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GAMING SYSTEMS 

FIELD OF THE INVENTION 

[0001] The present invention relates to gaming systems 
such as those incorporating gaming machines including slot 
machines, poker machines, keno machines and others. The 
invention also relates to intemet gaming using personal 
computers and other devices. 

BACKGROUND OF THE INVENTION 

[0002] The present invention is particularly relevant to 
jackpot gaming systems in Which a number of electric 
gaming machines (EGM’s) are netWorked. These gaming 
systems can be externally triggered promotional jackpots, 
EGM triggered jackpots and externally triggered regulatory 
jackpots. 
[0003] EGM triggered jackpots require EGM’s speci? 
cally made for this purpose. Accordingly a club Wishing to 
offer this facility With their EGMs must purchase neW ones 
that offer this feature. All EGMs participating in a linked 
jackpot of this type typically must be of the same type, eg 
manufacturer and game. Furthermore they tend to have a 
relatively limited con?gurability in terms of prize values, 
return to player, number of levels and themes. 

[0004] In contrast to the EGM triggered jackpots, exter 
nally triggered jackpots have a much greater degree of 
?exibility and therefore attractiveness to gaming venues. 

[0005] In many jurisdictions hoWever the Winnings paid in 
promotional external jackpots are not deductible for gaming 
tax purposes. This is because promotional jackpots do not 
offer the required fairness (statistically equal probability of 
Win per unit bet for all players at all times, i.e. non 
deterministic) to be considered tax deductible regulatory 
jackpots. A typical promotional jackpot uses simple deter 
ministic triggering methods such that the jackpot is guaran 
teed to go off Within a certain amount of turnover. Conven 
tionally the implementation of externally triggered 
regulatory jackpots has been dif?cult due to the requirement 
for non-deterministic behaviour. Furthermore meeting the 
regulatory jackpot requirements is dif?cult When the EGMs 
participating in the jackpot are of different denominations 
and/or offer a variety of bets (multi-line and/or ability to 
select number of credits to bet on each play) and also When 
the communications betWeen the EGM and the external 
jackpot trigger do not guarantee play by play delivery of 
information. 

[0006] Australian patent application AUl999434453 dis 
closes a prize aWarding system Which addresses the prob 
lems experienced by the above non-deterministic jackpot 
systems. 

[0007] In this patent application a random process is 
implemented With the desired statistical properties based on 
the actual occurrence of turnover. While such methods 
attempt to reduce computational load and critical timing 
requirements compared to jackpots that are triggered off 
speci?c plays of an EGM, there is still signi?cant softWare 
complexity, computational load and real time requirements 
associated With these methods. In addition the actual statis 
tical properties of the jackpot depend critically on details of 
the implementation and the system on Which it runs. Veri 
?cation of correct jackpot operation under all patterns of 
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play and system load is time consuming and itself requires 
statistical analysis to interpret the results. 

[0008] Another Australian patent number 589158 
describes a system Which consists of a number of poker 
machines producing an incrementing signal Which is totalled 
by a counting means. A jackpot is triggered When the 
counting means reaches a predetermined value, With the 
jackpot being aWarded to the machine that caused the 
increment to go over the trigger value. HoWever the system 
described in this patent application has a number of draW 
backs. Firstly the jackpot prize cannot be a ?xed value. It is 
alWays dependent upon the amount of turnover before the 
trigger value is reached by the counting means. In addition 
it is noted that the jackpot is triggered from a combined 
count from each of the EGMS. 

[0009] In the above system the jackpot is triggered based 
on a uniform distribution for the random number Which is 
used as the trigger value. 

[0010] In addition, the random number range used must 
have a loWer bound of the jackpot minimum display/prize 
value and an upper bound of the maximum desired display/ 
prize value, leading to the situation that as the display value 
approaches, the maximum probability of the Win inherently 
increases. 

[0011] It Would be desirable to produce an improved 
gaming system. 

[0012] For convenience any game playing module, 
Whether this be a mechanical device such as an electronic 
gaming machine or a graphical user interface appearing on 
a PC or similar linked to the intemet or other communication 
netWork, Will be referred to as a gaming console. 

[0013] It is to be understood that, if any prior art publi 
cation is referred to herein, such reference does not consti 
tute an admission that the publication forms a part of the 
common general knoWledge in the art, in Australia or in any 
other country. 

SUMMARY OF THE INVENTION 

[0014] According to one aspect of the present invention 
there is provided a method of aWarding a prize in a gaming 
system including a plurality of game controllers comprising 
the steps of providing a trigger value derived from a random 
variable having a non-uniform distribution, periodically 
receiving count data from each game console, being data 
representing at least one parameter of a game console, 
calculating a total value representing the total count data 
received, comparing the total value With the trigger value, 
transmitting a prize instruction signal to an output means if 
the total value has a predetermined relationship With the 
trigger value [and outputting from the output means the 
prize instruction signal to at least one game console], 
Whereby the prize instruction signal results in at least one 
game console issuing a prize. 

[0015] Preferably the non-uniform distribution is a geo 
metric distribution. 

[0016] Preferably the prize instruction signal is output 
from the output means to at least one game console. 

[0017] The prize instruction signal may include a prize 
display signal and a game console signal for updating one or 
more of the game consoles. 
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[0018] It is preferred that the output means is connected to 
a display means Which indicates that a prize has been Won 
by the at least one game console. 

[0019] The display means may include a sign, an audio 
visual indication or some other method Which does not need 
to interact With the one game console. 

[0020] Preferably the random variable is added to a pre 
determined olfset value to produce the trigger value. 

[0021] Preferably the offset value is calculated and stored 
in a memory location prior to addition to the random 
variable. 

[0022] The random variable may have a distribution Which 
is modi?ed by a function to generate a value With a geo 
metric distribution. 

[0023] Preferably the function includes an inverse geo 
metric distribution. 

[0024] It is preferred that the prize is determined indepen 
dently of the count data. 

[0025] Preferably the prize instructions signal is output to 
one or more of the gaming consoles based on each gaming 
console from Which count data Was received Which resulted 
in the total value having the predetermined relationship With 
the trigger value. 

[0026] Therefore according to one example a particular 
combination or sequence of count data received from gam 
ing consoles could result in the total value having the 
predetermined relationship With the trigger value and this 
may result in more than one game console issuing a prize 
because they Were part of the count data sequence required 
to produce the prize instruction signal. 

[0027] Preferably the method includes storing the identity 
of each gaming console from Which count data is received. 

[0028] The method may include storing the identity of the 
trigger gaming console, being the gaming console from 
Which count data is received Which results in the total value 
having the predetermined relationship With the trigger value. 

[0029] The method preferably includes outputting the 
prize instruction signal to one or more game consoles based 
on the identity of the trigger gaming console. 

[0030] Preferably the method includes outputting the prize 
instruction signal to the/each trigger gaming console. 

[0031] The method may include receiving count data from 
each gaming console. 

[0032] Preferably the count data is collected synchro 
nously With game play on each gaming console. 

[0033] Alternatively count data is collected asynchro 
nously With game play on one/more gaming consoles. 

[0034] It is preferred that the comparing step is performed 
synchronously With playing one/more gaming consoles. 

[0035] Alternatively the comparison step is performed 
asynchronously With playing the gaming console. 

[0036] The comparing step may be performed synchro 
nously With receiving count data. 

[0037] Alternatively the comparing step may be per 
formed asynchronously With receiving count data. 
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[0038] It is preferred that the predetermined relationship is 
that the total value is equal to the trigger value. 

[0039] Alternatively the predetermined relationship is that 
the total value is a multiple of the trigger value. 

[0040] Alternatively the predetermined relationship is that 
the total value is related to the trigger value through a 
mathematical relationship. 

[0041] According to another embodiment the predeter 
mined relationship is that the total value is greater than the 
trigger value. 

[0042] According to another embodiment the predeter 
mined relationship is that the total value has a sequence of 
count data Which matches the sequence of the trigger value. 
For example the trigger value could be one gaming console 
or a number of gaming consoles together producing a 
sequence of pay outs, symbols, or game plays such as three 
lines folloWed by ?ve lines, folloWed by one line if the 
gaming consoles are con?gured by manufacturers to output 
signals indicative of this. 

[0043] Preferably the count data represents one game 
played on one game console. 

[0044] According to one embodiment the count data rep 
resents multiple games played on one game console. 

[0045] Alternatively the count data represents one event 
occurring on one game console. 

[0046] Alternatively the count data represents one event 
occurring on greater than one game console. 

[0047] Alternatively the count data represents a predeter 
mined number of games played on one or more gaming 
consoles. 

[0048] Alternatively, the count data represents a predeter 
mined amount of turnover occurring on one gaming console. 

[0049] Preferably parameters of the count data include any 
one or more of the above recited alternatives relating to 
count data. 

[0050] The parameters preferably include: 

[0051] a predetermined amount of money spent/gambled 
on a gaming console. 

[0052] a predetermined number of indicia arrangements 
on a gaming console; 

[0053] a predetermined combination of events on different 
gaming consoles; 

[0054] 
[0055] a predetermined turnover of gaming consoles or 
predetermined function of turnover. 

each time a gaming console is played; 

[0056] Preferably the method includes the step of receiv 
ing count data from each gaming console in the gaming 
system. 

[0057] The method may include gaming consoles Which 
are electronic gaming machines, internet based gaming 
consoles visible on a computer screen, lotto type display 
screens, hardWare based, softWare based or any combination 
thereof. 
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[0058] The method may also include loyalty systems and 
may therefore include transaction terminals such as those 
associated With EFTPOS or Visa. Every time a customer 
makes a transaction count data could be transmitted to a 
central console Whereby a person has a chance of Winning a 
jackpot in accordance With the invention broadly described 
above. 

[0059] The gaming system may include a plurality of 
gaming consoles linked in a netWork or through remote 
communication means such as the internet. 

[0060] The gaming system may include a controller, a 
trigger value generator, a jackpot triggering means and a 
display means separate from each gaming console. 

[0061] Preferably the system includes a storage means for 
storing count data. 

[0062] The method may include providing an accumulator 
for totaling the count data stored in the storage means. 

[0063] The accumulator preferably is part of the storage 
means. 

[0064] The method may include providing a controller to 
provide the random trigger value. 

[0065] The method may include receiving count data each 
time a game console is played. 

[0066] It is preferred that the offset is only needed to 
achieve behaviour equivalent of that that Would be obtained 
if the count Was reset each time a neW trigger value Was 
picked from the random number generator. Thus, the trigger 
value may be derived according to anyone of the folloWing 
options: 

[0067] a. Adding the offset to the value obtained from 
the random number generator to obtain the trigger 
value; 

[0068] b. Calculating a derived count equal to the raW 
count minus the offset and compare the derived count 
to a trigger value obtained directly from the random 
number generator; and 

[0069] c. Resetting the count to Zero every time a neW 
trigger value is obtained directly from the random 
number source. 

[0070] The random value may be calculated based on a 
parameter indicative of the probability of a Win. 

[0071] Preferably the total value represents the total num 
ber of games played on each game console. 

[0072] The random value may be calculated to have a 
predetermined geometrical probability distribution. 

[0073] Preferably the method includes at a predetermined 
time interval providing a neW random trigger value. 

[0074] The method may include providing a neW random 
trigger value after at least one game controller issues a priZe. 

[0075] The method may include calculating a random 
value having one probability distribution and transforming 
the random value by a predetermined function to generate a 
random value With a different probability distribution. 

[0076] Preferably the random value is not uniformly dis 
tributed. 
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[0077] The random value may be generated from a pseudo 
random number generator. 

[0078] It is preferred that the trigger value is reset more 
frequently than once per output of the prize instruction 
signal to one/more game console. 

[0079] The offset value may be set at the current total 
value. 

[0080] The offset value and the random value may be 
selected and a trigger value reset Whenever a priZe instruc 
tion signal is sent to one or more predetermined game 
controllers. 

[0081] It is preferred that count data is reset to a prede 
termined number such as 0 after a priZe instruction signal is 
output. 

[0082] Preferably the random value is recalculated after a 
priZe instruction signal is output. 

[0083] Preferably the random value is recalculated after 
the priZe instruction signal is output Whereby the trigger 
value is greater than the total value. 

[0084] Preferably the predetermined priZe includes one or 
more of money, extra games on a game console, calculated 
start up amount, a percentage of turnover from one/more 
game console. 

[0085] The priZe may be reset to a start up amount When 
the priZe instruction signal is output. 

[0086] According to another aspect of the present inven 
tion there is provided a controller for use in a gaming 
system, the controller comprising a trigger value, a generator 
for generating a random trigger value at predetermined 
times, a receiver for receiving count data, from each game 
console, being data representing at least one parameter of a 
game console, a calculating means for calculating a total 
value representing the total count data received by the 
receiver, a comparator for comparing the total value With the 
trigger value and a processor for outputting a priZe signal to 
at least one game console if the total value has a predeter 
mined relationship With the trigger value. 

[0087] Preferably the processor is adapted to output a 
priZe signal to the game console from Which count data Was 
received Which resulted in the total value having the prede 
termined relationship With the trigger value. 

[0088] Preferably the predetermined relationship may be 
one of the options previously de?ned. 

[0089] Preferably the trigger value generator is adapted to 
periodically select a value of a random variable, calculate an 
offset value and add this to the random variable to produce 
the trigger value. 

[0090] Preferably the trigger value is determined indepen 
dent of turnover of the gaming system. 

[0091] Preferably the random variable has a minimum 
value of l. 

[0092] According to another aspect of the present inven 
tion there is provided a gaming system comprising a plu 
rality of game consoles, a trigger value generator for gen 
erating a trigger value, a priZe triggering means, and a 
controller Which is adapted to periodically receive count 
data from each game console, being data representing at 
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least one parameter of a game console, calculate a total value 
representing the total count data received by the receiver and 
compare the total value With the trigger value and operate 
the prize triggering means to transmit a priZe instruction 
signal to at least one game console if the total value has a 
predetermined relationship With the trigger value. 

[0093] Preferably the controller is adapted to operate the 
priZe trigger means to transmit the priZe instruction signal to 
one of the game consoles from Which count data Was 
received Which resulted in the total value having the prede 
termined relationship With the trigger value. 

[0094] It is preferred that the gaming system includes one 
or more means for implementing one or more of the methods 

previously outlined. 

[0095] According to one aspect of the present invention 
there is provided a method of aWarding a priZe in a gaming 
system including at least one game console comprising the 
steps of providing a random trigger value, periodically 
receiving count data from one game console, being data 
representing at least one parameter of the game console, 
calculating a total value representing the total count data 
received, comparing the total value With the trigger value, 
transmitting a priZe instruction signal to an output means if 
the total value has a predetermined relationship With the 
trigger value, Whereby the priZe instruction signal results in 
at least one game console issuing a priZe. 

[0096] It is preferred that the output means is connected to 
a display means Which indicates that a priZe has been Won 
by the at least one game console. 

[0097] The priZe instruction signal may be sent to the one 
game console. 

[0098] The display means may include a sign, an audio 
visual indication or some other method Which does not need 
to interact With the one game console. 

[0099] Preferably, the priZe instruction signal includes a 
priZe display signal and a game console signal for updating 
one or more of the game consoles. 

[0100] According to one embodiment it is preferred that 
the system includes a single game console operating on its 
oWn or a number of game consoles linked through a com 
munication netWork but each operating independently in 
accordance With the above method. 

[0101] It is preferred that the random trigger value is 
derived from a random variable having a non-uniform 
distribution. 

[0102] Preferably the method includes providing a plural 
ity of random trigger values With each trigger value being 
associated With a respective gaming console. 

[0103] According to one embodiment the method includes 
providing a plurality of random trigger values for a plurality 
of respective game consoles. 

[0104] Preferably the method includes providing a plural 
ity of count storage means for respectively receiving count 
data from respective game consoles and calculating a total 
value representing the total count data received respectively 
for each game console. 

[0105] Preferably the method includes providing a jackpot 
trigger device Which is adapted to transmit the priZe instruc 
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tion signal to the output means of any game console for 
Which the total count data received has a predetermined 
relationship With the trigger value for that game console. 

[0106] Preferably the method includes providing a jackpot 
priZe calculator for determining the priZe for any one of the 
game consoles if the total count data received and stored by 
the jackpot trigger device has the predetermined relationship 
With the trigger value for that game console. 

[0107] Preferably the non-uniform distribution is a geo 
metric distribution. 

[0108] Preferably the random variable is added to a pre 
determined o?fset value to produce the random trigger value. 

[0109] Preferably the offset value is calculated and stored 
in a memory location prior to addition to the random 
variable. 

[0110] The random variable may have a distribution Which 
is modi?ed by a function to generate a value With a geo 
metric distribution. 

[0111] Preferably the function includes an inverse geomet 
ric distribution. 

[0112] It is preferred that the priZe is determined indepen 
dently of the count data. 

[0113] Preferably the count data is collected synchro 
nously With game play on the gaming console. 

[0114] Alternatively count data is collected asynchro 
nously With game play on the gaming console. 

[0115] It is preferred that the comparing step is performed 
synchronously With playing the gaming console. 

[0116] Alternatively the comparison step is performed 
asynchronously With playing the gaming console. 

[0117] The comparing step may be performed synchro 
nously With receiving count data. 

[0118] Alternatively the comparing step may be per 
formed asynchronously With receiving count data. 

[0119] It is preferred that the predetermined relationship is 
that the total value is equal to the trigger value. 

[0120] Alternatively the predetermined relationship is that 
the total value is a multiple of the trigger value. 

[0121] Alternatively the predetermined relationship is that 
the total value is related to the trigger value through a 
mathematical relationship. 

[0122] According to another embodiment the predeter 
mined relationship is that the total value is greater than the 
trigger value. 

[0123] According to another embodiment the predeter 
mined relationship is that the total value has a sequence of 
count data Which matches the sequence of the trigger value. 
For example the trigger value could be one gaming console 
or a number of gaming consoles together producing a 
sequence of pay outs, symbols, or game plays such as three 
lines folloWed by ?ve lines, folloWed by one line if the 
gaming consoles are con?gured by manufacturers to output 
signals indicative of this. 

[0124] Preferably the count data represents one game 
played on one game console. 
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[0125] According to one embodiment the count data rep 
resents multiple games played on one game console. 

[0126] Alternatively the count data represents one event 
occurring on one game console. 

[0127] Alternatively the count data represents one event 
occurring on greater than one game console. 

[0128] Preferably parameters of the count data include any 
one of the above recited alternatives relating to count data. 

[0129] The parameters preferably include: 

[0130] a predetermined amount of money spent/gambled 
on a gaming console. 

[0131] a predetermined number of indicia arrangements 
on a gaming console; 

[0132] a predetermined combination of events on different 
gaming consoles; 

[0133] 
[0134] a predetermined turnover of one or more gaming 
consoles or predetermined function of turnover. 

each time a gaming console is played; 

[0135] Preferably the method includes the step of receiv 
ing count data from each gaming console in the gaming 
system. 

[0136] The method may include gaming consoles Which 
are electronic gaming machines, internet based gaming 
consoles visible on a computer screen, lotto type display 
screens, hardWare based, softWare based or any combination 
thereof. 

[0137] The method may also include loyalty systems and 
may therefore include transaction terminals such as those 
associated With EFTPOS or Visa. Every time a customer 
makes a transaction count data could be transmitted to a 
central console Whereby a person has a chance of Winning a 
jackpot in accordance With the invention broadly described 
above. 

[0138] The method may include providing a gaming sys 
tem With a plurality of gaming consoles linked in a netWork 
or through remote communication means such as the inter 
net. 

[0139] The gaming system may include a controller, a 
trigger value generator, a jackpot triggering means and a 
display means separate from each gaming console. 

[0140] Preferably the system includes a storage means for 
storing count data. 

[0141] The method may include providing an accumulator 
for totalling the count data stored in the storage means. 

[0142] The accumulator preferably is part of the storage 
means. 

[0143] The method may include providing a controller to 
provide the random trigger value. 

[0144] The method may include receiving count data each 
time one game console is played and storing the count data 
in a dedicated memory for the associated game console. 

[0145] Preferably the method includes calculating the trig 
ger value by adding a random value to an offset value. 
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[0146] It is preferred that the offset is only needed to 
achieve behaviour equivalent of that that Would be obtained 
if the count Was reset each time a neW trigger value Was 
picked from the random number generator. Thus, the trigger 
value may be derived according to anyone of the folloWing 
options: 

[0147] a. Adding the offset to the value obtained from 
the random number generator to obtain the trigger 
value; 

[0148] b. Calculating a derived count equal to the raW 
count minus the offset and compare the derived count 
to a trigger value obtained directly from the random 
number generator; and 

[0149] c. Resetting the count to Zero every time a neW 
trigger value is obtained directly from the random 
number source. 

[0150] The random value may be calculated based on a 
parameter indicative of the probability of a Win. 

[0151] The random value may be calculated to have a 
predetermined geometrical probability distribution. 

[0152] Preferably the method includes at a predetermined 
time (including occasion) providing a neW random trigger 
value. 

[0153] The method may include providing a neW random 
trigger value for one game console after a prize is issued to 
that game console. 

[0154] The method may include calculating a random 
value having one probability distribution and transforming 
the random value by a predetermined function to generate a 
random value With a different probability distribution. 

[0155] Preferably the function is an inverse distribution. 

[0156] Preferably the random value is not uniformly dis 
tributed. 

[0157] The random value may be generated from a pseudo 
random number generator. 

[0158] It is preferred that the trigger value is reset more 
frequently than once per output of the priZe instruction 
signal to the game controller. 

[0159] The offset value may be set at the current total 
value. 

[0160] The offset value and the random value may be 
selected and a trigger value reset Whenever a priZe instruc 
tion signal is sent to the game console. 

[0161] It is preferred that count data is reset to a prede 
termined number such as 0 after a priZe instruction signal is 
output. 

[0162] Preferably the random value is recalculated after a 
priZe instruction signal is output. 

[0163] Preferably the random value is recalculated after 
the priZe instruction signal is output Whereby the trigger 
value is greater than the total value. 

[0164] Preferably the predetermined priZe includes 
money, extra games on a game console, calculated start up 
amount plus a percentage of turnover from the game con 
sole. 
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[0165] Preferably the prize incorporates a percentage of 
turnover from one or more game consoles. 

[0166] Preferably the value of the prize awarded is deter 
mined as a start up amount plus a percentage of turnover 
from the game console. 

[0167] Preferably, the game console is an EGM. 

[0168] The value of the priZe aWarded may be determined 
by some additional game of chance offered to the player of 
the EGM When the priZe instruction signal is output. 

[0169] According to one embodiment of the invention the 
method is implemented in softWare running on a jackpot 
trigger device netWorked to one or more EGM’s. 

[0170] The method may be implemented in softWare run 
ning on a jackpot triggering device connected to or forming 
part of a single EGM. 

[0171] The priZe may be reset to a start up amount When 
the priZe instruction signal is output. 

[0172] According to another aspect of the present inven 
tion there is provided a controller for use in a gaming 
system, the controller comprising a generator for generating 
a random trigger value at predetermined times, a receiver for 
receiving count data, one game console, being data repre 
senting at least one parameter of the game console, a 
calculating means for calculating a total value representing 
the total count data received by the receiver, a comparator 
for comparing the total value With the trigger value and a 
processor for outputting a priZe signal to the one game 
console if the total value has a predetermined relationship 
With the trigger value. 

[0173] Preferably the trigger value generator is adapted to 
select a value of a random variable, calculate an offset value 
and add this to the random variable to produce the trigger 
value. 

[0174] Preferably the trigger value is determined indepen 
dent of turnover of the gaming system. 

[0175] Preferably the random variable has a minimum 
value of l. 

[0176] Preferably a master controller incorporates a plu 
rality of the controllers. 

[0177] According to another aspect of the present inven 
tion there is provided a gaming system comprising at least 
one game console, a trigger value generator for generating 
a trigger value, a priZe triggering means, and a controller 
Which is adapted to periodically receive count data from one 
game console, being data representing at least one parameter 
of each game console, store count data for each game 
console in a different memory location, calculate a total 
value representing the total count data received by the 
receiver for each game console and compare the total value 
for each game console With the trigger value and operate the 
priZe triggering means to transmit a priZe instruction signal 
to the gaming console Which has a total value having a 
predetermined relationship With the trigger value. 

[0178] Preferably the trigger value generator comprises a 
plurality of trigger values each associated With a respective 
one of the game consoles. 
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[0179] It is preferred that the gaming system includes one 
or more means for implementing one or more of the methods 

previously outlined. 

BRIEF DESCRIPTION OF THE DRAWINGS 

[0180] Preferred embodiments of the present invention 
Will noW be described by Way of example only With refer 
ence to the accompanying draWings in Which: 

[0181] FIG. 1 shoWs a schematic representation of a 
gaming system according to a preferred embodiment of a 
?rst aspect of the present invention; 

[0182] FIG. 2 shoWs the gaming system according to a 
second embodiment of the ?rst aspect of the present inven 
tion; and 

[0183] FIG. 3 shoWs a How diagram of the gaming system 
according to the preferred embodiment of the ?rst aspect of 
the present invention. 

[0184] FIG. 4 shoWs a schematic representation of a 
gaming system according to a preferred embodiment of a 
second aspect of the present invention; 

[0185] FIG. 5 shoWs the gaming system according to a 
second embodiment of the second aspect of the present 
invention; and 

[0186] FIG. 6 shoWs a How chart for the gaming system 
in accordance With the preferred embodiment of the second 
aspect of the present invention. 

DETAILED DESCRIPTION OF PREFERRED 
EMBODIMENTS 

[0187] FIG. 1 shoWs a gaming system 10 having three 
EGMs 11, 12, 13 Which are linked to a gaming system 
controller 14. This gaming system controller 14 consists of 
a site controller device 15, a jackpot trigger device 16 and 
a jackpot priZe calculator 17. 

[0188] An overhead display 18 is also provided above 
each of the EGMs 11, 12, 13. 

[0189] In operation the site controller 15 receives meter 
information from each of the EGMs over a communications 
netWork such as that utilising ?bre optics, ethemet or 
RS485. In this embodiment the meter information includes 
a meter representing the cumulative turnover of the gaming 
machine since it Was commissioned. 

[0190] The site controller monitors and stores the latest 
value of the EGM meters and in particular the turnover 
meter. 

[0191] The site controller sends the latest turnover meter 
value for each EGM to the jackpot trigger device 16. 

[0192] An accumulator located in the jackpot trigger 
device stores a turnover meter value for each EGM. 

[0193] In addition the jackpot trigger device calculates a 
total accumulated value representing total meter turnover 
value for all of the EGM’s 11, 12, 13. 

[0194] Each time any one of the meter values is incre 
mented, the site controller passes on this incremental change 
to the jackpot trigger device Which in turn recalculates the 
total accumulated value. In addition total meter values are 
stored for each EGM, being a meter value to date. Thus the 
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jackpot trigger device records the total turnover value of the 
gaming system at any particular instant as Well as the total 
turnover value for each machine at any instant. 

[0195] The jackpot trigger device also stores a jackpot 
trigger value Which it calculates. 

[0196] A comparator in the jackpot trigger device com 
pares the current total accumulated value With the trigger 
value and if the total has reached or exceeded the trigger 
value the jackpot trigger device outputs a jackpot Win signal 
to the EGM from the Which the last incremented count value 
Was received by the site controller and Which resulted in the 
total accumulated value equaling or exceeding the trigger 
value. 

[0197] In one situation the jackpot Win Would be aWarded 
by the jackpot trigger device When the total accumulated 
value Was equal to the trigger value. However, in some 
circumstances the total accumulated value Would have to 
exceed the trigger value in order for the jackpot trigger 
device to aWard a jackpot Win. 

[0198] When the jackpot trigger device outputs a jackpot 
Win signal this is transmitted to the Winning EGM as Well as 
to the overhead display device 18. This results in an appro 
priate display on both the Winning EGM and the overhead 
display for the purposes of indicating the jackpot Win. 

[0199] The jackpot trigger value is calculated in a random 
selection process. 

[0200] Typically the jackpot priZe calculator obtains a 
random value from a random number generator based on an 
appropriate probability distribution. For the purposes of this 
embodiment a uniform distribution is used. The result is then 
modi?ed by an inverse distribution function to give the 
desired geometric distribution. 

[0201] According to the preferred embodiment the ran 
dom number generator folloWs a geometric distribution 
model. Thus if the random generator has a discreet ransom 
variable X to folloW a geometric distribution With a prob 
ability parameter P betWeen 0 and 1, the trials must meet the 
folloWing requirements: 

[0202] 
[0203] b. There are just tWo outcomes of each trial success 
and failure; 

[0204] c. The outcomes of all the trials are statistically 
independent; and 

[0205] d. All the trials have the same probability of 
success. 

[0206] In this embodiment the geometric distribution has 
the desirable property that the resulting probability of a Win 
per unit of turnover is constant. In probability terms each 
unit of turnover is considered a trial and hence P is set to the 
desired probability of Win per unit of turnover. The result 
from the random number generator is added to a turnover 
offset value to give the jackpot trigger value. 

a. The total number of trials is potentially in?nite; 

[0207] As shoWn in FIG. 3 the system may incorporate 
softWare and/or hardWare Which controls operation of each 
of the EGM’s and issuing of a jackpot priZe. Initially at 
system start up in step 25, the total turnover for the system 
is set to Zero in step 26. In step 27 and in step 28 the site 
controller polls each EGM to receive the latest turnover 
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value of each EGM’s turnover meter. The value for each 
EGM turnover meter is then added to a total turnover meter 
located in the jackpot trigger device. 

[0208] The jackpot trigger device in step 29 calculates a 
random value Which is based on the value from a random 
source transferred to have a geometric distribution. The 
trigger value is then calculated in step 30 by adding the 
random value to the total turnover value as received from the 
total turnover meter. 

[0209] Once the turnover meter values have been received 
from each EGM the total turnover meter of the jackpot 
trigger device has been fully updated and in step 31 updating 
of this meter is completed. In step 32 if there is a change in 
the meter value of any EGM this is passed onto the site 
controller Which in step 33 sets a neW turnover value for the 
total turnover meter. 

[0210] In a typical polling method of ascertaining the 
meter value for each EGM, in step, 34 if polling results in 
the previous turnover for an EGM equaling the neW tum 
over, then the total turnover meter updating is complete. If 
hoWever the previous turnover does not equal the neW 
turnover then the neW value for the total turnover meter is set 
to a total turnover value currently stored minus the previous 
turnover for the EGM plus the neW turnover in step 35. This 
means that if there has been an incremental increase in the 
turnover meter this is added to the total turnover value. 

[0211] In step 36 the total turnover value is then compared 
to the trigger value and if it does not exceed the trigger value 
then updating is complete, hoWever if the total turnover 
value is greater than or equal to the trigger value then a 
signal is transmitted from the jackpot trigger device to the 
Winning EGM enabling a jackpot Win to be displayed in step 
37. This results in resetting of the trigger value by recalcu 
lation of the random value as previously described in 
relation to steps 29 and 30. 

[0212] Because the trigger value is randomly selected it is 
theoretically possible for any person playing one of the 
EGMs 11, 12, 13 to Win a jackpot at any time regardless of 
the amount of turnover generated by the EGMs. HoWever 
because knoWledge of the trigger value alloWs prediction of 
When the next Win Will occur it is important that this trigger 
value remains secret. 

[0213] If there is a security risk and at a particular time 
someone is able to Work out the trigger value, one option is 
to periodically change the trigger value so that the security 
breach Would have to occur consistently to knoW Whether 
the trigger value had changed. 

[0214] Whenever the jackpot trigger device aWards a 
jackpot by sending an appropriate signals to the EGMs, the 
trigger value is reset and the jackpot trigger device and the 
jackpot priZe calculator calculates a neW trigger value and 
sends this to the jackpot trigger device. 

[0215] In FIG. 2 a gaming system is shoWn consisting of 
separate groups of gaming machines in different locations. 
Thus one group of gaming machines 20 may be located at 
one premises and one group of gaming machines may be 
located at a different premises. 

[0216] Each group of gaming machines Would have a site 
controller and jackpot trigger device 22, 23 and Would be 
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linked through a communication system to a central con 
troller 24 Which is able to provide the trigger value. 

[0217] The same or di?ferent trigger values may be sent to 
each group of EGMs at the different premises. 

[0218] Alternatively a central jackpot trigger device may 
be located at the central control station 24 so that each group 
of gaming machines may be linked together to alloW a larger 
jackpot priZe to be aWarded. This set up Would have the 
advantage of increased security as trigger value setting and 
comparison With total accumulated turnover value Would be 
calculated oif site. 

[0219] In this embodiment the local jackpot trigger device 
Would have the main function of issuing the jackpot signal 
to the appropriate machine(s). The preferred embodiment 
has been described for a gaming system incorporating a 
number of gaming machines. HoWever, the invention is 
equally applicable to a single gaming machine and hoW it 
o?‘ers a jackpot priZe. Thus FIG. 1 Would be modi?ed to 
shoW a single EGM With the remaining components the 
same. Therefore the site controller Would simply receive 
metering information regarding the number of times the 
EGM is played and this Would be sent to the jackpot trigger 
device. When the total accumulated value equaled or 
exceeded the trigger value, a jackpot Would be aWarded to 
the EGM. 

[0220] Generally a jackpot triggering device Will be net 
Worked to multiple EGMs. HoWever in the netWorking 
example of FIG. 2 multiple jackpot triggering devices may 
be netWorked to a single jackpot priZe calculator device. 

[0221] The jackpot priZe calculator can be omitted if the 
priZe amount is ?xed. 

[0222] For a so-called progressive jackpot, the jackpot 
priZe calculator device calculates the priZe value from a start 
up amount and a percentage of the amount bet on partici 
pating EGMs. If there is only a single jackpot triggering 
device it may be combined With the jackpot priZe calculator 
device to form a self-contained jackpot controller. 

[0223] Where the gaming system includes a monitoring 
device for a site or group of machines, this site controller 
device and the jackpot trigger device may also advanta 
geously be combined as a single unit. The system may also 
incorporate the feature of separate in machine displays to 
provide additional capabilities including a feature game, the 
outcome of Which determines the priZe aWarded to the 
Winning player. 
[0224] It is preferred that the preferred embodiment of the 
present invention has at least one of the folloWing advan 
tages: 

[0225] 
[0226] ii. The jackpot does not have to be triggered oif the 
combined count from a number of EGMs. Instead a subset 
of the combined EGMs is able to independently trigger the 
jackpot Win. 

i. The jackpot priZe/display may be ?xed value. 

[0227] iii. The rate or time at Which the count is updated 
need not have any impact on the Win statistics and need not 
be the same for each EGM. This Would be of particular 
advantage When using a jackpot triggering device Which 
communicates With the actual gaming machines over a 
netWork. 
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[0228] iv. The statistical properties of the system can be 
tailored to meet market regulatory or other requirements. In 
particular a non-deterministic jackpot o?‘ering a constant 
probability of Win per unit bet can be implemented using this 
apparatus. 

[0229] v. Other novel Win distributions can be generated 
using the same system. For example, a distribution With a 
high probability of Win around its mean value and a very loW 
probability of Win for loW and high values Would reduce the 
variance in the Win amount for a progressive jackpot, and in 
the frequency of Wins, reducing the risk of either frequent or 
high valued Wins to the jackpot operator. Conversely, a 
distribution With a high probability of Win for small and 
large values, Would give additional player excitement due to 
its tendency to have periods of frequent Wins interspersed 
With the progressive priZe reaching a high value. 

[0230] vi. In contrast to other non-deterministic jackpot 
triggering methods the Win decision can be made instanta 
neously. The Win decision does not inherently lag behind 
turnover as it does in systems using a time WindoW, Which 
must use a very short time WindoW, increasing computation 
of load, and/or having additional complexity to deal With 
“deferred” or “pending” Wins or otherWise prevent “Walk 
aWay”. 

[0231] vii. Timing precision is not required to obtain 
correct Win probability. 

[0232] Based on the above it is apparent that changes and 
modi?cations may be made to each of the embodiments 
described. In particular the particular parameters of an EGM 
or group of EGMs that is recorded/received by the site 
controller and transferred to the jackpot triggering device 
can be quite varied. Therefore a cumulative turnover value 
may be recorded and compared With a trigger value or count 
values indicative of the number of times one or more of the 
EGMs is played. Furthermore, the parameters of the EGMs 
Which can be monitored include those relating to the 
arrangement of symbols appearing in the display as Well as 
predetermined sequences of events such as minor priZes 
being issued. 

[0233] FIG. 4 shoWs a gaming system 110 having three 
EGMs 111, 112, 113 Which are linked to a gaming system 
controller 114. This gaming system controller 114 consists 
of a site controller device 115, a jackpot trigger device 116 
and a jackpot priZe calculator 117. 

[0234] An overhead display 118 is also provided above 
each of the EGMs 111, 112, 113. 

[0235] In operation the site controller 115 receives meter 
information from each of the EGMs over a communications 
netWork such as that utilising ?bre optics, ethemet or 
RS485. In this embodiment the meter information includes 
a meter representing the cumulative turnover of the gaming 
machine since it Was commissioned. 

[0236] The site controller monitors and stores the latest 
value of the EGM meters and in particular the turnover 
meter. 

[0237] The site controller sends the latest turnover meter 
value for each EGM to the jackpot trigger device 116. 

[0238] An accumulator located in the jackpot trigger 
device stores a turnover meter value for each EGM. 
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[0239] Each time any one of the meter values is incre 
mented total meter values are stored for each EGM, being a 
meter value to date. Thus the jackpot trigger device records 
the total turnover value for each machine at any instant. 

[0240] The jackpot trigger device also stores a jackpot 
trigger value Which it calculates. 

[0241] A comparator in the jackpot trigger device com 
pares the current total meter value for each EGM With the 
trigger value and if the total has reached or exceeded the 
trigger value the jackpot trigger device outputs a jackpot Win 
signal to the EGM from the Which the last incremented count 
value Was received by the site controller and Which resulted 
in the total meter value equalling or exceeding the trigger 
value. 

[0242] In one situation the jackpot Win Would be aWarded 
by the jackpot trigger device When the total meter value Was 
equal to the trigger value. HoWever, in some circumstances 
the total meter value Would have to exceed the trigger value 
in order for the jackpot trigger device to aWard a jackpot 
Win. 

[0243] When the jackpot trigger device outputs a jackpot 
Win signal this is transmitted to the Winning EGM as Well as 
to the overhead display device 118. This results in an 
appropriate display on both the Winning EGM and the 
overhead display for the purposes of indicating the jackpot 
Win. 

[0244] The jackpot trigger value is calculated in a random 
selection process. 

[0245] The trigger value for an EGM is calculated by the 
jackpot trigger device. 

[0246] The jackpot trigger device receives from the site 
controller the latest value of the EGMs turnover meter as the 
turnover offset value. The jackpot trigger device then obtains 
a random value from an appropriate distribution. Typically 
a random number generator With a uniform distribution is 
used and the result is modi?ed by an inverse distribution 
function to give the desired distribution. While any distri 
bution may be used the geometric distribution has the 
desirable property that the resulting probability of Win per 
unit of turnover is constant. 

[0247] According to the preferred embodiment the ran 
dom number generator folloWs a geometric distribution 
model. 

[0248] Thus if the random generator has a discrete random 
variable X, to folloW a geometric distribution With a prob 
ability parameter P betWeen 0 and 1, the trials must meet the 
folloWing requirements: 

[0249] a. The total number of trials is potentially in?nite; 

[0250] b. There are just tWo outcomes of each trial success 
and failure; 

[0251] c. The outcomes of all the trials are statistically 
independent; and 

[0252] d. All the trials have the same probability of 
success. 

[0253] In probability terms each unit of turnover is con 
sidered a trial and hence P is set to the desired probability of 
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Win per unit of turnover. The result from the random number 
generator is added to a turnover offset value to give the 
jackpot trigger value. 

[0254] As shoWn in FIG. 4 for each EGM in the gaming 
system, after system start up shoWn as item 125, for each 
EGM in step 126, the random value is calculated in step 27 
and the trigger value is calculated from the received random 
value and the current turnover value of the EGM in step 128. 

[0255] Startup processing is complete When the trigger 
values have been calculated for all EGMs and processing 
exits via step 129. Then, When an EGM turnover update 
message is received from an EGM in step 130 the neW value 
of turnover for the EGM is extracted from the message in 
step 131. 

[0256] In step 132 this turnover value is compared With 
the trigger value. If the turnover value is not greater than the 
trigger value no jackpot signal is issued Whereas if the 
turnover value is greater than or equal to the trigger value the 
jackpot trigger device issues the Win signal to the Winning 
EGM in step 133 and in step 133 calculates a neW trigger 
value based on a neW random value and the old trigger value 
of the EGM in step 134. 

[0257] Typically the How chart is implemented using 
softWare by the combined site controller jackpot triggering 
device and jackpot priZe calculator. The site controller 
continually poles each EGM for latest meter data and the 
jackpot trigger device stores total turnover/meter values for 
each EGM in the manner previously described. 

[0258] In the above system separate trigger values are 
calculated for each EGM so that each EGM is played to 
reach a target turnover value Which is greater than or equal 
to a different trigger value. 

[0259] Because the trigger value is randomly selected it is 
theoretically possible for any person playing one of the 
EGMs 111, 112, 113 to Win a jackpot at any time regardless 
of the amount of turnover generated by the EGMs. HoWever 
because knoWledge of the trigger value alloWs prediction of 
When the next Win Will occur it is important that this trigger 
value remains secret. 

[0260] If there is a security risk and at a particular time 
some one is able to Work out the trigger value one option is 
to periodically change the trigger value so that the security 
breach Would have to occur consistently to knoW Whether 
the trigger value had changed. 

[0261] Whenever the jackpot trigger device aWards a 
jackpot by sending an appropriate signals to the EGMS, the 
trigger value is reset and the jackpot trigger device and the 
jackpot prize calculator calculates a neW trigger value and 
sends this to the jackpot trigger device. 

[0262] In FIG. 5 a gaming system is shoWn consisting of 
separate groups of gaming machines in different locations. 
Thus one group of gaming machines 120 may be located at 
one premises and one group of gaming machines may be 
located at a different premises. 

[0263] Each group of gaming machines Would have a site 
controller and jackpot trigger device 122, 123 and Would be 
linked through a communication system to a central con 
troller 124 Which is able to provide the trigger value. 
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[0264] The same or di?ferent trigger values may be sent to 
each group of EGMs at the different premises. 

[0265] Suitable encryption/ decryption methods can be uti 
lised in order to provide security for the trigger value. In this 
embodiment each group of gaming machines could have 
appropriate decryption/encryption capabilities to identify 
the actual trigger value transmitted from the central control 
ler 124. 

[0266] Alternatively a central jackpot trigger device may 
be located at the central control station 124 so that each 
group of gaming machines may be linked together to alloW 
a larger jackpot priZe to be aWarded. This set up Would have 
the advantage of increased security as trigger value setting 
and comparison With total accumulated turnover value 
Would be calculated olf site. 

[0267] In this embodiment the local jackpot trigger device 
Would have the main function of issuing the jackpot signal 
to the appropriate machine(s). The preferred embodiment 
has been described for a gaming system incorporating a 
number of gaming machines. HoWever, the invention is 
equally applicable to a single gaming machine and hoW it 
o?‘ers a jackpot priZe. Thus FIG. 4 Would be modi?ed to 
shoW a single EGM With the remaining components the 
same. Therefore the site controller Would simply receive 
metering information regarding the number of times the 
EGM is played and this Would be sent to the jackpot trigger 
device. When the total accumulated value equalled or 
exceeded the trigger value, a jackpot Would be awarded to 
the EGM. 

[0268] Generally a jackpot triggering device Will be net 
Worked to multiple EGMs. HoWever in the netWorking 
example of FIG. 5 multiple jackpot triggering devices may 
be netWorked to a single jackpot priZe calculator device. 

[0269] The jackpot priZe calculator can be omitted if the 
priZe amount is ?xed. 

[0270] For a so-called progressive jackpot, the jackpot 
priZe calculator device calculates the priZe value from a start 
up amount and a percentage of the amount bet on partici 
pating EGMs. If there is only a single jackpot triggering 
device it may be combined With the jackpot priZe calculator 
device to form a self-contained jackpot controller. 

[0271] Where the gaming system includes a monitoring 
device for a site or group of machines, this site controller 
device and the jackpot trigger device may also advanta 
geously be combined as a single unit. The system may also 
incorporate the feature of separate in machine displays to 
provide additional capabilities including a feature game, the 
outcome of Which determines the priZe aWarded to the 
Winning player. 

[0272] It is preferred that the trigger value for an embodi 
ment incorporating a single EGM is calculated by utilising 
the jackpot trigger device to use the latest value of the EGMs 
turnover meter as received from the site controller as the 
turnover o?‘set value. The jackpot trigger device then obtains 
a random value from an appropriate distribution. The pro 
cedure is then similar to that previously described for 
multiple EGMs. 

[0273] It is preferred that the preferred embodiment of the 
present invention has at least one of the folloWing advan 
tages: 
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[0274] 
[0275] ii. The jackpot does not have to be triggered olf the 
combined count from a number of EGMs. Instead each 
EGM is able to independently trigger the jackpot Win. 

i. The jackpot priZe/display may be ?xed value. 

[0276] iii. The rate or time at Which the count is updated 
need not have any impact on the Win statistics and need not 
be the same for each EGM. This Would be of particular 
advantage When using a jackpot triggering device Which 
communicates With the actual gaming machines over a 
netWork. 

[0277] iv. The statistical properties of the system can be 
tailored to meet market regulatory or other requirements. In 
particular a non-deterministic jackpot o?‘ering a constant 
probability of Win per unit bet can be implemented using this 
apparatus. 

[0278] v. Other novel Win distributions can be generated 
using the same system. The system Would alloW the condi 
tions under Which the starting point of the distribution (i.e. 
the o?‘set or base value to Which the random value is added) 
to be recalculated and a neW random value selected to be 
chosen according to the desired behaviour of the individual 
jackpot as Well as alloWing the distribution of Wins from that 
point to be chosen. In the embodiment Where there is a 
uniform probability of Win per cent bet, the frequency and 
conditions under Which this reselection occurs Would make 
no difference to the behaviour of the jackpot. In other 
embodiments Where the distribution is not uniform, chang 
ing from a system Where the selection occurs Whenever any 
EGM Wins the jackpot to a system Where the selection 
occurs only When the individual EGM Wins the jackpot, 
gives quite different behaviour. With the former embodiment 
turnover counting can be avoided. 

[0279] vi. In contrast to other non-deterministic jackpot 
triggering methods the Win decision can be made instanta 
neously. The Win decision does not inherently lag behind 
turnover as it does in systems using a time WindoW, Which 
must use a very short time WindoW, increasing computation 
of load, and/or having additional complexity to deal With 
“deferred” or “pending” Wins or otherWise prevent “Walk 
aWay”. 

[0280] vii. Timing precision is not required to obtain 
correct Win probability. 

[0281] Based on the above it is apparent that changes and 
modi?cations may be made to each of the embodiments 
described. In particular the particular parameters of an EGM 
or group of EGMs that is recorded/received by the site 
controller and transferred to the jackpot triggering device 
can be quite varied. 

1-96. (canceled) 
97. A method of aWarding a priZe in a gaming system 

including a plurality of game consoles comprising: 

providing a trigger value derived from a random variable 
having a non-uniform distribution; 

periodically receiving count data from each game con 
sole, the count data representing at least one parameter 
of a game console; 

calculating a total value representing the total count data 
received; 
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comparing the total value With the trigger value; and 

transmitting a prize instruction signal to an output means 
if the total value has a predetermined relationship With 
the trigger value, Whereby the prize instruction signal 
results in at least one game console issuing a prize. 

98. The method as claimed in claim 97 Wherein the 
non-uniform distribution is a geometric distribution. 

99. The method as claimed in claim 97 Wherein the prize 
instruction signal is output from the output means to at least 
one game console. 100. The method as claimed in claim 97 
Wherein the prize instruction signal includes a prize display 
signal and a game console signal for updating one or more 
of the game consoles. 

100. The method as claimed in claim 97 Wherein the 
output means is connected to a display means Which indi 
cates that a prize has been Won by the at least one game 
console. 

101. The method as claimed in claim 97 Wherein the 
random variable is added to a predetermined offset value to 
produce the trigger value. 

102. The method as claimed in claim 101 Wherein the 
offset value is calculated and stored in a memory location 
prior to addition to the random variable. 

103. The method as claimed in claim 102 Wherein the 
random variable has a distribution Which is modi?ed by a 
function to generate a value With a geometric distribution. 

104. The method as claimed in claim 103 Wherein the 
function includes an inverse geometric distribution. 

105. The method as claimed in claim 97 Wherein the prize 
is determined independently of the count data. 

106. The method as claimed in claim 97 Wherein the prize 
instruction signal is output to the gaming console from 
Which count data Was received Which resulted in the total 
value having the predetermined relationship With the trigger 
value. 

107. The method as claimed in claim 97 Wherein count 
data is collected synchronously With game play on each 
gaming console. 

108. The method as claimed in claim 97 Wherein count 
data is collected asynchronously With game play on at least 
one gaming console. 

109. The method as claimed in claim 97 Wherein the 
predetermined relationship is that the total value is equal to 
or greater than the trigger value. 

110. The method as claimed in claim 97 Wherein the 
predetermined relationship is that the total value is related to 
the trigger value through a mathematical relationship. 

111. The method as claimed in claim 97 Wherein the count 
data represents one game played on one game console. 

112. The method as claimed in claim 97 Wherein the count 
data includes one or more of the folloWing parameters: 

a predetermined amount of money spent on a gaming 

console; 

a predetermined number of indicia arrangements on a 
gaming console; 

a predetermined combination of events on different gam 
ing consoles, each time a gaming console is played; 

a predetermined turnover of gaming consoles; 

a predetermined function of turnover, one event occurring 
on one or more game consoles. 
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113. The method as claimed in claim 97 including a 
loyalty system including transaction terminals Whereby 
every time a customer makes a transaction count data is 

transmitted to a central console Whereby a person has a 
chance of Winning a jackpot. 

114. The method as claimed in claim 97 including a 
controller, a trigger value generator, a jackpot triggering 
means and a display means separate from each gaming 
console. 

115. The method as claimed in claim 114 Wherein the 
system includes a storage means for storing count data. 

116. The method as claimed in claim 115 including the 
step of providing an accumulator for totaling the count data 
stored in the storage means. 

117. The method as claimed in claim 116 Wherein the 
controller provides the random trigger value. 

118. The method as claimed in claim 97 including the step 
of providing a neW random trigger value at a predetermined 
time interval. 

119. The method as claimed in claim 97, Wherein a neW 
random trigger value is provided after at least one game 
controller issues a prize. 

120. The method as claimed in claim 97 including the step 
of calculating a random value having one probability dis 
tribution and transforming the random value by a predeter 
mined function to generate a random value With a different 
probability distribution. 

121. A controller for use in a gaming system, the con 
troller comprising: 

a trigger value derived from a random variable having a 
non-uniform distribution; 

a generator for generating a random trigger value at 
predetermined times; 

a receiver for receiving count data from each game 
console, the count data representing at least one param 
eter of a game console; 

a calculating means for calculating a total value repre 
senting the total count data received by the receiver; 

a comparator for comparing the total value With the 
trigger value; and 

a processor for outputting a prize signal to at least one 
game console if the total value has a predetermined 
relationship With the trigger value. 

122. The controller as claimed in claim 121 Wherein the 
processor is adapted to output a prize signal to the game 
console from Which count data Was received Which resulted 
in the total value having the predetermined relationship With 
a trigger value. 

123. The controller as claimed in claim 121 Wherein the 
trigger value generator is adapted to periodically select a 
value of the random variable, calculate an offset value and 
add this to the random variable to produce the trigger value. 

124. The controller as claimed in claim 123 Wherein the 
trigger value is determined independently of turnover of the 
gaming system. 

125. The controller as claimed in claim 124 Wherein the 
random variable has a minimum value of 1. 



US 2006/0258424 A1 

126. A gaming system comprising: 

a plurality of game consoles; 

a trigger value generator for generating a trigger value 
derived from a random variable having a non-uniform 

distribution; 
a priZe triggering means; and 

a controller Which is adapted to periodically receive count 
data from each game console, the count data represent 
ing at least one parameter of a game console, calculate 
a total value representing the total count data received 
by the controller and compare the total value With the 
trigger value and operate the priZe triggering means to 
transmit a priZe instruction signal to at least one game 
console if the total value has a predetermined relation 
ship With the trigger value. 

127. The gaming system as claimed in claim 126 Wherein 
the controller is adapted to operate the priZe trigger means 
to transmit the priZe instruction signal to one of the game 
consoles from Which count data Was received Which resulted 
in the total value having the predetermined relationship With 
the trigger value. 

128. The gaming system as claimed in claim 127 Wherein 
the non-uniform distribution is a geometric distribution. 

129. The method as claimed in claim 128 Wherein the 
random variable is added to a predetermined offset value to 
produce the trigger value. 

130. A method of aWarding a priZe in a gaming system 
including at least one game console comprising: 

providing a random trigger value derived from a random 
variable having a non-uniform distribution; 

periodically receiving count data from one game console, 
the count data representing at least one parameter of the 
game console; 

calculating a total value representing the total count data 
received; 

comparing the total value With the trigger value; and 

transmitting a priZe instruction signal to an output means 
if the total value has a predetermined relationship With 
the trigger value, Whereby the priZe instruction signal 
results in at least one game console issuing a priZe. 

131. The method as claimed in claim 130 Wherein the 
priZe instruction signal is transmitted independent of count 
data received during an elapsed period. 

132. The method as claimed in claim 130 Wherein the 
gaming system includes a plurality of game consoles. 

133. The method as claimed in claim 132 including an 
accumulator means for accumulating count data separately 
for each game console. 

134. The method as claimed in claim 133 including a 
totaliZer operable to calculate a total value representing the 
total count data stored in the accumulator for each game 
console. 

135. The method as claimed in claim 134 Wherein each 
total value calculated by the totaliZer is compared With the 
trigger value and a priZe instruction signal is transmitted to 
the output means if any one or more of the total values has 
a predetermined relationship With a trigger value. 

136. The method as claimed in claim 130 Wherein the 
predetermined relationship With a trigger value includes one 
or more of: 
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the total value is equal to the trigger value; 

the total value is greater than the trigger value; and 

the total value is a multiple of the trigger value, Wherein 
the total value is related to the trigger value through a 
mathematical relationship. 

137. The method as claimed in claim 130 Wherein the 
count data is indicative of the amount Wagered on one game 
console. 

138. The method as claimed in claim 130 Wherein count 
data is received from the at least one game console each time 
an amount is Wagered on the at least one game console. 

139. The method as claimed in claim 138 Wherein the total 
value is recalculated each time count data is received from 
the at least one game console. 

140. The method as claimed in claim 130 Wherein the 
output means is connected to a display means Which indi 
cates that a priZe has been Won by the at least one game 
console. 

141. The method as claimed in claim 140 Wherein the 
display means includes a visual display separate from the at 
least one game console. 

142. The method as claimed in claim 130 including the 
step of providing a plurality of random trigger values With 
each trigger value being associated With a respective gaming 
console. 

143. The method as claimed in claim 131 Wherein the 
non-uniform distribution is a geometric distribution. 

144. The method as claimed in claim 132 Wherein the 
random variable is added to a predetermined offset value to 
produce the random trigger value. 

145. The method as claimed in claim 144 Wherein the 
offset value is calculated and stored in a memory location 
prior to addition to the random variable. 

146. The method as claimed in claim 131 Wherein the 
random variable has a distribution Which is modi?ed by a 
function to generate a value With a geometric distribution. 

147. The method as claimed in claim 146 Wherein the 
function includes an inverse geometric distribution. 

148. The method as claimed in claim 130 Wherein the 
value of the priZe is determined independently of the count 
data. 

149. The method as claimed in claim 148 Wherein the 
value of the priZe is determined independently of turnover 
occurring Within a predetermined period of time. 

150. The method as claimed in claim 148 Wherein the 
count data is collected synchronously With game play on 
each game console. 

151. The method as claimed in claim 130 Wherein the 
comparing step is performed synchronously With playing the 
gaming console. 

152. The method as claimed in claim 130 Wherein the 
comparing step is performed asynchronously With playing 
the gaming console. 

153. The method as claimed in claim 130 Wherein the 
comparing step is performed synchronously With receiving 
count data. 

154. The method as claimed in claim 131 Wherein the 
comparing step is performed asynchronously With receiving 
count data. 

155. The method as claimed in claim 132 Wherein the 
count data represents data selected from the list consisting 
of: 
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one game played on one game console; 

multiple games played on one game console; and 

one event occurring on one game console. 
156. The method as claimed in claim 132 Wherein the 

count data comprises at least one of the folloWing: 

a predetermined amount Wagered on a gaming console; 

a predetermined number of indicia arrangements on a 
gaming console; 

a predetermined combination of events on different gam 

ing consoles; 
a predetermined turnover of one or more gaming con 

soles; or a predetermined function of turnover. 
157. The method as claimed in claim 130 including the 

step of providing a neW random trigger value at a predeter 
mined time. 

158. The method as claimed in claim 157 Wherein the neW 
random trigger value is provided for one game console after 
a prize is issued to that game console. 

159. The method as claimed in claim 130 including 
calculating a random value having one probability distribu 
tion and transforming the random value by a predetermined 
function to generate a random value With a different prob 
ability distribution. 

160. The method as claimed in claim 159 Wherein the 
random value is generated by a pseudo random number 
generator. 

161. The method as claimed in claim 130 Wherein the 
trigger value is reset more frequently than once per output of 
the priZe instruction signal. 

162. The method as claimed in claim 144 Wherein the 
offset value is set to the current total value. 

163. The method as claimed in claim 162 Wherein the 
offset value and the random value are selected and a trigger 
value reset Whenever a priZe instruction signal is sent to the 
game console. 

164. The method as claimed in claim 130 Wherein the 
count data is reset to a predetermined number after a priZe 
instruction signal is output. 

165. The method as claimed in claim 164 Wherein the 
random value is recalculated after the priZe instruction 
signal is output Whereby the trigger value is greater than or 
equal to the total value. 

166. A controller for use in a gaming system, the con 
troller comprising: 

a generator for generating a random trigger value at 
predetermined times, the trigger value derived from a 
random variable having non-uniform distribution; 

a receiver for receiving count data from one game con 
sole, the count data representing at least one parameter 
of the game console; 

calculating means for calculating a total value repre 
senting the total count data received by the receiver; 

comparator for comparing the total value With the 
trigger value; and 

a processor for outputting a priZe signal to the one game 
console if the total value has a predetermined relation 
ship With the trigger value. 

167. The controller as claimed in claim 166 Wherein the 
generator is adapted to select a value for the random 
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variable, calculate an offset value and add this to the random 
value to produce the random trigger value. 

168. The controller as claimed in claim 167 Wherein the 
trigger value is determined independent of turnover of the 
gaming system. 

169. The controller as claimed in claim 163 Wherein the 
random variable value has a minimum value of one. 

170. The controller as claimed in claim 167 Wherein the 
receiver is adapted to receive count data from a plurality of 
game consoles and store the count data in separate memory 
locations associated With each game console and the calcu 
lating means includes an accumulator for calculating a total 
value for each game console and the comparator is adapted 
to compare the total value for each game console With the 
trigger value. 

171. The controller as claimed in claim 166 Wherein a 
priZe signal is output from the processor to the one game 
console if the total value is equal to or greater than the 
trigger value. 

172. The controller as claimed in claim 167 Wherein the 
count data includes any one of the group of: 

a predetermined amount Wagered on a gaming console; 

a predetermined number of indicia arrangements on a 
gaming console; 

a predetermined combination of events on different gam 
ing consoles; 

a predetermined turnover of one or more gaming con 

soles; and 

a predetermined function of turnover. 
173. The controller as claimed in claim 167 Which is 

con?gured to be located remotely from each game console. 
174. A gaming system comprising: 

at least one game console; 

a trigger value generator for generating a trigger value; 

a priZe triggering means; and 

a controller Which is adapted to: 

periodically receive count data from one game console, 
the count data representing at least one parameter of 
each game console; 

store count data for each game console in a different 
memory location; 

calculate a total value representing the total count data 
received by the controller for each game console; and 

compare the total value for each game console With the 
trigger value and operate the priZe triggering means to 
transmit a priZe instruction signal to the gaming con 
sole Which has a total value having a predetermined 
relationship With the trigger value. 

175. The gaming system as claimed in claim 174 Wherein 
the trigger value generator comprises a plurality of trigger 
values each associated With a respective one of the game 
consoles. 

176. The gaming system as claimed in claim 175 Wherein 
the trigger value is determined independently of count data 
received over a predetermined period of time. 

177. The gaming system as claimed in claim 175 Wherein 
the trigger value is derived from a random variable Which is 
added to an offset value. 




