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(57) ABSTRACT 

In an exemplary embodiment, an online gaming server uses 
a pari-mutuel betting format to generate periodic gaming 
events over a network for players at a variety of locations 
using a simple browser interface that supports devices used 
by players, such as personal computers, pocket PCs, Per 
sonal Digital Assistants, mobile telephones that have Inter 
net access, Palm® computers, and Blackberry® devices. 
After the outcome of a game is determined such as by 
random selection in the server, the outcome is broadcast 
from the server to each player device participating in the 
game. Depending on the outcome and device capabilities, 
the player’s device may then select a clip simulating a race 
or other game on which the player wagered, and display that 
clip for the player. 
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SYSTEM, METHOD, AND COMPUTER PROGRAM 
PRODUCT FOR NETWORKED PARI-MUTUEL 

GAMING 

[0001] This application claims the bene?t of US. Provi 
sional Patent Application Ser. No. 60/ 679,236 ?led May 10, 
2005, Which is incorporated herein by reference in its 
entirety. 

BACKGROUND OF THE INVENTION 

[0002] 1. Field of the Invention 

[0003] The invention relates generally to electronic pari 
mutuel gaming systems. In particular embodiments, the 
invention provides improvements in the ?eld of netWorked 
gaming. 

[0004] 2. RelatedArt 

[0005] Games of chance, and Wagering on such games, 
continues to be a popular activity WorldWide. Players might 
bet on casino games, racing and other sporting event out 
comes, and might play lotteries, “instant Win” lotteries, and 
other number selection games. Traditionally, most of these 
games have been played in person. More recently, Wide 
spread access to the Internet and the availability of gaming 
on the Internet has made it possible to play classic casino 
table games such as roulette, blackjack, craps, baccarat, 
poker, and slot machines. 

[0006] The inventor has noted that the probability of 
making a pro?table Wager ranges from loW to extremely loW 
in Keno and other lottery-type games, traditional casino 
table games, and sports betting. The inventor has also noted 
that netWorked casino games, such as Internet casinos, 
involves risk to the operator in that it is possible for a large 
bet placed against high odds to “break the bank.” Therefore, 
there is a need for improvements in online gaming, Whether 
one vieWs online gaming from the player’s or the operator’s 
perspective. 

SUMMARY OF THE INVENTION 

[0007] It is to be understood that both the folloWing 
summary and the detailed description are exemplary and 
explanatory and are intended to provide further explanation 
of the invention as claimed. Neither the summary nor the 
description that folloWs is intended to de?ne or limit the 
scope of the invention to the particular features mentioned in 
the summary or in the description. 

[0008] In an embodiment, an online gaming system uses a 
pari-mutuel betting format that cannot “break the bank” and 
produces variable, “money-line” odds before each event 
occurs. The events may occur regularly, such as every six 
minutes, and in preferred embodiments the system uses the 
Internet communications infrastructure to maximiZe the 
number of bettors at each event and minimiZe transaction 
costs. 

[0009] The games included in the scope of the invention 
are unlimited, and a variety of games may be offered in the 
context of particular embodiments. Examples include simu 
lated racing and modi?ed versions of roulette, craps, poker, 
and slot machine games. In a preferred embodiment, for 
each game, an arbitrary number of possible outcomes are 
selected (for example, 10 outcomes) With an equal chance of 
obtaining each outcome. Variable payoff odds on each 
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outcome are determined and displayed in real time for 
players, based on the number of Wagers placed on each 
outcome and the total amount Wagered. The operator takes 
a predetermined percentage of the betting pool for each 
game (for example, 2.5%) and the remainder of the pool is 
distributed to Winners based on the pari-mutuel odds calcu 
lated for the game. The use of a pari-mutuel payoff method 
for games of chance is a unique feature of certain embodi 
ments. 

[0010] In some embodiments, the games are operated on 
an Internet server that provides a simple broWser interface 
for players WorldWide. The interface preferably supports a 
variety of devices used by players to participate in the 
regularly recurring games and place bets. For example, 
personal computers, pocket PCs, Personal Digital Assistants, 
mobile telephones that have Internet access, Palm® com 
puters, and Blackberry® devices may all be supported by the 
server. In some embodiments these devices are supported 
via a broWser interface. 

[0011] In an embodiment, after the outcome of a game is 
determined such as by random selection in the server, the 
outcome is broadcast from the server to each player device 
participating in the game. Based on the outcome, and 
depending on its capabilities, the player device may then 
select an audio, video, animation, or other multimedia clip 
simulating a race or other game on Which the player 
Wagered, and display that clip for the player, alloWing the 
player to Watch the simulated event or game and to expe 
rience the same suspense and excitement found When one is 
present at actual sporting events or casino games before 
seeing the outcome. 

[0012] Additional features and advantages of the inven 
tion Will be set forth in the description Which folloWs, and 
in part Will be apparent from the description, or may be 
learned by practice of the invention. The advantages of the 
invention Will be realiZed and attained by the structure 
particularly pointed out in the Written description and claims 
hereof as Well as the appended draWings. 

BREIF DESCRIPTION OF THE DRAWNGS 

[0013] The accompanying draWings, Which are incorpo 
rated herein and form a part of the speci?cation, illustrate the 
present invention and, together With the description, further 
serve to explain the principles of the invention and to enable 
a person skilled in the pertinent art to make and use the 
invention. 

[0014] FIG. 1 is a block schematic diagram shoWing an 
embodiment of a novel pari-mutuel gaming system; 

[0015] FIG. 2 is a How chart shoWing operation of an 
electronic pari-mutuel gaming system; 

[0016] FIG. 3 is a How chart shoWing operation of a 
player terminal in an electronic pari-mutuel gaming system; 

[0017] FIGS. 4A through 4G are screen displays repre 
senting a virtual online horse race according to one exem 
plary embodiment of the invention; 

[0018] FIGS. 5A and 5B are screen displays representing 
a virtual online roulette game according to one exemplary 
embodiment of the invention; 

[0019] FIGS. 6A-6C are screen displays representing a 
virtual online slot machine game according to one exem 
plary embodiment of the invention; and 
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[0020] FIG. 7 is a block diagram illustration of an exem 
plary computer system on which elements of the present 
invention can be practiced. 

[0021] The present invention will now be described with 
reference to the accompanying drawings. In the drawings, 
some like reference numbers indicate identical or function 
ally similar elements. Additionally, the left-most digit(s) of 
most reference numbers identify the drawing in which the 
reference numbers ?rst appear. 

DETAILED DESCRIPTION OF THE 
PREFERRED EMBODIMENTS 

[0022] The present invention will now be explained in 
terms of exemplary embodiments. This speci?cation dis 
closes one or more embodiments that incorporate the fea 
tures of this invention. The embodiment(s) described, and 
references in the speci?cation to “one embodiment , an 

embodiment”, “an example embodiment”, etc., indicate that 
the embodiment(s) described may include a particular fea 
ture, structure, or characteristic, but every embodiment may 
not necessarily include the particular feature, structure, or 
characteristic. Moreover, such phrases are not necessarily 
referring to the same embodiment. Further, when a particular 
feature, structure, or characteristic is described in connection 
with an embodiment, persons skilled in the art may effect 
such feature, structure, or characteristic in connection with 
other embodiments whether or not explicitly described. 

[0023] Embodiments of the invention may be imple 
mented in hardware, ?rmware, software, or any combination 
thereof. Embodiments of the invention may also be imple 
mented as instructions stored on a machine-readable 

medium, which may be read and executed by one or more 
processors. A machine-readable medium may include any 
mechanism for storing or transmitting information in a form 
readable by a machine (eg a computing device). For 
example, a machine-readable medium may include read 
only memory (ROM); random access memory (RAM); 
magnetic disk storage media; optical storage media; ?ash 
memory devices; electrical, optical, acoustical, or other 
forms of propagated signals (e.g. carrier waves, infrared 
signals, digital signals, etc.), and others. Further, ?rmware, 
software, routines, instructions, may be described herein as 
performing certain actions. However, it should be appreci 
ated that such descriptions are merely for convenience and 
that such actions in fact result from computing devices, 
processors, controllers or other devices executing the ?rm 
ware, software, routines, instructions, etc. 

[0024] Referring ?rst to FIG. 1, in an embodiment, a 
gaming system 100 comprises server 102, network 104, a 
plurality of terminals 106, and one or more wireless inter 
faces 108 providing wireless links between network 104 and 
devices such as mobile phone 110, Personal Digital Assis 
tant (PDA) 112, and mobile PC 114. Thus, network 104 
connects server 102 to terminals 106 and various other 
devices such as mobile phone 110, PDA 112, and mobile PC 
114. Network 104 may be any communications network, 
such as a private network, a virtual private network, or a 
public network. In one preferred embodiment, network 104 
is the Internet. Terminals 106 may be any Internet-capable 
device, for example, personal computers, computer termi 
nals, WebTV®, other types of computers, or any other 
device that can connect to the Internet. Mobile phone 110 
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may be a portable voice device that can obtain and/or 
transmit data over a data network, such as the Internet or a 
proprietary network that provides an interface to the Inter 
net. Similarly, PDA 112 and mobile PC 114 have wireless 
data capabilities. Mobile phone 110, PDA 112, and mobile 
PC 114 may use the same wireless interface 108 to send and 
receive data wirelessly, or may use separate wireless inter 
faces 108. 

[0025] In various embodiments, server 102 runs software 
providing a novel method that will now be described in more 
detail. Selected features of the invention will be disclosed in 
terms of an example using a system where games run on a 
server. This con?guration is merely an example, and the 
invention may be implemented using a plurality of servers, 
in a non-client/ server con?guration, or in any other con?gu 
ration that includes one or more novel features of the 
invention. 

[0026] In a preferred embodiment, an online gaming 
method operating in server 102 uses a parimutuel betting 
format that produces variable, “money-line” odds before 
each event occurs. Parimutuel betting is a system of coop 
erative wagering in which the holders of winning tickets 
divide the total amount of money bet on a race (the pool), 
after deductions for operating expenses. The uniqueness of 
parimutuel betting lies in the fact that the gambling public 
itself determines the payoff odds (e.g., if many people have 
bet on the actual winner of a contest then the payoff will be 
low, simply because many winners will divide the pool). 
Parimutuel wagering is the accepted betting procedure at 
major horse-racing tracks throughout the world. Greyhound 
tracks and jai alai games also use the system. Considered a 
major deterrent to illegal bookmaking in the world of 
in-person gaming, parimutuel systems at horse tracks 
depends on high-speed electronic calculators, known as tote 
boards, to record and display up-to-the-minute betting pat 
terns. Insofar as the inventor is aware, however, the parimu 
tuel approach has not been applied to the ?eld of networked 
or Internet gaming. 

[0027] In an embodiment, the operator of the present 
system takes a predetermined percentage of the betting pool 
for each game (for example, 2.5% for expenses and pro?t) 
and the remainder of the pool is distributed to winners based 
on the parimutuel odds calculated for the game. Variable 
payoff odds on each outcome are determined and displayed 
in real time for players, based on the number of wagers 
placed on each outcome and the total amount wagered. This 
method provides signi?cant advantages for both the operator 
and the players. The players bene?t from higher returns and 
a high probability of experiencing regular wins during repeat 
play. The operator bene?ts because a parimutuel method of 
determining payoffs prevents “breaking the bank,” i.e. 
avoids the possibility that the operator may have to pay out 
more than he has taken in the course of the game, and 
provides some assurance to players that the game is not 
rigged. 

[0028] The games, simulated races, and other events on 
which bets may be placed are limited only by the imagina 
tion. A variety of games may be offered in different embodi 
ments of the invention, depending on the desires of the 
players and the operator. Examples include simulated horse 
racing, auto racing, dog racing, and other races. Simulated 
versions of roulette, craps, poker, and slot machine games 



US 2006/0258432 A1 

may also be provided. In a preferred embodiment, for each 
game, an arbitrary number of possible outcomes are selected 
(for example, 10 outcomes) With an equal chance of obtain 
ing each outcome. To simplify betting and visual displays, as 
Well as to increase the odds of picking the Winning number, 
the number of choices in simulations of casino games such 
as roulette, craps, poker, and slot machines may be reduced. 
For example, a roulette game With an arbitrarily reduced 
number of choices, such as 10 numbers, may be provided. 

[0029] The events on Which Wagers are placed by the 
players may occur irregularly or regularly, and at any desired 
time interval. In one exemplary embodiment, a game runs 
every six minutes, 24 hours a day, 365 days a year. In this 
embodiment, for example, ?ve minutes are alloWed to place 
bets and the event on Which Wagers have been made is 
simulated in the ?nal minute of the betting event. 

[0030] The use of the Internet communications infrastruc 
ture, While not required Within the scope of the invention, 
tends to maximize the number of bettors for each event and 
minimize transaction costs. The provision by the server of a 
broWser interface to the player devices is also not required 
Within the scope of the invention, but the use of a broWser 
interface Will support a variety of devices used by players to 
participate in the regularly recurring games and place bets. 
For example, personal computers, pocket PCs, Personal 
Digital Assistants, mobile telephones that have Internet 
access, Palm® computers, and Blackberry® devices may all 
be supported by the server. In a preferred embodiment these 
devices and others are supported via a broWser interface. 
HoWever, proprietary interfaces may also be provided. For 
example, the server may offer proprietary interface softWare 
for doWnload by players. Such softWare may either be 
required for all devices, may be offered as an optional 
alternative to a broWser interface, or may be provided for 
devices that do not have broWser capability. 

[0031] FIG. 2 shoWs a How chart of a method performed 
in an exemplary embodiment of the invention. For example, 
this method may be performed using server 102 (shoWn in 
FIG. 1) or another computing device or devices. Method 
200 begins at step 202 Where a gaming event is initiated. The 
event to be initiated is determined by the operator, or in 
some cases by player request. As an example, a simulated 
horse race may be initiated every six minutes. In step 204, 
the method determines Whether a betting period is complete. 
The betting period may be of any desired length. For 
example, if a simulated horse race is run every six minutes, 
the betting period may be ?ve minutes, leaving one minute 
for simulated play of the race prior to the start of the next 
race. The duration of betting may be set by the operator or 
in some cases, may be determined by player actions. For 
example, the last minute placement of one or more substan 
tial bets that Would materially affect odds calculations may 
cause a modi?cation of operations, such as a delay in closing 
of the betting period until the players have had time to 
consider the neW odds and react to them. 

[0032] In step 204, if betting is not complete the method 
accepts bets in step 214, and in step 216 the method updates 
the odds in real time based on bets accepted in step 214. 
Control then passes back to step 204 and the processing of 
bets continues until the betting period is complete. 

[0033] When the betting period is found to be complete in 
step 204, control passes to step 206, Where a random result 
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is selected for the event. In a preferred embodiment, the 
possible outcomes of the event (for example, in a horse race, 
any of ten horses) are given an equal probability of being 
selected. 

[0034] In step 208, the result is broadcast to the devices of 
players participating in Wagering on the event. In the case of 
an Internet-based embodiment, this broadcast may occur 
through individual packet transmissions by a server to each 
of the player devices connected to the event. Alternatively, 
the player devices may pull outcome information from one 
or more distributed servers, or may receive it through 
another broadcast medium such as a radio broadcast. Based 
on the outcome, and depending on its capabilities, the player 
device may then select a video clip or animation clip 
simulating a race or other game on Which the player 
Wagered, and display that clip for the player, alloWing the 
player to Watch the simulated event or game and to expe 
rience the same suspense and excitement found When one is 
present at actual sporting events or casino games before 
seeing the outcome. 

[0035] In step 210, payolfs are calculated using the pari 
mutuel formula and in step 212 the individual player 
accounts are updated in accordance With the amount Won or 
lost during the bet. Control then returns to step 202 so that 
another event can be initiated at the appropriate time. 

[0036] FIG. 3 shoWs an example of a method of operation 
for a player terminal. The various features and steps shoWn 
in this exemplary process are optional and may be modi?ed 
Within the scope of the invention as disclosed herein. The 
example process begins With step 302, Where the player logs 
in to an account maintained for the player in another 
computing device such as a server. In step 304, account 
information and a menu may be displayed to alloW the 
player to select a desired game. Selection of a pari-mutuel 
game Will result in display of a “tote board” in step 306, 
providing real time odds based on betting by the players 
participating in the game. For example, the odds may be 
recalculated every eight seconds. In step 308, the pari 
mutuel odds display is updated to provide the latest available 
odds. For example, step 308 may be performed every eight 
seconds. 

[0037] The tote board may be displayed either vertically or 
horizontally, and may be selectively displayed in a different 
format depending on the display capabilities of the device 
used by the player. For example, a mobile phone may have 
a vertically oriented screen While a personal computer may 
have a more horizontally oriented screen. 

[0038] In step 310, the method determines Whether the 
betting period is complete. If not, control passes to step 312 
and one or more Wagers may be accepted from the player 
and transmitted to the server for inclusion in the next update 
of the odds display. If the player does not make a Wager 
Within the predetermined period for an odds update, control 
passes back to step 308 and the display is updated. 

[0039] When the betting period is found to be complete in 
step 310, control passes to step 314 and the event result is 
obtained. The result may be transmitted in a packet from the 
server, may be broadcast using IP or other netWorks, or may 
be broadcast in another manner such as by radio. 

[0040] The event result may be displayed immediately if 
desired, but in a preferred embodiment, for improved enter 








