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(57) ABSTRACT 

The invention includes a system and method for providing 
linked play via gaming and other devices. In some embodi 
ments, a casino server registers a group for linked play and 
a group objective and format are established. The linked 
play commences according to the group format on the 
gaming devices While the casino server, or another device, 
concurrently facilitates interaction between the group mem 
bers operating the gaming devices. The linked play is 
terminated according to the group format and a determina 
tion is made by the casino server Whether the group objec 
tive has been achieved. Prizes are aWarded via the gaming 
devices if the group objective Was achieved. 
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FIELD OF THE INVENTION 

[0014] The present invention relates to methods and appa 
ratus for groups of people to play games together. More 
speci?cally, the present invention relates to facilitating 
linked gaming betWeen tWo or more players. 

BACKGROUND OF THE INVENTION 

[0015] There are currently over 500,000 slot machines in 
operation that generate more than $15 billion in annual 
revenue for United States casinos. Most casinos generate 
more than half of their gaming revenues from slot machines 
and some individual casinos offer tWo or three thousand slot 
machines at a single location. In fact, tWo different casinos 
in Connecticut each provide over six thousand gaming 
devices for players. 

[0016] Popular casino games such as craps and blackjack 
offer a social experience. In fact, one reason these games are 
popular is that people at the same table tend to Win and lose 
together as a group. Such games create a team spirit, pitting 
the gamblers at the table against the casino. People enjoy 
such shared experiences and thus tend to travel to casinos in 
groups, such as a husband and Wife, groups of co-Workers, 
and groups of friends. In contrast to craps and blackjack 
hoWever, for some players, slot machine gaming may be an 
isolating experience. What is needed are systems and meth 
ods that facilitate a more social experience While playing 
gaming devices, particularly for groups of players. 

BRIEF DESCRIPTION OF THE DRAWINGS 

[0017] FIG. 1A is a block diagram illustrating an example 
system according to some embodiments of the present 
invention. 

[0018] FIG. 1B is a block diagram illustrating an altema 
tive example system according to some embodiments of the 
present invention. 

[0019] FIG. 2 is a block diagram illustrating an example 
of a casino server 102 as depicted in FIGS. 1A and 1B 
according to some embodiments of the present invention. 

[0020] FIG. 3 is a block diagram illustrating an example 
of a gaming device 104 as depicted in FIGS. 1A and 1B 
according to some embodiments of the present invention. 

[0021] FIG. 4 is a draWing illustrating an example of a 
?rst gaming device display screen as it may be used on a 
gaming device 104 according to some embodiments of the 
present invention. 

[0022] FIG. 5 is a draWing illustrating an example of a 
second gaming device display screen as it may be used on 
a gaming device 104 according to some embodiments of the 
present invention. 

[0023] FIG. 6 is a draWing illustrating an example of a 
third gaming device display screen as it may be used on a 
gaming device 104 according to some embodiments of the 
present invention. 
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[0024] FIG. 7 is a drawing illustrating an example of a 
fourth gaming device display screen as it may be used on a 
gaming device 104 according to some embodiments of the 
present invention. 

[0025] FIG. 8 is a table illustrating an example data 
structure of an example user database 208 as depicted in 
FIG. 2 for use in some embodiments of the present inven 
tion. 

[0026] FIG. 9 is a table illustrating an example data 
structure of an example group database 208 as depicted in 
FIG. 2 for use in some embodiments of the present inven 
tion. 

[0027] FIG. 10 is a table illustrating an example data 
structure of an example group session database 208 as 
depicted in FIG. 2 for use in some embodiments of the 
present invention. 

[0028] FIG. 11 is a table illustrating an example data 
structure of an example current session database 208 as 
depicted in FIG. 2 for use in some embodiments of the 
present invention. 

[0029] FIG. 12 is a How diagram illustrating an exemplary 
process for facilitating linked play gaming according to and 
for use in some embodiments of the present invention. 

DETAILED DESCRIPTION OF SOME 
EMBODIMENTS OF THE INVENTION 

[0030] The disclosed invention overcomes the above and 
other drawbacks of the prior art by alloWing people to 
gamble as a group against a casino or each other. In some 
embodiments of the present invention, group members’ 
individual gambling outcomes are combined into a group 
outcome. The group outcome is then matched against a set 
of criteria for beating the casino. If the group outcome meets 
the set of criteria, then the group receives a reWard. In some 
embodiments, the reWard is provided to the Whole group, 
Whereas in other embodiments, the reWard is shared only 
among particular group members. As the group members 
generate their individual outcomes, they may communicate 
With one another, sharing in the excitement or disappoint 
ment of each other’s outcomes, and sharing advice for 
games With skill components. If the group Wins, all members 
feel group satisfaction. Even if the group does not Win, there 
are still the near misses to talk about. In any event, group 
competition provides casino patrons With a much more 
social experience than is typically had at a casino. Group 
play encourages people to remain at the casino until the 
group’s competition has been completed. With group play, 
people Will encourage more friends to accompany them to a 
casino so as to ?ll a group roster. The casino therefore 
bene?ts from increased gambling activity. 

[0031] There are many possible group formats. Instead of 
competing together against the casino, group members may 
compete against one another. TWo or more group members 
may make a bet as to Who Will have the best gambling results 
for a session. The casino holds the bets from each group 
member, and gives the bets to the group member Who had 
the best performance at the end of the gambling session. 
Another group format links group members’ outcomes in 
some Way. For instance, if tWo group members both receive 
an outcome of “orange-orange-orange” at almost the same 
time, then the tWo group members Win a bonus priZe in 
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addition to the payout for “orange-orange-orange”. Still 
another group format alloWs all group members to share in 
each other’s Winnings and losses. With this format, group 
members mitigate the risk of sustaining large losses them 
selves and get to share in the luck of other group members. 
In yet another format, a group has its oWn progressive prize. 
Each group member’s Wagers contribute to the progressive 
priZe and only group members are eligible to Win the 
progressive priZe. There are many other possible group 
formats. 

[0032] Group play is applicable to gamblers at a casino 
and to remote gamblers playing on the Internet and/ or via the 
telephone. Group play may be facilitated by a casino server. 
The casino server 102 receives user information from a 

gaming device, personal computer, or other input device. In 
addition, the casino server 102 receives information describ 
ing the groups the users Would like to form or to join. The 
casino server 102 stores information about a group’s format, 
including any entry fee group members are required to pay, 
the amount of money group members may be required to 
Wager as part of the group, the length of the group’s 
gambling session, and so on. The casino server 102 also 
stores information about the group’s objective, including the 
criteria the group is required to satisfy in order to Win a 
priZe, and the nature of the priZe itself. The casino server 102 
may additionally store information about Who belongs to a 
particular group. The casino server 102 may then track the 
gambling results of the individual group members, and 
aggregate the results into a group result or outcome. At the 
end of a group’s gambling session, or at any appropriate 
point in time, the casino server 102 may determine Whether 
the group or group members have met the group’s objective, 
and if they have, may instruct group members’ gaming 
devices to aWard priZes accordingly. 

[0033] With these and other advantages and features of the 
invention that Will become hereinafter apparent, the nature 
of the invention may be more clearly understood by refer 
ence to the folloWing detailed description of the invention, 
the appended claims and to the several draWings included 
herein. 

[0034] In the folloWing description, reference is made to 
the accompanying draWings that form a part hereof, and in 
Which is shoWn, by Way of illustration, speci?c embodi 
ments in Which the invention may be practiced. These 
embodiments are described in su?icient detail to enable 
those skilled in the art to practice the invention, and it is to 
be understood that other embodiments may be utiliZed and 
that structural, logical, softWare, and electrical changes may 
be made Without departing from the scope of the present 
invention. The folloWing description is, therefore, not to be 
taken in a limited sense, and the scope of the present 
invention is de?ned by the appended claims. 

[0035] Applicants have recogniZed that a need exists for 
systems and methods that provide users With a social expe 
rience While playing gaming devices. One particular bene?t 
to users of embodiments of the present invention is that users 
are able to experience more interaction among people at a 
casino then they typically Would playing conventional slot 
machines. This changes gambling, particularly gambling at 
slot machines, from an isolating experience into a dynamic 
social and exciting experience. Group play also provides 
opportunities to Win much larger priZes than Would other 



US 2006/0217176 A1 

Wise be possible While at the same time, group play may 
allow people to reduce their risks of large losses and to share 
in the luck of others. 

[0036] From a casino’s perspective, the present invention 
provides a number of bene?ts. People Who have joined a 
group are likely to gamble at a casino at least for the duration 
of the group’s session. Therefore, groups provide a means 
for a casino to ensure receipt of a certain amount of customer 
business. In addition, aWarding priZes for group perfor 
mance provides an alternative channel for distributing 
casino hotel rooms, shoW tickets, meals, and merchandise. A 
casino may pro?tably give aWay to groups anything it 
cannot sell through standard channels. Further, people Will 
encourage friends or relatives to accompany them to a 
casino so as to form a group. Casinos Will therefore bene?t 
from increased patronage. Also, group play increases peo 
ple’s enjoyment of gambling by adding elements of shared 
experience, team pride and/or competition. Thus, people 
Who enjoy the experience of gambling are likely to gamble 
for longer periods of time When gambling in groups. 

A. TERMS 

[0037] Throughout the description that folloWs and unless 
otherWise speci?ed, the folloWing terms may include the 
meanings provided in this section. These terms and illustra 
tive meanings are provided to clarify the language selected 
to describe embodiments of the invention both in the speci 
?cation and in the appended claims. 

[0038] The terms “products,”“goods,”“merchandise,” and 
“services” shall be synonymous and may refer to anything 
licensed, leased, sold, available for sale, available for lease, 
available for licensing, and/or offered or presented for sale, 
lease, or licensing including packages of products, subscrip 
tions to products, contracts, information, services, and intan 
gibles. 

[0039] The term “merchant” may refer to an entity Who 
may offer to sell, lease, and/or license one or more products 
to a consumer (for the consumer or on behalf of another) or 
to other merchants. For example, merchants may include 
sales channels, individuals, companies, manufacturers, dis 
tributors, direct sellers, re-sellers, and/or retailers. Mer 
chants may transact out of buildings including stores, out 
lets, malls, casinos, and Warehouses, and/or they may 
transact via any number of additional methods including 
mail order catalogs, vending machines, online Web sites, 
and/or via telephone marketing. Note that a producer or 
manufacturer may choose not to sell to customers directly 
and in such a case, a retailer may serve as the manufacturer’s 
or producer’s sales channel. 

[0040] The terms “player” and “user” shall be synony 
mous and may refer to any person or entity that operates a 
user device, a gaming device, and/or a user terminal. 

[0041] The term “gaming device” may refer to any elec 
trical, mechanical, electro-mechanical and/or other device 
that may accept a Wager, may folloW a process to generate 
an outcome, and may pay Winnings based on the outcome. 
The outcome may be randomly generated, as With a slot 
machine; may be generated through a combination of ran 
domness and user skill, as With video poker; or may be 
generated entirely through user skill. A gaming device may 
include any gaming machine and/or system, including slot 
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machines, video poker machines, video bingo machines, 
video roulette machines, video keno machines, video black 
jack machines, arcade games, video games, pinball 
machines, skill crane machines, video lottery terminals, 
online gaming systems, sports betting machines, game con 
soles, personal computers logged into online gaming sites, 
etc. Gaming devices may or may not be oWned and/or 
maintained by a casino and/or may or may not exist Within 
a casino location. 

[0042] The term “casino” may refer to the oWner of 
gaming devices, oWners’ agents, and/or any entity Who may 
pro?t from players’ use of the gaming devices. 

[0043] The term “casino location” may refer to the physi 
cal geographic site, complex, or building Where gaming 
devices oWned and/or operated by a casino are located. In 
the case of an online casino, casino location may refer to the 
address (eg the uniform resource locator (URL)) of the 
online casino’s Web site or facility. 

[0044] The terms “handle pull” and “spin” shall be syn 
onymous and may refer to a single play at a gaming device. 
In some embodiments, a handle pull may refer to a single 
complete game (or hand) or in other embodiments, the term 
may refer to a play related to a single Wager. For example, 
in video blackjack, a user might play a single game in Which 
he splits a pair of sevens, requiring an additional Wager. This 
single game may be considered to include either one or tWo 
handle pulls. 

[0045] The terms “server” and “casino server” shall be 
synonymous and may refer to any device that may commu 
nicate With one or more one or more gaming devices, one or 

more third-party servers, one or more remote controllers, 
one or more player devices, and/or other netWork nodes, and 
may be capable of relaying communications to and from 
each. 

[0046] The term “user terminal” and “remote controller” 
shall be synonymous and may refer to any device that may 
communicate With one or more casino servers, one or more 

gaming devices, one or more third-party service provider 
servers, one or more player devices, and/or other netWork 
nodes. User terminals may, for example, include personal 
computers, laptop computers, handheld computers, tele 
phones, kiosks, automated teller machines, gaming devices, 
game consoles, and/or vending machines. They may include 
facilities to support secure communications using encryp 
tion or the like. 

[0047] The terms “player device” and “user device” shall 
be synonymous and may refer to any device oWned or used 
by a user or consumer capable of accessing and/or display 
ing online and/or o?line content. Player devices may com 
municate With one or more casino servers, one or more 

gaming devices, one or more third-party service provider 
servers, one or more user terminals, and/or other netWork 
nodes. In some embodiments, player devices may, for 
example, include gaming devices, personal computers, per 
sonal digital assistants, point-of-sale terminals, point of 
display terminals, kiosks, telephones, cellular phones, auto 
mated teller machines (ATMs), pagers, and combinations of 
such devices. 

[0048] The term “input device” may refer to a device that 
is used to receive an input. An input device may commu 
nicate With or be part of another device (eg a point of sale 
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terminal, a point of display terminal, a user terminal, a 
server, a player device, a gaming device, a controller, etc.). 
Some examples of input devices include: a bar-code scanner, 
a magnetic stripe reader, a computer keyboard, a point-of 
sale terminal keypad, a touch-screen, a microphone, an 
infrared sensor, a sonic ranger, a computer port, a video 
camera, a motion detector, a digital camera, a netWork card, 
a universal serial bus (USB) port, a GPS receiver, a radio 
frequency identi?cation (RFID) receiver, a RF receiver, a 
thermometer, a pressure sensor, and a Weight scale. 

[0049] The term “output device” may refer to a device that 
is used to output information. An output device may com 
municate With or be part of another device (eg a gaming 
device, a point of sale terminal, a point of display terminal, 
a player device, a casino device, a controller, etc.). Possible 
output devices include: a cathode ray tube (CRT) monitor, 
liquid crystal display (LCD) screen, light emitting diode 
(LED) screen, a printer, an audio speaker, an infra-red 
transmitter, a radio transmitter. 

[0050] The term “I/O device” may refer to any combina 
tion of input and/or output devices. 

[0051] The term “frequent shopper card” may refer to a 
device that may be capable of identifying and/or storing 
information about a consumer/player Who is a shopper. This 
information may include identifying information and shop 
ping history information. The frequent shopper card may be 
machine readable, for example, by a POS terminal. Accord 
ing to some embodiments of the present invention, a fre 
quent shopper card may store player and/or group member 
ship and/or group format information. 

a, [0052] The term “player tracking car may refer to a 
device that may be capable of identifying and/or storing 
information about a consumer Who is a casino player. 
Typically player tracking cards may be accessed by gaming 
devices and magnetic card readers operated by casino staff. 
The information stored on the player tracking card may 
include identifying information, as Well as ?nancial infor 
mation, such as a number of gambling credits remaining. 
The card may be machine readable, for example, by a 
gaming device. According to some embodiments of the 
present invention, a player tracking card may store player 
and/ or group membership and/or group format information. 

[0053] The term “ATM card” may refer to a device that 
may be capable of identifying and/or storing information 
about a consumer/player Who is a bank customer. This 
information may include identifying information and bank 
account information. The ATM card may be machine read 
able, for example, by an automated teller machine. Accord 
ing to some embodiments of the present invention, an ATM 
card may store player and/or group membership and/or 
group format information. 

[0054] The term “gross Winnings” may refer to a user’s (or 
group’s) total Winnings for a session or time period, Without 
regard to the amounts Wagered during the session. 

[0055] The term “net Winnings” may refer to a user’s (or 
group’s) total Winnings for a session or time period, less the 
total amount Wagered during that time period. 

[0056] The term “group format” may refer to a set of rules 
or guidelines a group and its members are required to folloW 
to be eligible for a priZe as a group member. The group 

Sep. 28, 2006 

format may include, for example, a speci?cation of: the 
gaming devices at Which group members are required to 
Wager, the total amount of money group members are 
required to Wager, the total amount of money group mem 
bers are required to contribute to a common pool, the length 
of a group session, the number of people Who may join the 
group, What happens if a group member leaves the group, 
and/or the Way in Which any prize Will be distributed among 
the group members. 

[0057] The term “group objective” may refer to a priZe 
and a set of criteria a group may be required to meet in order 
to Win the priZe. The group objective may include a speci 
?cation of some or all of the group format. Examples of the 
criteria may include: having the group’s aggregate net 
Winnings exceeding a certain threshold, having tWo or more 
group members attain an outcome simultaneously, having 
each person in the group Win a certain amount, etc. In 
embodiments Where group members compete With one 
another, the criteria may be criteria for each individual group 
member. For example, the criteria may include beating the 
other members of the group. Prizes, for example, may 
include cash, gambling tokens, discounted hotel rooms, 
discounted meals, discounted shoW tickets, free handle pulls 
at a gaming device, etc. 

[0058] The terms “playing group,”“linked group,”“linked 
play group,” and “play group” shall be synonymous and may 
refer to a group of people Whose play at a physical or on-line 
casino is linked in some Way. For example, the members of 
a group may be linked in that they have each agreed to split 
a priZe if the group’s gross Winnings exceed a certain 
amount. In some embodiments, a playing group may form at 
the request of a user. Alternatively, a group may form When 
the casino server 102 prompts tWo or more users to join. In 
addition to having their gambling results intertWined, in 
some embodiments, playing group members may also com 
municate With one another and may participate in other 
group activities, such as group lunches, aWard ceremonies, 
and outings. 

[0059] The terms “linked play session” and “group play 
session” shall be synonymous and may refer to any period 
of time or a number of handle pulls during Which group 
members’ outcomes count toWards a group objective. 

B. SYSTEM 

[0060] An example embodiment of the system 100A of the 
present invention is depicted in FIG. 1A. The system 100A 
according to some embodiments of the present invention 
may include a casino server 102 (an example of Which is 
depicted in FIG. 2) in one or tWo-Way communication With 
one or more gaming devices 104, 106, 108 (an example of 
Which is depicted in FIG. 3) via a netWork, for example, the 
Internet or via another communications link. Although not 
pictured, other casino devices besides gaming devices 104, 
106, 108 may be connected to the casino server 102. 
LikeWise, servers of other casinos and other establishments 
may be in direct or indirect communication With the casino 
server 102. 

[0061] In operation, the casino server 102 may function 
under the control of a casino, a merchant, or other entity that 
may also control use of the gaming devices 104, 106, 108. 
For example, the casino server 102 may be a server in a 



US 2006/0217176 A1 

merchant’s network. In some embodiments, the casino 
server 102 may also be a merchant’s server. 

[0062] Referring to FIG. 1B, an alternative system 100B 
according to some other embodiments of the present inven 
tion further includes one or more third-party servers 110. A 
third-party server 110 may also be in one or tWo-Way 
communication With the casino server 102. HoWever, as 
shoWn in the embodiment depicted in FIG. 1B, the third 
party server 110 may be disposed betWeen the casino server 
102 and gaming devices 112, 114. Alternatively (not pic 
tured), the third-party server 110 may be disposed betWeen 
the casino server 102 and casino servers of other casinos. 

[0063] The primary difference betWeen the tWo alternative 
embodiments depicted in FIGS. 1A and 1B is that the 
embodiment of FIG. 1B includes the third-party server 110 
Which may be operable by an entity distinct and/or physi 
cally remote from the entity operating the casino server 102. 
In operation, the third-party server 110 may perform the 
methods of the present invention by sending signals to the 
casino server 102 to be relayed to the gaming devices 104, 
106, 108. For example, a marketing company may operate 
the third-party server 110 to create gaming competitions or 
facilitate linked play on behalf of the casino in Which a 
casino server 102 is used to control gaming devices 104, 
106, 108. In the embodiment of FIG. 1A, the functions of 
the third-party server 110 may be consolidated into the 
casino server 102. 

[0064] An additional difference betWeen these tWo 
embodiments relates to the physical topology of the systems 
100A and 100B. In both of the depicted embodiments, each 
node may securely communicate With every other node in 
the system 100A, 100B via, for example, a virtual private 
netWork (V PN). Thus, all nodes may be logically connected. 
HoWever, the embodiment depicted in FIG. 1B alloWs the 
third-party server 110 to optionally serve as a single gateWay 
betWeen the nodes 102, 104, 106, 108 that Will typically be 
under the control of a casino (and players Within the casinos’ 
location) and the other nodes in the system 100B, i.e. nodes 
112, 114 that may be operated by players outside of the 
casinos’ location. In some embodiments of the present 
invention, the centralization, security, and control that natu 
rally results from this topology is useful in monitoring use 
of the system. 

[0065] In both embodiments pictured in FIGS. 1A and 
1B, communication betWeen the casino server 102, the 
gaming devices 104, 106, 108, (112, 114), and/or the third 
party server 110, may be direct and/or via a netWork such as 
the Internet. 

[0066] Referring to both FIGS. 1A and 1B, each of the 
casino server 102, (the third-party server 110 of FIG. 1B), 
and the gaming devices 104, 106, 108, (112, 114) may 
comprise, for example, computers, such as those based on 
the Intel® Pentium® processor, that are adapted to commu 
nicate With each other. Any number of third-party servers 
118, external casino servers (not pictured), and/or gaming 
devices 104, 106, 108, (112, 114) may be in direct or 
indirect, one or tWo-Way communication With the casino 
server 102. The third-party server 110, the casino server 102, 
and/or the gaming devices 104, 106, 108, (112, 114) may 
each be physically proximate to each other or geographically 
remote from each other. The third-party server 110, the 
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casino server 102, and/or the gaming devices 104, 106, 108, 
(112, 114) may each include input devices and output 
devices. 

[0067] As indicated above, communication betWeen the 
casino server 102, the third-party server 110, and the gaming 
devices 104, 106, 108, (112, 114) may be direct or indirect, 
such as over an Internet Protocol (IP) netWork such as the 
Internet, an intranet, or an extranet through a Web site 
maintained by the casino server 102 (and/or the third-party 
server 110) on a remote server or over an online data 

netWork including commercial on-line service providers, 
bulletin board systems, routers, gateWays, and the like. In 
some embodiments, the nodes may communicate With each 
other over local area netWorks including Ethernet, Token 
Ring, and the like, radio frequency communications, infra 
red communications, microWave communications, cable 
television systems, satellite links, Wide Area NetWorks 
(WAN), Asynchronous Transfer Mode (ATM) netWorks, 
Public SWitched Telephone NetWork (PSTN), other Wireless 
netWorks, and the like. 

[0068] Those skilled in the art Will 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 or months at a time. 

[0069] The casino server 102 (and/or the third-party server 
110) may function as a “Web server” that presents and/or 
generates Web pages Which are documents stored on Inter 
net-connected computers accessible via the World Wide 
Web using protocols such as, e.g., the hyper-text transfer 
protocol (“HTTP”). Such documents typically include one 
or more hyper-text markup language (“HTML”) ?les, asso 
ciated graphics, and script ?les. A Web server alloWs com 
munication With the casino server 102 in a manner knoWn in 

the art. The gaming devices 104, 106, 108, (112, 114) may 
use a Web broWser, such as NAVIGATOR® published by 
NETSCAPE® for accessing HTML forms generated or 
maintained by or on behalf of the casino server 102 and/or 
the third-party server 110. 

[0070] As indicated above, any or all of the casino server 
102, the third-party server 110, and/or the gaming devices 
104, 106, 108, (112, 114) may include or be part of, e.g., 
processor based cash registers, telephones, interactive voice 
response (IVR) systems such as the ML400-IVR designed 
by MISSING LINK INTERACTIVE VOICE RESPONSE 
SYSTEMS, cellular/Wireless phones, vending machines, 
pagers, gaming devices including slot machines, personal 
computers, portable types of computers, such as a laptop 
computer, a Wearable computer, a palm-top computer, a 
hand-held computer, a smart card, and/or a Personal Digital 
Assistant (“PDA”). Further details of the casino server 102, 
the third-party server 110, and the gaming devices 104, 106, 
108, (112, 114) are provided beloW With respect to FIGS. 2 
through 7. 

[0071] As indicated above, in some embodiments of the 
invention, the casino server 102 (and/or the third-party 
server 110) may include gaming devices 104, 106, 108, (112, 
114). In addition, the casino server 102 may communicate 
With users directly instead of through the gaming devices 
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104, 106, 108, (112, 114). Although not pictured, the casino 
server 102, the third-party server 110, and/or the gaming 
devices 104, 106, 108, (112, 114) may also be in commu 
nication With one or more consumer and/ or merchant credit 

institutions to effect currency transactions and may do so 
directly or via a secure ?nancial netWork such as the FedWire 
netWork maintained by the United States Federal Reserve 
System, the Automated Clearing House (ACH) Network, the 
Clearing House Interbank Payments System (CHIPS), or the 
like. 

[0072] In operation, the gaming devices 104, 106, 108, 
(112, 114) and/or the third-party server 110 may exchange 
information about the groups, linked play, and/or the indi 
vidual group members via the casino server 102. In embodi 
ments With a third-party server 110, the casino server 102 
and/or the gaming devices 104, 106, 108, (112, 114) may 
exchange information about the groups, linked play, and/or 
the individual group members via the third-party server 110. 
The gaming devices 104, 106, 108, (112, 114) may for 
example, provide information related to group format selec 
tions and group objectives to the casino server 102 (and/or 
the third-party server 110). The gaming devices 104, 106, 
108, (112, 114) may further provide gambling performance 
data to the casino server 102 (and/or the third-party server 
110). The casino server 102 (and/or the third-party server 
110) may provide information about group progress to the 
players at the gaming devices 104, 106, 108 in the casino 
location or to remote gaming devices 112, 114. 

C. DEVICES 

[0073] FIG. 2 is a block diagram illustrating details of an 
example of the casino server 102 of FIGS. 1A and 1B 
(and/or an example of a third-party server 110 of FIG. 1B). 
The casino server 102 is operative to manage the system 
100A, 100B and execute the methods of the present inven 
tion. The casino server 102 may be implemented as one or 
more system controllers, one or more dedicated hardWare 
circuits, one or more appropriately programmed general 
purpose computers, or any other similar electronic, mechani 
cal, electro-mechanical, and/or human operated device. For 
example, in FIG. 1B, the casino server 102 is depicted as 
being in communication With a third-party server 110. In the 
embodiment of FIG. 1B, these tWo servers may provide the 
same functions as the casino server 102 alone in the embodi 
ment of FIG. 1A. 

[0074] The casino server 102 (and/ or the third-party server 
110) may include a processor 200, such as one or more 
Intel® Pentium® processors. The processor 200 may 
include or be coupled to one or more clocks or timers (not 
pictured) and one or more communication ports 202 through 
Which the processor 200 communicates With other devices 
such as the gaming devices 104, 106, 108, (112, 114) and/or 
the third-party server 110. The processor 200 is also in 
communication With a data storage device 204. The data 
storage device 204 may include any appropriate combina 
tion of magnetic, optical and/or semiconductor memory, and 
may include, for example, additional processors, communi 
cation ports, Random Access Memory (“RAM”), Read-Only 
Memory (“ROM”), a compact disc and/or a hard disk. The 
processor 200 and the storage device 204 may each be, for 
example: (i) located entirely Within a single computer or 
other computing device; or (ii) connected to each other by a 
remote communication medium, such as a serial port cable, 
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a LAN, a telephone line, radio frequency transceiver, a ?ber 
optic connection or the like. In some embodiments for 
example, the casino server 102 may comprise one or more 
computers (or processors 200) that are connected to a remote 
server computer operative to maintain databases, Where the 
data storage device 204 is comprised of the combination of 
the remote server computer and the associated databases. 

[0075] The data storage device 204 stores a program 206 
for controlling the processor 200. The processor 200 per 
forms instructions of the program 206, and thereby operates 
in accordance With the present invention, and particularly in 
accordance With the methods described in detail herein. The 
present invention may be embodied as a computer program 
206 developed using an object oriented language that alloWs 
the modeling of complex systems With modular objects to 
create abstractions that are representative of real World, 
physical objects and their interrelationships. HoWever, it 
Would be understood by one of ordinary skill in the art that 
the invention as described herein can be implemented in 
many different Ways using a Wide range of programming 
techniques as Well as general purpose hardWare systems or 
dedicated controllers. The program 206 may be stored in a 
compressed, uncompiled and/or encrypted format. The pro 
gram 206 furthermore may include program elements that 
may be generally useful, such as an operating system, a 
database management system and device drivers for alloW 
ing the processor 200 to interface With computer peripheral 
devices. Appropriate general purpose program elements are 
knoWn to those skilled in the art, and need not be described 
in detail herein. 

[0076] Further, the program 206 is operative to execute a 
number of invention-speci?c, objects, modules and/or sub 
routines Which may include (but are not limited to) one or 
more routines to identify a player at a gaming device 104, 
106, 108, (112, 114); one or more routines to receive 
information about a user; one or more routines to establish 

and to provide group objective and/or group format infor 
mation to a user at a gaming device 104, 106, 108, (112, 
114); one or more routines to form and register a group and 
associate players With the group; one or more routines to 
store group members’ performance information; one or 
more routines to facilitate interaction among group mem 
bers, one or more routines to facilitate and control commu 

nications betWeen gaming devices 104, 106, 108, (112, 114) 
and/or a third-party server 110; one or more routines to 
terminate linked play; one or more routines to determine 
Whether group objects Were achieved and group formats 
Were complied With; and/or one or more routines to control 
databases or softWare objects that track information regard 
ing users, casinos, merchants supplying priZes, other third 
parties, gambling results, group data, gaming devices 104, 
106, 108, (112, 114), and aWarding priZes. Examples of these 
routines and their operation are described in detail beloW in 
conjunction With the ?owchart depicted in FIG. 12. 

[0077] According to some embodiments of the present 
invention, the instructions of the program 206 may be read 
into a main memory of the processor 200 from another 
computer-readable medium, such from a ROM to a RAM. 
Execution of sequences of the instructions in the program 
206 causes processor 200 to perform the process steps 
described herein. In alternative embodiments, hard-Wired 
circuitry or integrated circuits may be used in place of, or in 
combination With, softWare instructions for implementation 














































