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MULTI-PLAYER BINGO GAME WITH 
SECONDARY WAGER FOR INSTANT WIN GAME 

BACKGROUND 

[0001] The present disclosure relates to gaming networks 
and, more particularly, to a gaming network providing a 
multi-player Bingo game in combination With an instant Win 
game, an entry for Which may be obtained by placing a 
secondary or threshold Wager, and Which may be imple 
mented to aWard a progressive jackpot. 

[0002] Indian gaming in the United States is divided into 
Class I, Class II and Class III games. Class I gaming 
includes social games played for minimal priZes, or tradi 
tional ceremonial games. Class II gaming includes Bingo 
and Bingo-like games. Bingo is de?ned as games played for 
prizes, including monetary priZes, With cards bearing num 
bers or other designations in Which the holder of the cards 
covers such numbers or designations When objects, similarly 
numbered or designated, are draWn or electronically deter 
mined, and in Which the game is Won by the ?rst person 
covering a previously designated arrangement of numbers or 
designations on such cards. Class II gaming may also 
include pull tab games if played in the same location as 
Bingo games, lotto, punch boards, tip jars, instant Bingo, 
and other games similar to Bingo. Class III gaming includes 
any game that is not a Class I or Class II game, such as 
games of chance (slots, video poker, video blackjack, video 
Keno, and the like) typically offered in non-Indian, state 
regulated casinos. 

[0003] TWo basic forms of Bingo exist. In traditional 
Bingo, the players purchase cards after Which a draW takes 
place. The ?rst player to achieve a designated pattern Wins. 
In one type of Bingo game knoWn as BonanZa Bingo, the 
draW for the game takes place before the players knoW the 
arrangements on their Bingo cards. After the draW occurs, 
the players may either purchase cards or expose previously 
purchased cards and compare the arrangements on the cards 
to the draWn numbers to determine Whether predetermined 
patterns are matched. Play continues in BonanZa Bingo until 
at least one of the players matches a designated game 
Winning pattern. BonanZa Bingo may also encompass Bingo 
variations Wherein a partial draW is conducted for some 
numbers (generally feWer than the number of balls expected 
to be necessary to Win the game) prior to selling and/or 
revealing the Bingo cards. After the Bingo cards are sold 
and/ or revealed, additional numbers are draWn until there is 
a Winner. 

[0004] As indicated above, a Bingo game is played until at 
least one player covers a predetermined game-Winning pat 
tern on the player’s Bingo card. The game may also include 
interim Winners of prizes based on matching predetermined 
interim patterns on the Bingo card using the same ball draW. 
The interim pattern Wins do not terminate the Bingo game. 
For interim pattern aWards, players covering certain interim 
patterns may receive an additional aWard as the game 
continues. Some exceptional Bingo versions may alloW 
Bingo draWs beyond those needed to achieve the Bingo 
game Win so as to payout interim pattern Wins at a desired 
rate. The game-Winning aWards may be partially or fully 
pari-mutuel in nature. That is, the Bingo Win aWard is based 
upon the total amount Wagered on a given occurrence of the 
Bingo game. HoWever, interim pattern aWards typically are 
not pari-mutuel. 
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[0005] For a given game-Winning pattern, the expected 
number of balls draWn for at least one Bingo card to match 
the game-Winning pattern depends on the number of Bingo 
cards being played in the Bingo game. Bingo is typically 
played With a variable number of Bingo cards resulting from 
varying numbers of players and players playing varying 
numbers of Bingo cards. Consequently, if the interim pat 
terns are evaluated based on the balls draWn until at least one 
Bingo card matches the game-Winning pattern, the odds of 
aWarding interim aWards also varies With the number of 
Bingo cards being played in the Bingo game. If the interim 
aWards are determined based on the ball draW to Bingo, the 
Bingo game may be restricted to a ?xed number of Bingo 
cards in order to achieve a desired payout rate for the interim 
pattern aWards. HoWever, it may be dif?cult to use a ?xed 
number of Bingo cards in every occurrence of the Bingo 
game in a real-time environment Wherein the players’ expec 
tation may be to play the Bingo game on demand. 

[0006] For example, to achieve a desired interim aWard 
payout rate, it may be desirable to play each occurrence of 
the Bingo game With a ?xed number of Bingo cards, such as 
?fteen. If there are at least tWo players but less than ?fteen 
Bingo cards are enrolled in the Bingo game Within a short 
period of time, in order to serve the players, the casino may 
Want to start the game for those players available to play. 
With the feWer number of Bingo cards, the average number 
of balls draWn for at least one of the Bingo cards to match 
the game-Winning pattern may be expected to be greater 
than for ?fteen Bingo cards. Correspondingly, the number of 
balls used by the players to match the interim patterns 
increases, thereby increasing the odds of players matching 
the interim patterns and increasing the interim aWard payout 
rate. Therefore, a need exists for a method for minimiZing 
the impact of the players and/ or Bingo cards upon the aWard 
structure for a multi-player Bingo game, including the 
impact on the odds of aWarding interim pattern aWards. 

[0007] In general, players may ?nd games such as slot 
machines, Whether electro-mechanical or video, to be more 
appealing to Bingo games. In other cases, players may prefer 
Bingo games to the exclusion of other games. Typically, slot 
machine outcomes are based upon the resultant patterns of 
symbols displayed on the reels. HoWever, as mentioned 
above, slot machines and other similar type games of chance 
fall into the category of Class III games, Which may be 
subject to stricter approval and regulation. 

[0008] As such, there is a recogniZed need for providing a 
system Wherein a Bingo outcome may be presented to the 
players With the display simulating the appearance of tradi 
tional Class III games, such as With electromechanical reels, 
but With the outcome of the Bingo game determining the 
outcome to be displayed instead of the game engine typi 
cally used for the selected Class III game. There is also a 
recogniZed need for granting the player the option of observ 
ing or obscuring an alternate outcome display that simulates 
a Class III game. For example, a Bingo outcome may be 
used to determine the positioning of the reels of a display 
device having the look and feel of a slot machine. Thus, the 
positioning of the slot reels is based upon the Bingo pat 
tem(s) matched by the player during the Bingo game. 
Further, the aWard amounts depicted by the display device 
may correspond to the aWard amounts, plus any scatter and 
bonus aWards, represented by the Bingo patterns. The dis 
play device, therefore, serves as an alternate display of the 
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results of the Bingo game. The Bingo card, Which may also 
be displayed, is the ultimate outcome-determining entity, 
With that outcome determining the outcome that is displayed 
on the display device. However, should the player prefer to 
play only the Bingo game, or prefer not to vieW the alternate 
display, the player should be granted the option of Whether 
or not to vieW the alternate display of the results of the Bingo 
game. 

[0009] For slot machines and other games of chance 
having a single payline (i.e. a single sequence or grouping of 
game symbols that is evaluated to determine Whether a 
Winning combination occurs), mapping betWeen the Winning 
outcomes of the game of chance and patterns in a Bingo 
game may not be dif?cult to achieve. Such games of chance 
typically encompass a couple doZen possible Winning com 
binations and associated payout amounts. Selecting Bingo 
patterns With odds of occurrence similar to those of each 
desired Winning outcome of the game of chance may be 
readily achieved by one skilled in the art. 

[0010] The current trend in slot machines, for example, is 
to provide multi-line spinning reel games (i.e., multiple 
sequences or groupings of game symbols that are evaluated 
to determine Whether one or more Winning combinations 
occur). The aWard resulting from the ?nal positioning of the 
reels may be the sum of the aWards for all the selected 
paylines, plus any scatter or bonus aWards. Thus, the number 
of possible aWard amounts for a given play of the game is 
increased dramatically and can easily reach several hundred. 

SUMMARY OF THE INVENTION 

[0011] In one aspect, the invention is directed to a method 
for conducting a multi-player Wagering game and an asso 
ciated instant Win game having a ?nite pool of outcomes. 
The method may include receiving a deposit of an amount 
of a medium of currency by a player at a gaming unit, 
receiving input for a player’s Wager on an occurrence of the 
multi-player Wagering game at an input device of the 
gaming unit, and subtracting the amount of the player’s 
Wager on the occurrence of the multi-player Wagering game 
from the player’s available credit at the gaming unit in 
response to receiving the input for the player’s Wager. The 
player’s available credit may correspond to the amount of 
the medium of currency deposited at the gaming unit. The 
method may further include subtracting an instant Win game 
Wager amount from one of the player’s available credit and 
the credits subtracted from the player’s available credit, 
determining an outcome for the player for the occurrence of 
the multi-player Wagering game, and selecting an outcome 
for the instant Win game from the ?nite pool of outcomes. 

[0012] In another aspect, the invention is directed to a 
method for conducting a multi-player Wagering game and an 
associated instant Win game having a ?nite pool of out 
comes. The method may include providing a currency 
accepting mechanism at a gaming unit for receiving a 
deposit of an amount of a medium of currency by a player 
at the gaming unit, and providing an input device for 
receiving input for a player’s Wager on an occurrence of the 
multi-player Wagering game at the gaming unit. The method 
may further include con?guring the gaming unit to subtract 
the amount of the player’s Wager on the occurrence of the 
multi-player Wagering game from the player’s available 
credit at the gaming unit in response to receiving the input 
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for the player’s Wager at the input device, Wherein the 
player’s available credit corresponds to the amount of the 
medium of currency deposited at the gaming unit, and 
con?guring the gaming unit to subtract an instant Win game 
Wager amount from one of the player’s available credit and 
the credits subtracted from the player’s available credit. In 
addition, the method may include con?guring the gaming 
unit to determine an outcome for the player for the occur 
rence of the multi-player Wagering game, and con?guring 
the gaming unit to cause the selection of an outcome for the 
instant Win game from the ?nite pool of outcomes. 

[0013] In a further aspect, the invention is directed to a 
gaming unit for conducting a multi-player Wagering game 
and an associated instant Win game in a gaming netWork 
having a netWork computer and a plurality of gaming units. 
The gaming unit may include an input device for inputting 
a plurality of input selections, a gaming unit memory device, 
a currency-accepting mechanism that is capable of alloWing 
a player to deposit a medium of currency, an output device, 
a value-dispensing mechanism that is capable of dispensing 
value to the player, and a gaming unit controller operatively 
coupled to the input device, the gaming unit memory device, 
the currency-accepting mechanism, the output device, and 
the value-dispensing mechanism. The gaming unit controller 
may be programmed to alloW the currency-accepting mecha 
nism to accept a deposit of an amount of a medium of 
currency by a player at the gaming unit, and to alloW the 
input device to receive input for a player’s Wager on an 
occurrence of the multi-player Wagering game at the input 
device. The gaming unit controller may further be pro 
grammed to subtract the amount of the player’s Wager on the 
occurrence of the multi-player Wagering game from the 
player’s available credit at the gaming unit in response to 
receiving the input for the player’s Wager, Wherein the 
player’s available credit corresponds to the amount of the 
medium of currency deposited at the gaming unit, and to 
subtract an instant Win game Wager amount from one of the 
player’s available credit and the credits subtracted from the 
player’s available credit. Still further, the gaming unit con 
troller may be programmed to determine an outcome for the 
player for the occurrence of the multi-player Wagering game, 
and to cause a device of the gaming netWork to select an 
outcome for the instant Win game from the ?nite pool of 
outcomes. 

[0014] Additional aspects of the invention are de?ned by 
the claims of this patent. 

BRIEF DESCRIPTION OF THE DRAWINGS 

[0015] FIG. 1 is a block diagram of an embodiment of a 
gaming system in accordance With the invention; 

[0016] FIG. 2 is a perspective vieW of an embodiment of 
one of the gaming units shoWn schematically in FIG. 1; 

[0017] FIG. 2A illustrates an embodiment of a control 
panel for a gaming unit; 

[0018] FIG. 3A is a block diagram of the electronic 
components of the gaming unit of FIG. 2; 

[0019] FIG. 3B is a block diagram of another embodiment 
of the electrical components of the gaming unit of FIG. 2; 

[0020] FIG. 4 is a block diagram of the electronic com 
ponents of a netWork computer of FIG. 1; 
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[0021] FIGS. 5A and 5B are a ?owchart of a embodiment 
of a multi-player Bingo game routine that may be performed 
by the gaming network; 

[0022] FIGS. 6-8 are illustrations of visual displays that 
may be displayed during the performance of the multi-player 
Bingo game routine of FIGS. 5A and 5B; and 

[0023] FIG. 9 is an illustration of an embodiment of a 
video slots display that may be displayed as an alternative 
outcome display; 

[0024] FIGS. 10 and 11 illustrate an embodiment of the 
multi-line paytable corresponding to the video slots display 
of FIG. 9, along with illustrations of the individual paylines; 

[0025] FIG. 12 is a ?owchart of an embodiment of an 
enrollment routine for a multi-player Bingo game having 
optional instant win game wagering; 

[0026] FIG. 13 is a ?owchart of an alternative embodi 
ment of an enrollment routine for a multi-player Bingo game 
having optional instant win game wagering; 

[0027] FIG. 14 is an illustration of a visual display of an 
outcome of a ?nite pool instant win game; and 

[0028] FIG. 15 is an illustration of possible slot machine 
reel stop positions corresponding to combined Bingo game 
and ?nite pool instant win game award amounts. 

DETAILED DESCRIPTION OF VARIOUS 
EMBODIMENTS 

[0029] Although the following text sets forth a detailed 
description of numerous different embodiments of the inven 
tion, it should be understood that the legal scope of the 
invention is de?ned by the words of the claims set forth at 
the end of this patent. The detailed description is to be 
construed as exemplary only and does not describe every 
possible embodiment of the invention since describing every 
possible embodiment would be impractical, if not impos 
sible. Numerous alternative embodiments could be imple 
mented, using either current technology or technology 
developed after the ?ling date of this patent, which would 
still fall within the scope of the claims de?ning the inven 
tion. 

[0030] It should also be understood that, unless a term is 
expressly de?ned in this patent using the sentence “As used 
herein, the term ‘ ’ is hereby de?ned to mean . . . ” or 

a similar sentence, there is no intent to limit the meaning of 
that term, either expressly or by implication, beyond its plain 
or ordinary meaning, and such term should not be inter 
preted to be limited in scope based on any statement made 
in any section of this patent (other than the language of the 
claims). To the extent that any term recited in the claims at 
the end of this patent is referred to in this patent in a manner 
consistent with a single meaning, that is done for sake of 
clarity only so as to not confuse the reader, and it is not 
intended that such claim term by limited, by implication or 
otherwise, to that single meaning. Finally, unless a claim 
element is de?ned by reciting the word “means” and a 
function without the recital of any structure, it is not 
intended that the scope of any claim element be interpreted 
based on the application of 35 U.S.C. § 112, sixth paragraph. 

[0031] FIG. 1 illustrates one possible embodiment of a 
Bingo gaming system 10 in accordance with the invention. 
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Referring to FIG. 1, the Bingo gaming system 10 may 
include a ?rst group or network 12 of casino gaming units 
20 operatively coupled to a network computer 22 via a 
network data link or bus 24. The Bingo gaming system 10 
may include a second group or network 26 of casino gaming 
units 30 operatively coupled to a network computer 32 via 
a network data link or bus 34. The ?rst and second gaming 
networks 12, 26 may be operatively coupled to each other 
via a network 40, which may comprise, for example, the 
Internet, a wide area network (WAN), or a local area 
network (LAN) via a ?rst network link 42 and a second 
network link 44. 

[0032] The ?rst network 12 of gaming units 20 may be 
provided in a ?rst casino, and the second network 26 of 
gaming units 30 may be provided in a second casino located 
in a separate geographic location than the ?rst casino. For 
example, the two casinos may be located in different areas 
of the same city, or they may be located in different states. 
The network 40 may include a plurality of network com 
puters or server computers (not shown), each of which may 
be operatively interconnected. Where the network 40 com 
prises the Internet, data communication may take place over 
the communication links 42, 44 via an Internet communi 
cation protocol. 

[0033] The network computer 22 may be a server com 
puter and may be con?gured to control the execution of a 
multi-player Bingo game played at a plurality of the gaming 
units 20, and to accumulate and analyze data relating to the 
operation of the gaming units 20. For example, the network 
computer 22 may continuously receive data from each of the 
gaming units 20 indicative of the dollar amount and number 
of wagers being made on each of the gaming units 20, data 
indicative of how much each of the gaming units 20 is 
paying out in winnings, data regarding the identity and 
gaming habits of players playing each of the gaming units 
20, etc. The network computer 32 may be a server computer 
and may be used to perform the same or different functions 
in relation to the gaming units 30 as the network computer 
22 described above. 

[0034] Although each network 12, 26 is shown to include 
one network computer 22, 32 and four gaming units 20, 30, 
it should be understood that different numbers of computers 
and gaming units may be utiliZed. For example, the network 
12 may include a plurality of network computers 22 and tens 
or hundreds of gaming units 20, all of which may be 
interconnected via the data link 24. The data link 24 may 
provided as a dedicated hardwired link or a wireless link. 
Although the data link 24 is shown as a single data link 24, 
the data link 24 may comprise multiple data links. 

[0035] FIG. 2 is a perspective view of one possible 
embodiment of one or more of the gaming units 20. 
Although the following description addresses the design of 
the gaming units 20, it should be understood that the gaming 
units 30 may have the same design as the gaming units 20 
described below. It should be understood that the design of 
one or more of the gaming units 20 may be different than the 
design of other gaming units 20, and that the design of one 
or more of the gaming units 30 may be different than the 
design of other gaming units 30. Each gaming unit 20 may 
be any type of casino gaming unit and may have various 
different structures and methods of operation. For exemplary 
purposes, various designs of the gaming units 20 are 












































