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AMAZING CASH CONTRAPTION 

BACKGROUND OF THE INVENTION 

[0001] The present invention relates to a multiplayer gam 
ing reward system and, more speci?cally, to a multiplayer 
gaming reWard system Which reWards the player of one or 
more gaming machines randomly selected from a pool of 
gaming machines at a predetermined reWard time. 

[0002] In a casino or other gaming destination, it is 
common for gaming machines, particularly but not limited 
to slot machines, to be arranged in clusters or pools, often 
With each pool having a theme. Certain pools prominently 
display the availability of a reWard, often an automobile or 
a large cash jackpot, Which can be Won only by players of 
the gaming machines in that pool, in order to increase 
eXcitement among players and to induce players to choose to 
operate the gaming machines in that pool. 

[0003] Us. Pat. No. 5,941,773, issued Aug. 24, 1999 to 
Neville Harlick (hereafter referenced as ’773) discloses a 
netWorked pool of gaming machines incorporating a mys 
tery jackpot controller. The ’773 system includes a ?rst 
embodiment in Which each single episode of use or play of 
a gaming machine in the pool (a single use being commonly 
called a “game” of the gaming machine) is randomly 
assigned a number from a de?ned range of numbers, and if 
that number matches a preselected priZeWinning number 
from the range, a reWard goes to the player of that game. If 
the randomly assigned number does not match the prize 
Winning number, the randomly assigned number is removed 
from the range and is not reused until after a match With the 
priZeWinning number has resulted in the reWard being 
provided to a player. A second embodiment of ’773 alloWs 
random selection of an instant of time, and then a cumulative 
count of games after that instant With the reWard going to the 
player of the game corresponding to a predetermined value 
of the cumulative game count. 

[0004] HoWever, either system of ’773 is someWhat cum 
bersome in operation because every game of each gaming 
machine must be recogniZed and analyZed and, should the 
central controller incur a delay in operation, the gaming 
machine may not be immediately available for the player’s 
neXt game, causing player frustration and a possible loss of 
business. Additionally, a single player may monopoliZe a 
pool of gaming machines—as is an informal but knoWn 
practice in many casinos—because a reWard to one of that 
pool of gaming machines is inevitable under the ’773 system 
if the gaming machines in the pool are played for long 
enough. Therefore a single aggressive player seeking the 
reWard may discourage or prevent others from playing at 
gaming machines in the pool in order that he or she may 
“chase thejackpot”. The casino revenue could be effected by 
this practice because that single player probably cannot play 
successive games on multiple gaming machines as quickly 
as if each of the gaming machines Were operated by a 
different player. The number of individual games (and 
resultant revenue) per hour is therefore loWer than if each 
player Were playing only one gaming machine at a time. 

[0005] Additionally, it is Well-knoWn in the art for casinos 
to offer player incentive programs in Which each player 
receives a unique player identi?er, often embodied in a 
plastic “player’s club card” or the like, and the player can 
associate his or her oWn unique player identi?er With a 
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gaming machine he or she is currently using. The player then 
earns points corresponding to frequency and level of gaming 
machine play and the points can be redeemed for reWards 
such as cash or complimentary goods or services. 

[0006] One advantage of this type of player incentive 
program is that generally the player incentive program only 
alloWs the unique player identi?er to be associated With a 
single gaming machine at a time (often by requiring the 
plastic card to remain inserted into a card reader on the 
gaming machine during use in order to accumulate points), 
therefore discouraging the player from monopoliZing a pool 
of gaming machines. Another advantage of a player incen 
tive program is that the casino can collect valuable infor 
mation on the playing habits of each individual player and 
thereby personaliZe promotions to that player to both create 
af?nity betWeen that player and the casino and to maXimiZe 
the likelihood of the player visiting the same casino or 
family of casinos at another time. It is thus important, for 
more thorough collection of player statistics and resultant 
marketing advantages, that players be encouraged to asso 
ciate their oWn unique player identi?ers With a gaming 
machine for every use of that gaming machine. 

[0007] As an eXample of a player incentive program, US. 
Patent Application Publication No. 2003/0013527 to Rick 
RoWe et al., published Jan. 16, 2003 (hereafter referenced as 
’527) discloses a method and system for providing infor 
mation to a particular player or players of one or more games 
or gaming machines. The information may be of a Wide 
variety of types, With audio, video, and teXt information 
including advertising, instructions, promotional informa 
tion, and account information being suggested by ’527. A 
player identi?es himself to the information system using a 
unique player identi?er and When particular criteria are met, 
such as amount Wagered, length of time of play, amount lost, 
or other criteria, the player is then presented With selected 
information. For eXample, once a player has identi?ed 
themselves as playing a particular gaming machine, the 
information host may provide a bonus aWard to that player. 
Unfortunately, the ’527 system, like the ’773 system, 
requires that a large amount of information be obtained and 
processed for each player of the gaming machines, neces 
sitating eXtensive computer processing. In addition, the ’527 
system links information (including bonuses and bonus 
opportunities) to speci?c player identi?ers and thus may be 
subject to programming fraud or “favoritism” of certain 
speci?c players even if the priZes aWarded are randomiZed. 

[0008] Accordingly, the art has sought a method and 
apparatus of a multiplayer gaming reWard system Which: 
does not require extra computer processing resources 
applied to each game of a gaming machine; encourages each 
player to concentrate on playing at a single gaming machine; 
prevents fraudulent bonus aWards; encourages use of the 
unique player identi?ers; may be used in a timely and 
ef?cient manner; and is more economical to manufacture 
and use. 

[0009] The present invention is directed to overcoming 
one or more of the problems as set forth above. 

SUMMARY OF THE INVENTION 

[0010] In a preferred embodiment of the present invention, 
a method of a multiplayer gaming reWard system is dis 
closed. The method includes the steps of: providing a pool 
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of at least tWo gaming machines; selecting one or more of 
the gaming machines from the pool at a predetermined 
reward time; determining an operational state of the selected 
gaming machine; and reWarding a player responsive to the 
operational state of the selected gaming machine at the 
predetermined reWard time. 

[0011] In a preferred embodiment of the present invention, 
an apparatus of a multiplayer gaming reWard system is 
disclosed. The apparatus includes a pool of at least tWo 
gaming machines, each gaming machine having an opera 
tional state and being in communication With a central 
control system. The central control system selects at least 
one of the gaming machines at a predetermined reWard time 
and provides a reWard to a player of the selected gaming 
machine responsive to the operational state of the selected 
gaming machine at the predetermined reWard time. 

BRIEF DESCRIPTION OF THE DRAWINGS 

[0012] For a better understanding of the invention, refer 
ence may be made to the accompanying draWings in Which: 

[0013] FIG. 1 is a block diagram of a multiplayer gaming 
reWard system according to a preferred embodiment of the 
present invention; and 

[0014] FIG. 2 is a ?oWchart of a multiplayer gaming 
reWard system according to a preferred embodiment of the 
present invention. 

DETAILED DESCRIPTION OF THE 
INVENTION 

[0015] FIG. 1 depicts a multiplayer gaming reWard sys 
tem 100 for use in a casino or other gaming destination. The 
multiplayer gaming reWard system 100 includes a pool 102 
of tWo or more gaming machines 104, and a central control 
system 106. The gaming machines 104 may be reel-type slot 
machines, electronic slot machines, electronic card game 
machines, or any other suitable gaming machines 104. The 
gaming machines 104 each have an operational state, to be 
discussed beloW in detail, and are each in communication 
With the central control system 106. US. Pat. No. RE37,885 
E, issued Oct. 15, 2002 to John F. Acres et al. discloses a 
possible arrangement for communication betWeen the gam 
ing machines 104 and the central control system 106. 
Alternatively, any other suitable communication system may 
be used. For descriptive purposes, the lines of communica 
tion are shoWn generally as 108 in FIG. 1, but one skilled 
in the art could readily provide any type of Wired or Wireless 
system to carry out the communications needed for the 
present invention in a speci?c situation. The central control 
system 106 exchanges information With one or more gaming 
machines 104 via the lines of communication 108. 

[0016] Preferably, the gaming machines 104 are adapted 
to accept a unique player identi?er, shoWn in FIG. 1 as being 
embodied in a player identi?cation card 110. Currently in 
most casinos, each unique player identi?er is only able to be 
associated With a single gaming machine 104 at a given time 
for casino management reasons and the association Will be 
referenced as a single-machine feature, but it is possible for 
a single unique player identi?er to become associated With 
multiple gaming machines at the same time, perhaps through 
the use of a sWipe-through card reader rather than the 
presently used insertion card readers, Without departing 
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from the spirit and scope of the present invention. The 
unique player identi?er informs the gaming machine 104 
and/or the central control system 106 of the identity of the 
speci?c player, and the gaming activity of that player can 
then be tracked and recorded as desired by the casino. The 
player identi?cation card 110 in FIG. 1 is shoWn as being 
associated With a selected gaming machine 104‘, for exem 
plary purposes. The association could be done through a 
device, such as a card reader or keypad, on the gaming 
machine itself or a device separate from, yet still identifying, 
a gaming machine and connected instead directly to the 
central control system 106. 

[0017] Much like the frequent ?yer programs of airlines, 
the casino can use the unique player identi?er to identify 
certain classes of players, as Well as track each individual 
player. For example, a player might become a member of an 
elite group once he or she has achieved a certain number of 
points, number of discrete visits, number of high-stakes 
Wagers, or any other suitable differentiating factor. 

[0018] An informational indicator 112 is optionally asso 
ciated With the pool 102 or With individual gaming machines 
104 in the pool. This informational indicator 112 may be of 
any suitable type, including but not limited to a visual 
indicator or an aural indicator. The informational indicator 
112 is adapted to inform a player or a potential player that 
the multiplayer gaming reWard system 100 is available in 
connection With one or more gaming machines 104. By Way 
of example, a cluster of gaming machines 104 might be 
underneath a lighted sign emblaZoned With the trade name of 
the multiplayer gaming reWard system 100 or might be 
cordoned off in an area decorated in the trade dress of the 
multiplayer gaming reWard system 100. The gaming 
machines 104 themselves could display an indication of 
participation in the multiplayer gaming reWard system 100 
such as a sign or a particular color scheme. Any of the 
informational indicators 112, Whether freestanding or asso 
ciated With a gaming machine 104, may include an indica 
tion of the value of the next available reWard and/or the 
predetermined reWard time, along With any other suitable 
inducements to players; the nature of the informational 
indicators 112, When provided, is not essential to the present 
invention. 

[0019] Each gaming machine 104 has an operational state. 
For ease of description, the operational state Will be dis 
cussed as chosen from three options, but the present inven 
tion need not be limited to these three options. The gaming 
machine 104 may (1) not be in use, or (2) be in use Without 
an associated unique player identi?er, or (3) be in use With 
an associated unique player identi?er. 

[0020] “In use”, in the current context, does not necessar 
ily mean that the game is actually in operation (e.g., the reels 
of a slot machine are still spinning after an activating lever 
pull) but may instead indicate that the gaming machine 104 
has been operated by a player Within a prede?ned WindoW 
of time surrounding the instant that the operational state is 
ascertained. Due to the nature of players to start a next game 
almost immediately folloWing a previous game, the pre 
de?ned WindoW of time may be rather short, but some 
alloWance needs to be made for brief distractions Which do 
not indicate a cessation of play but may temporarily divert 
the attention of the player. For example, the player may 
pause to transfer coins or tokens betWeen containers or to 
request refreshments from a casino employee. 
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[0021] Preferably, the WindoW of time Will be short 
enough that the gaming machine 104 can be actually “in 
use”, as de?ned above, by only one player Within that 
WindoW of time, so as to avoid misattributing a ?rst player’s 
use of the machine to a second player taking control of the 
gaming machine 104 from the ?rst player, even if the 
changeover time is brief. A suitable WindoW of time can 
readily be determined experimentally. A WindoW of time 
based substantially on the presence or absence of a player 
identi?cation card 110 associated With the gaming machine 
104 might also or instead be acceptable for the purpose of 
de?ning “use”. 

[0022] FIG. 2 depicts a ?oWchart of a preferred embodi 
ment of a multiplayer gaming reWard system 100 according 
to the present invention. Certain steps of the ?oWchart may 
not be necessary to the present invention, and Will be 
identi?ed as nonessential or optional in the Written descrip 
tion of the ?oWchart. It is expected—but not mandatory— 
that the central control system 106 Would implement the 
logic of the FIG. 2 ?oWchart in a knoWn manner. 

[0023] Control starts at start block 200. At ?rst decision 
block 202, the current time is compared to a predetermined 
reWard time. The predetermined reWard time may be deter 
mined by one or more of: current time of day, current day of 
Week, current day of year, number of gaming machines 104 
available, number of gaming machines 104 in use, length 
that gaming machines 104 have been in use, interval since 
previous reWard time, aWarding of a reWard at previous 
reWard time, identity of selected gaming machine at previ 
ous reWard time, presence of players at the gaming 
machines, number of players at the gaming machines, avail 
able reWard value, or any other suitable factors including a 
time chosen or set by casino management. If the current time 
is not equal to the predetermined aWard time, control returns 
to start block 200. 

[0024] If the current time is equal to the predetermined 
reWard time, the central control system 106 selects one or 
more gaming machines 104 from the pool 102 at ?rst control 
block 204. For simplicity, a single selection Will be assumed 
in this description but it is intuitively obvious that the logic 
of the present invention can readily be used With multiple 
selected gaming machines if desired. The selection is pref 
erably done randomly, using any of a number of suitable 
random number generator algorithms, but the selection may 
be done according to some other prede?ned scheme Without 
departing from the present invention. The selected gaming 
machine is shoWn as 104‘ in FIG. 1, for ease of reference. 
Control proceeds to second control block 206 Where the 
operational state of the selected gaming machine 104‘ is 
determined. The remaining logic steps of the ?oWchart are 
preferably performed based on a “snapshot” one-time deter 
mination of the operational state of the selected gaming 
machine 104‘ taken at substantially the predetermined 
reWard time. Though the central control system 106 may 
have the ability to continuously monitor the selected gaming 
machine 104‘, such a “snapshot” determination Will assist in 
avoiding very unlikely but potentially troublesome con?icts. 
For example, if a player stops using the selected gaming 
machine 104‘ exactly simultaneously With, or very shortly 
after, the predetermined reWard time, that player might not 
be given the reWard if portions of the logic of the ?oWchart 
are performed using individual queries of the selected gam 
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ing machine 104‘ after the predetermined reWard time 
instead of using captured information from the instant of the 
predetermined reWard time. 

[0025] At second decision block 208, the central control 
system 106 determines Whether the selected gaming 
machine 104‘ is in use, taking “in use” as de?ned above to 
alloW for short breaks betWeen successive games When both 
games are most likely played by the same player. If the 
selected gaming machine 104‘is not in use, control proceeds 
to an optional third control block 210 Where one or more 
informational indicators 112 Would display a message to let 
players or potential players knoW of the missed opportunity, 
in an effort to encourage players to use the gaming machines 
104 in the pool 102. Regardless of performance of the third 
control block 210, control then returns back to the start block 
200, choosing a neW predetermined reWard time at fourth 
control block 212, optionally by application of a predeter 
mined time interval. The predetermined time interval is the 
length of time elapsed betWeen tWo predetermined reWard 
times and may be simply a repeating set length of time (e.g., 
?fteen minutes) or may rely upon any of the factors dis 
cussed above or otherWise suitable to determine the prede 
termined reWard time. 

[0026] If the central control system 106 determines at 
second decision block 208 that the selected gaming machine 
104‘ is in use, control advances to third decision block 214, 
Where the availability of a unique player identi?er associated 
With the selected gaming machine 104‘ is determined. This 
step is optional and is desirable When the multiplayer 
gaming reWard system 100 is being used to encourage use of 
the unique player identi?ers. If this optional step is chosen 
and a unique player identi?er is not available, control passes 
to ?fth control block 216, Where optionally a denial of 
reWard message is displayed on an informational indicator 
112. 

[0027] Care must be taken to avoid offense if this optional 
denial of reWard message is displayed directly to the player 
of the selected gaming machine 104‘. Some players do not 
Wish to obtain a unique player identi?er, for privacy reasons, 
and though the denial of reWard message is intended to 
encourage players to enroll in the casino’s player incentive 
program, missing out on a valuable reWard because of 
legitimate personal choices may annoy or enrage a player. 
HoWever, missing a relatively loW-value reWard, such as a 
complimentary meal at a casino restaurant, is less likely to 
engender the extreme negative reaction that might be pro 
duced if, for instance, a substantial cash priZe Was denied. 
Whether or not the denial of reWard message is displayed, 
control proceeds from third decision block 214 back to 
fourth control block 212 to select the next predetermined 
reWard time and then to start block 200. 

[0028] If the selected gaming machine 104‘ is found to be 
in use in second decision block 208, and has an associated 
unique player identi?er as in third decision block 214 if 
required by the chosen embodiment, control passes to sixth 
control block 218, Where a value and type of reWard is 
chosen. The reWard may consist of at least one of: cash, 
player incentive points, and complimentary goods or ser 
vices. In addition, the value of the reWard may vary depend 
ing upon such factors as the availability of a unique player 
identi?er, elite group status of the player, identity of the 
player, time or date of reWard, or any other suitable factors. 
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Indeed, the reward may simply have an assigned value or be 
chosen from a prede?ned group of potential reWards. The 
amount and type of reWard for a given situation can readily 
be assigned by one of skill in the art, using any suitable 
method. This step is nonessential to the invention, as, for 
eXample, When a simple indication of a pending or available 
reWard is intended to encourage the player to take some 
additional action to determine and/or receive the reWard as 
part of a larger promotion. 

[0029] Once the value of the reWard is determined at siXth 
control block 218, control proceeds to seventh control block 
220, Where the reWard is optionally announced via the 
informational indicators 112 or in any other desired format. 
Regardless of announcement to other players or potential 
players, the player of the selected gaming machine 104‘ is 
noti?ed of the reWard at seventh control block 220 and is 
then provided With the reWard at eighth control block 222. 
It is anticipated that the selected gaming machine 104‘ Will 
be disabled from further operation While the reWard is being 
provided to the player, as is standard With gaming machines 
104. The reWard may be given electronically or may be 
provided by a human attendant. The method chosen to 
provide the reWard may vary according to the amount or 
type of the reWard. It is anticipated that the provision of a 
reasonably large reWard Would be accomplished by a human 
attendant so as to cause a great deal of attention from 
surrounding players, perhaps employing ?ashing lights and 
music playing on the selected gaming machine 104‘ and/or 
the informational indicators 112, Whereas a small reWard 
may be paid directly to the player via the selected gaming 
machine 104‘ or by Way of a redeemable ticket or a credit to 
the player’s account in the player incentive program. Once 
the player has been provided With the reWard, control selects 
the neXt predetermined reWard time at fourth control block 
212 and returns to start block 200, to repeat the method of 
the present invention as desired by the casino management. 

[0030] Other aspects, objects, and advantages of the 
present invention can be obtained from a study of the 
draWings, the disclosure, and the appended claims. 

What is claimed is: 
1. A method of a multiplayer gaming reWard system, 

comprising: 
providing a pool of tWo or more gaming machines; 

selecting one or more of the gaming machines from the 
pool at a predetermined reWard time; 

determining an operational state of the selected gaming 
machine; and 

reWarding a player responsive to the operational state of 
the selected gaming machine at the predetermined 
reWard time. 

2. The method of claim 1, including: 

randomly selecting the selected gaming machine. 
3. The method of claim 1, Wherein the step of determining 

an operational state of the selected gaming machine 
includes: 

determining that the selected gaming machine is in use by 
the player; and 

determining that the player has associated a unique player 
identi?er With the selected gaming machine at the 
predetermined reWard time. 
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4. The method of claim 3, including: 

denying a reWard to the player if the selected gaming 
machine is in use and the player has not associated the 
a unique player identi?er With the selected gaming 
machine at the predetermined reWard time; and 

communicating to the player that the reWard has been 
denied. 

5. The method of claim 1, including: 

indicating to a player that the multiplayer gaming reWard 
system is available at one or more of the pool of gaming 
machines. 

6. The method of claim 1, including: 

repeating the selection of the gaming machine from the 
pool at predetermined time intervals; and 

predetermining the time intervals based on at least one of: 
current time of day, current day of Week, current day of 
year, number of gaming machines available, number of 
gaming machines in use, length that at least one of the 
pool of gaming machines have been in use, length of at 
least one prior time interval, aWarding of a reWard at a 
previous reWard time, identity of selected gaming 
machine at the previous reWard time, presence of 
players at the gaming machines, number of players at 
the gaming machines, and available reWard value. 

7. The method of claim 1, Wherein the step of reWarding 
a player responsive to the operational state of the selected 
gaming machine includes: 

providing the player With a reWard of at least one of: cash, 
player incentive points, and complimentary goods or 
services. 

8. The method of claim 7, Wherein the step of providing 
the player With at least one of: cash, player incentive points, 
and complimentary goods or services includes: 

determining that the player has associated a unique player 
identi?er With the selected gaming machine at the 
predetermined reWard time; and 

providing the player With a reWard responsive to the 
unique player identi?er. 

9. The method of claim 1, Wherein the step of reWarding 
a player responsive to the operational state of the selected 
gaming machine at the predetermined reWard time includes: 

announcing the reWard to the player of the selected 
gaming machine to at least one other player using at 
least one of: an indicator associated With the selected 
gaming machine, an indicator associated With each 
gaming machine in the pool, and an indicator available 
to players at gaming machines not included in the pool. 

10. An apparatus of a multiplayer gaming reWard system, 
comprising: 

a pool of at least tWo gaming machines, each gaming 
machine having an operational state and being in 
communication With a central control system; and 

Wherein the central control system selects at least one of 
the gaming machines at a predetermined reWard time 
and provides a reWard to a player of the selected 
gaming machine responsive to the operational state of 
the selected gaming machine at the predetermined 
reWard time. 
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11. The apparatus of claim 10, wherein the central control 
system randomly chooses the selected gaming machine from 
the pool of gaming machines. 

12. The apparatus of claim 10, Wherein the gaming 
machines are adapted to accept a unique player identi?er and 
the reWard is provided to the player of the selected gaming 
machine responsive to the unique player identi?er associated 
With the selected gaming machine at the predetermined 
reWard time. 

13. The apparatus of claim 10, Wherein the reWard is at 
least one of: cash, player incentive points, and complimen 
tary goods or services; and the reWard is provided to the 
player of the selected gaming machine by at least one of: a 
human attendant, the central control system, and the selected 
gaming machine. 

14. The apparatus of claim 13, Wherein the player has an 
associated unique player identi?er and the reWard is pro 
vided to the player of the selected gaming machine respon 
sive to the unique player identi?er and the operational state 
of the selected gaming machine. 

15. The apparatus of claim 13, Wherein the reWard to the 
player of the selected gaming machine is announced to at 
least one other player using at least one of: an indicator 
associated With the selected gaming machine, an indicator 
associated With each gaming machine in the pool, and an 
indicator available to players at gaming machines not 
included in the pool. 

16. The apparatus of claim 10, including at least one 
informational indicator adapted to inform a player that the 
multiplayer gaming reWard system is available in connection 
With one or more gaming machines. 
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17. The apparatus of claim 10, Wherein the predetermined 
reWard time is repeated at predetermined time intervals, the 
predetermined time intervals being predetermined respon 
sive to one or more of: current time of day, current day of 

Week, current day of year, number of gaming machines 
available, number of gaming machines in use, length that 
gaming machines have been in use, length of at least one 
prior time interval, aWarding of a reWard at previous reWard 
time, identity of selected gaming machine at previous 
reWard time, presence of players at the gaming machines, 
number of players at the gaming machines, and available 
reWard value. 

18. The apparatus of claim 10, Wherein the operational 
state of the selected gaming machine may indicate: that the 
selected gaming machine is in use, that the selected gaming 
machine is not in use, or that the selected gaming machine 
is in use but the player has not associated a unique player 
identi?er With the selected gaming machine at the predeter 
mined reWard time. 

19. The apparatus of claim 18, Wherein the selected 
gaming machine being in the operational state indicating 
that the selected gaming machine is in use but the player has 
not associated a unique player identi?er With the selected 
gaming machine at the predetermined reWard time results in 
denial of the reWard to the player and communication of the 
denial to the player. 


