de?nes the number of coins 
required to be played, the criteria that de?nes a Win, the odds 
of the Win criteria resulting from one play of the game and 
the number of coins returned by the gaming device to the 
player When a Win is registered. In addition, a pay line may 
include the ability to accept a progressive priZe value from 
the system. In prior art progressive gaming systems and 
methods this is required to alloW the game’s pay line to be 
linked to a system controlled progressive priZe. 

[0013] One representation of a prior art game’s pay table 
is illustrated in FIG. 15. In this representation there are 10 
possible combinations of symbols, represented as AAA 
through JJJ, that Will result in aWarding a priZe to the player. 
For simplicity pay lines 5 through 9 are not shoWn. Each pay 
line Will return a number of coins determined by the coins 
bet, as indicated in FIG. 15 as Win amount for coin required, 
in Which case the coins required are 1, 2 or 3. In the event 
3 coins are required, then the pay line may also be linked to 
a system progressive priZe, indicated by SP. in FIG. 15 pay 
lines 1 and 2 must be linked to a system progressive priZe 
before the game may be played. 

[0014] The pay table for one embodiment of a gambling 
machine With a dynamic pay schedule is illustrated in US. 
Pat. No. 5,123,649. 

[0015] The control processes of most of the prior art 
progressive gaming systems and methods include games 
With a single progressive pay line. Each participating game 
accepts Wagers only With coins of the same denomination 
and of the same currency. For example, if the progressive 
priZe is based on a $1.00 US denomination, all games 
participating in the opportunity to Win the progressive priZe 
can only accept Wagers of a speci?c number of $1.00 US 
coins. In this instance the odds associated With Winning the 
progressive priZe are exactly the same on every participating 
game’s progressive pay line. 

[0016] The control processes of a system illustrated in 
US. Pat. No. 5,116,055 alloW gaming devices accepting 
different coin denominations of the sane currency to be 
played for a common progressive priZe. This process is 
based on a method of translating the coin/pulse information 
normally generated by each game, into a set of information 
Which results in each game making an approximately equal 
value of dollars to jackpot amounts that increment the priZe 
value over the theoretical life cycle of one priZe aWard. 

[0017] The method of translation is characteriZed by cal 
culations using a constant value for unit of increment per 
pulse (a coin of a speci?c denomination and currency) to 
apply against the actual denomination of the coins used to 
play the game, the standard game pay table data of hit 
frequencies (odds) and coins bet. The calculations result in 
a computed coins per pulse value and a computed percent 
age to jackpot factor. 

[0018] The practical application of this process may be 
hindered by the fact that all results produced during the 
process are approximations, not the usually expected exac 



US 2005/0143168 A1 

titudes. A further hindrance is in the complexity of the 
translation process. This may impact the ability of standard 
business functionality to verify correctness. 

[0019] In prior art progressive gaming systems and meth 
ods a portion of each Wager is used to fund an increment to 
the current priZe value, fund the starting value of the next 
priZe after a Win occurs, and other uses. Commonly the 
portion used, usually knoWn as contributions, is determined 
by control data related to percentages and the coin denomi 
nation. 

[0020] For example, assume a priZe starts at $1,000,000 
With a contribution rate of 3.5% to fund the next priZe’s 
starting value of $1,000,000 and a 2.5% contribution rate to 
the groWth of the current priZe’s value. Also assume it is 
linked to gaming devices requiring a $2.00 Wager. This 
means each Wager contributes $0.07 (2.00*0.035=0.07) to 
the next priZe’s starting value and $0.05 (2.00*0.025=0.05) 
to the increment of the current priZe value. With these 
contribution percentages there must be about 14,285,715 
handle pulls, or games played, betWeen Wins for the priZes 
$1,000,000 starting amount to be funded. (1,000,000/0.07= 
14,285,714.29). In essence the total Wager amount made 
over the theoretical life cycle of one priZe aWard Would be 

$28,571,430.00 (14,285,715*2.00=28,571,430.00). 
[0021] During this theoretical time period the priZe value 
Would increase by $714,285 
(005*14,285,714.29=714,285.7145) to make the average 
priZe value Worth $1,714,285 for each theoretical Win. Also 
assume that a marketing study has determined that to sustain 
player interest the priZe should be Won on average about 
once every month. This means there should be about 14,285, 
715 handle pulls, or games played, over a thirty day time 
span. If each gaming, device Were able to average about 5 
games played each minute for 10 hours a day it Would 
produce 3000 games played per day. If the priZe Were to be 
Won every thirty days and each gaming device generates 
90,000 handle pulls a month (5 games* 60 minute/hour* 10 
hours*30 days=90,000), there Would have to be at least 159 
gaming devices attached to the priZe (14,285,715/90,000= 
158.73 . . . 

[0022] In prior art progressive gaming systems and meth 
ods the linkage of a gaming device to a priZe is dependent 
on the gaming device accepting a speci?c number of coins 
of a particular denomination and the pay line must alWays 
have the same odds. Using the example given, each linked 
gaming device must only accept a $2.00 US Wager to play 
for the priZe and the odds Would alWays be the same, in this 
case 14,285,715. 

[0023] In this example it Was illustrated that the prior art 
progressive gaming systems and methods link priZes to 
gaming devices based on the Wager amount and odds ?xed 
in a gaming device’s hardWare and softWare. This creates a 
major problem When the actual marketing acceptance varies 
from the projected acceptance. Changes needed on the 
gaming devices to alter the Wager amount or odds require 
replacing the hardWare or softWare in the device. This may 
be very time consuming and expensive. The prior art pro 
gressive gaming systems and methods also make it impos 
sible for a common priZe to be linked to gaming devices 
using different currencies as the basis for Wagering due to 
?uctuating currency rates. 

[0024] It Would be very advantageous to enable linking a 
gaming device to a progressive priZe in a Way that Would 
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enable changing the linkage criteria Without changing the 
gaming device’s hardWare or softWare. This Would make the 
task of adjusting to changing market forces easier and less 
expensive and also alloW linking common priZes to gaming 
devices using different currencies. 

[0025] This invention incorporates this advantage by 
using total Wager amount as the basis of linkage betWeen a 
priZe and a gaming device or other gaming apparatus. The 
total Wager amount for a priZe is equivalent to the amount 
needed to ?nance the average priZe value. In the previous 
example the priZe’s total Wager amount Was $28,571,428.58. 
A prior art gaming device’s total Wager amount is the 
product of the Wager times the odds and this invention Would 
continue to alloW that as a basis of participation for the prior 
art gaming devices. HoWever, this invention speci?es a Free 
Play apparatus that uses the total Wager amount, Which may 
be represented in different currencies, and the Wager amount 
of a speci?c bet made by a player, to dynamically compute 
the odds of a priZe aWard event. The advantage gained is the 
ability to adjust the basis of linkage to quickly and eco 
nomically respond to changing market forces While alloWing 
play for common priZes using different currencies for plac 
ing Wagers. 

[0026] The nature of a progressive priZe that is Won on 
gaming devices or apparatus that have play based on odds is 
that there is no Way to predict When a priZe Will be Won. Due 
to the natures of the random events that determine Win or 
lose, the time span betWeen Wins could be very short or very 
long. Only over a long period of time encompassing many 
priZe aWards Would the predicted time span betWeen priZe 
aWards based on the odds and player participation become 
apparent. 

[0027] Under certain circumstances, it Would be advanta 
geous to be able to establish a maximum amount of a priZe, 
or to establish a date and time, or other criteria related to a 
boundary, beyond Which a priZe aWard event may be forced 
upon one or more participating players. 

SUMMARY OF THE INVENTION 

OBJECTS OF THE INVENTION 

[0028] One of the objectives of this invention is to alloW 
players using gaming devices Which accept Wagers in dif 
ferent currencies or varying denominations Within a particu 
lar currency, to share in the possibility of Winning common 
progressive priZes. A critical element in the practical appli 
cation of this objective is the ability to enable gaming 
devices or other gaming apparatus containing no linked 
progressive priZe hardWare or softWare logic, to be linked to 
progressive priZes. The linkage is enabled Without modi? 
cation to the essential characteristics of the gaming device or 
game apparatus as represented by the gaming device’s 
hardWare or softWare or the playing characteristics. 

[0029] Another objective of this invention is to teach a 
method Whereby a boundary criterion such as a maximum 
value, or, an expiration date and time, or other criteria may 
be speci?ed for a priZe. Then, When random play has not 
created a priZe aWard event by the time the boundary criteria 
is reached, the method enables the system to randomly select 
one or more of the current participants as a Winner. 

[0030] These and other objects of the present invention 
Will be realiZed from the folloWing speci?cations and draW 
ings. 
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BRIEF DESCRIPTION OF THE INVENTION 

[0031] This invention comprises a system and process for 
linking a plurality of progressive gaming devices’ pay lines 
and gaming devices or other gaming apparatus with or 
without inherent progressive hardware or software logic, to 
a plurality of progressive prizes in such a way that freedom 
of association is constrained only by the business rules of 
any one of possibly several regulatory agencies involved 
with an implementation of the invention. Each prize may be 
controlled by the regulatory rules of jurisdictions different 
from that of other prizes. 

[0032] The system’s control processes are integrated with 
the gaming devices, signs and other attached devices or 
games utilizing device drivers. These units of programmable 
logic are responsible for controlling and monitoring each 
attached device or came apparatus. Each device driver 
communicates with a particular kind of device or game 
apparatus according to its rules for message content and 
transmission. The device driver converts the native protocol 
of the device or apparatus into the common internal protocol 
used by the central control processes to monitor and control 
the operation of all like kinds of devices and apparatus. 

[0033] The monitoring and control of progressive prizes 
permits a prize award process to be initiated in different 
ways. Establishing boundary criteria for a prize comple 
ments the prior art prize award process that results from a 
gaming device generating a random prize award event. If a 
gaming device has not generated a random prize award 
event when the boundary criteria is met, an award process is 
started to force a prize award upon one or more randomly 
selected participating players. 

[0034] Unlike prior art progressive gaming systems and 
methods that control linkage between progressive prizes and 
game pay lines based on some representation of a coin of a 
speci?c denomination issued in a speci?c currency, this 
invention uses the total wager amount as a common element 

shared between progressive prizes and the linked game pay 
lines, other gaming devices and prior art games. This enables 
linkage to be established regardless of the currency, or 
denomination within a currency, used to place a wager on a 
gaming device or game apparatus. 

[0035] The processes create relationships between a pro 
gressive prize based on one currency, and gaming devices 
and game apparatus accepting wagers in different curren 
cies, by using currency exchange rates to normalize the total 
wager amount inherent with every progressive prize and its 
associated games. 
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[0036] The ability to create a relationship between a 
progressive prize and a progressive game pay, line or other 
game apparatus with wagers using different currencies is 
conditioned by system parameters set to re?ect the rules of 
the regulatory agency controlling the progressive prize. 

BRIEF DESCRIPTION OF DRAWINGS 

[0037] FIG. 1 is a schematic diagram of a simple imple 
mentation of the invention to illustrate the international 
distribution of the system components. 

[0038] FIG. 2 is an entity diagram of the data used to 
describe the control processes of the invention. 

[0039] FIG. 3 is a diagram illustrating the different capa 
bilities of device drivers. 

[0040] FIG. 4 is an illustration of the difference between 
how the prior art progressive gaming systems and methods 
handle events and the methods used by this invention. 

[0041] FIG. 5 is a How chart depicting the decisions used 
when linking a game’s progressive pay line to a progressive 
prize. 

[0042] FIGS. 6 and 6A are diagrams explaining the Free 
Play apparatus attached to gaming devices with no progres 
sive prize logic. 

[0043] FIG. 7 is a How chart illustrating the logic of the 
Free Play apparatus. 

[0044] FIG. 8 is a How chart depicting the decisions used 
when linking a Free Play apparatus to a progressive prize. 

[0045] FIG. 9 is an illustration of the processes involved 
with accumulating wagers by currency. 

[0046] FIG. 10 is an illustration of the processes involved 
with changing percentages or currency exchange rates. 

[0047] FIG. 11 is an illustration of the processes involved 
with computing a prize value. 

[0048] FIG. 12 is a How chart depicting the decisions used 
after a prize value has been computed. 

[0049] FIG. 13 is a How chart depicting the decisions used 
to process a prize award event. 

[0050] FIG. 14 is a How chart depicting the wager accu 
mulation process as it relates to prize award processes. 

[0051] FIG. 15 is a pay table as may be represented for a 
prior art progressive game. 

DEFINITIONS 

Acquisition Data 

Central System 

Contribution Percent 

The data produced by the gaming devices as players participate in 
the progressive system. Data recorded from game meters are one 
example of the acquisition data. 
One or more sets of computer hardware and software in 

communication with GEMs or gaming devices, the computer 
hardware and software being responsible for controlling a 
distributed system. 
A percent value associated with a progressive prize. The 
contribution percents are used to ?nance the starting value of a 
prize, increment the prize value, and other uses as dictated by a 
particular jurisdiction. The ?nanced amounts are computed by 
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-continued 

DEFINITIONS 

Control Data 

Device Driver 

Device Protocol 

Distributed System 

Event Condition 

Event Data 

Event Process 

FPA 
Free Play Apparatus 

Game 

Gaming Device 

Gaming Environment Manager 

GEM 
Handle Pull 

Host Computer 

Linked Game 
Pay Table 

Poll Cycle 

Prize AWard 

multiplying the Wagers amounts made toWards a prize by the 
contribution percent. 
The data input by system operators to de?ne the system 
environment, operating parameters, constraints and other criteria. 
EXamples include each gaming device, GEMs, communication 
criteria, prizes, contribution percent factors, linkage criteria 
betWeen progressive prizes and games, etc. 
A set of hardWare or softWare used to monitor and control gaming 
devices. In addition to the normal control processes it has at least 
three major responsibilities: 
1. To act as interpreter betWeen the central system’s standard protocol 
and a gaming device’s unique protocol. 
2. To serve as the primary control point for qualifying data acquired 
by the central system according to speci?c events. 
3. To ?lter bad or inconsistent data generated by gaming devices 
before the data is acquired by the central system, creating events 
Whenever an instance of bad or inconsistent data is detected 
The set of messages used to control a speci?c gaming device. 
These messages may be consistent only for a particular kind of 
gaming device manufactured by a particular manufacturer. 
A system consisting of a plurality of sets of computer hardWare and 
softWare in communication With and controlling a plurality of 
computers located at geographically separated sites. 
A condition arising from some sort of incident that is either outside 
the set of normal incidents, or is a normal incident requiring 
speci?c processes to be performed to meet the rules and 
regulations of a governing agency. 
The data generated by the system to track each event. For eXample 
the recording of a prize aWard may include audit records recording 
any meters that could not be gathered, the prize value displayed to 
the player, the actual prize value computed after all contributions 
Were computed, etc. 
A process that enables a controlled response to an event condition 
detected someWhere in the system. The objective or the event 
process is to ensure the situation is handled in accordance With the 
rules and regulations of a governing agency. EXamples may 
include progressive prize hits, end of day processes, 
malfunctioning or non-responding gaming devices, remote 
computers, or other system components. 
See Free Play Apparatus 
An apparatus that communicates With a gaming device and 
comprises progressive hardWare and softWare needed by the device 
to be linked to one or more progressive prizes. 
A process providing a player With the opportunity to place a Wager, 
interact in some manner With either a gaming device or a house 

employee, such as a dealer or table operator, for the purpose of 
Winning a prize. 
A device used as a game of chance Where a player may place 
Wagers to participate in play in return for the chance of Winning 
prizes such as a slot machine. Also, devices that control games or 
other gaming devices such as the Free Play Apparatus used 
control non-progressive gaming devices, keno, bingo, tablegames 
or others such as roulette. 

A computerized device that connects the central system 
With the device drivers controlling gaming devices. 
See Gaming Environment Manager 
A gaming industry term used to indicate one play on a gaming 
device or other game of chance. 
A computer acting as the controlling entity for another computer or 
computerized device. 
A game that is associated With one or more progressive prizes. 
The data required in each gaming device that de?nes the out come 
of each play that can result in a Win condition. 
A method of controlling the accumulation of game meters that 
varies the rate of accumulation according to the available 
communications and computing capacity of the system at any 
particular point in time. As the load on the system increases, the 
number of poll cycles increase to spread the processing 
requirements allocated to accumulation over a greater period of 
time. 
The condition that results from the Win of a progressive prize on a 
gaming device and the subsequent prize aWard event that ensures 
all jurisdiction rules are enforced in regards to meter collection and 
calculation of the ?nal prize amount. 


































