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GAMING SYSTEM ALLOWING JACKPOT 
SYSTEM SELECTION 

BACKGROUND OF THE INVENTION 

[0001] 1. Field of the Invention 
[0002] The present invention relates to a gaming system, 
and in particular, a gaming system that comprises a plurality 
of jackpot systems. 
[0003] 2. Background Information 
[0004] The value of a jackpot, i.e., the largest aWard that 
a player can Win on a gaming machine, is one of the most 
attractive features for players Who select gaming machines 
in a casino. The higher the value of a jackpot is, the more 
attractive a gaming machine is. In general, one or more 
gaming machines are linked to a common jackpot controller, 
and constitute a single jackpot system. The jackpot control 
ler uses a lottery process to determine Whether or not to 
provide a jackpot to one of the linked gaming machines. 
Jackpot values vary With jackpot systems. In some jackpot 
systems, tWo or more jackpot values are selectable (cf. US. 
Pat. No. 5,851,147). In a progressive jackpot system, a 
jackpot controller repeatedly increments a jackpot value by 
a percentage of each bet on gaming machines linked to the 
jackpot controller until a jackpot is Won on one of the 
gaming machines (cf. US. Pat. No. 5,116,055). 
[0005] In recent years, a casino Will usually have many 
jackpot systems in a huge area. Accordingly, players Who 
Want to play games on gaming machines in a jackpot system 
having higher jackpot value have to Walk around the huge 
casino and compare the jackpot values of many different 
systems. Furthermore, once the players have selected a 
gaming machine on Which they Want to play games, the 
gaming machine may be unavailable When they return to 
play. Thus, it is dif?cult to reduce the time required to select 
a gaming machine, and in particular, reduce the Waiting time 
for available gaming machines linked to a jackpot system 
that a player Wants to play, and therefore, it is difficult to 
both improve occupancy rates of gaming machines and 
maintain a player’s interest in gaming at a high level. 
[0006] In vieW of the above, it Will be apparent to those 
skilled in the art from this disclosure that there exists a need 
for an improved gaming system Which alloWs players to 
select jackpot systems more easily and more reliably. This 
invention addresses this need in the art as Well as other 
needs, Which Will become apparent to those skilled in the art 
from this disclosure. 

SUMMARY OF THE INVENTION 

[0007] A gaming system according to one aspect of the 
present invention comprises a plurality of gaming machines, 
a plurality of jackpot controllers, a gaming machine reser 
vation terminal, and a server that are interconnected ther 
ebetWeen to communicate With each other. 
[0008] The gaming machines each comprise a jackpot 
checking unit, a player tracking unit, and a reservation 
checking unit. The jackpot checking unit is con?gured to 
inform one of the jackpot controllers of a bet from a player, 
and to access the jackpot controller to check Whether or not 
a jackpot Will be Won. The player tracking unit is con?gured 
to detect the availability of the gaming machine and then 
inform the server of the availability. The player tracking unit 
is also con?gured to receive customer ID data from the 
player and then send the customer ID data to the server. The 
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reservation checking unit is con?gured to decide Whether or 
not to alloW the player to play the game in accordance With 
an instruction from the server. Preferably, the reservation 
checking unit locks or unlocks the gaming machine in 
accordance With the instruction. 

[0009] The jackpot controllers are each con?gured to 
decide Whether or not one of the gaming machines Wins a 
jackpot under a lottery process, in response to the player’s 
bet of the gaming machine. Here, one or more of the jackpot 
controllers may be a progressive jackpot controller, that is, 
it may increment a jackpot value at every reception of a 
player’s bet of a gaming machine. 
[0010] The gaming machine reservation terminal is con 
?gured to display a list of jackpot values that are controlled 
by the respective jackpot controllers and a list of the 
available gaming machines, and then alloW a customer to 
select one of the available gaming machines, and inform the 
server of the linkage of customer ID data of the customer 
and the selected gaming machine. Preferably, the gaming 
machine reservation terminal is served as a kiosk terminal 
that is separated from any of the gaming machines, or 
alternatively, may be included in each of the gaming 
machines. 

[0011] The server comprises a jackpot value monitoring 
unit, an available gaming machine monitoring unit, a gam 
ing machine selection controller, and a gaming machine 
reservation controller. The jackpot value monitoring unit is 
con?gured to monitor the jackpot value of each of the 
jackpot controllers. The available gaming machine monitor 
ing unit is con?gured to monitor the availability of each of 
the gaming machines through the player tracking units of the 
gaming machines. The gaming machine selection controller 
is con?gured to produce list outputs of the jackpot values 
and the available gaming machines. The gaming machine 
reservation controller is con?gured to register the linkage of 
the gaming machines and the customer ID data of customers 
Who have selected one of the gaming machines by using the 
gaming machine reservation terminal. The gaming machine 
reservation controller is also con?gured to instruct each of 
the gaming machines Whether or not to alloW a player to play 
a game, based on a comparison betWeen the customer ID 
data of the player that is received from the gaming machine 
and the registered customer ID data that has been linked to 
the gaming machine. Preferably, the server further com 
prises a customer management unit, Which comprises a 
player tracking controller con?gured to authenticate a player 
of the gaming machine, based on customer ID data received 
from the gaming machine, and a customer database con?g 
ured to store customer information linked to customer ID 
data. 

[0012] In the above gaming system according to the 
present invention, a player can promptly and easily knoW 
every jackpot value of many jackpot systems by vieWing the 
display of the gaming machine reservation terminal, Without 
Walking around in a huge area ?lled With gaming machines. 
In addition, the player can easily and reliably select one 
available gaming machine in a jackpot system With a favor 
able jackpot value by making a reservation of the gaming 
machine through the gaming machine reservation terminal. 
Indeed, the server Will lock the reserved gaming machine by 
using its reservation checking unit until customer ID data of 
a player received from the gaming machine matches the 
registered customer ID data (or a predetermined time has 
elapsed from the reservation), and accordingly, only an 
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authorized player Who has reserved the gaming machine can 
play games on the gaming machine. Thus, the time needed 
to select a gaming machine can be reduced, and therefore, 
the occupancy rates of gaming machines Will improve, and 
players can gain more opportunities to play games on a 
gaming machine linked to a favorable jackpot system. 

[0013] A gaming system according to another aspect of the 
present invention is a server-based gaming system, and it 
comprises a plurality of gaming terminals and a server that 
are interconnected therebetWeen to communicate With each 

other. The gaming terminals are each con?gured to display 
game content and jackpot values in accordance With data 
sent from the server, and inform the server of data that a 

player has entered into a gaming terminal. In other Words, 
the server Will run a game program, and the gaming terminal 

Will primarily relay various kinds of data exchanged 
betWeen the player and the game program. 

[0014] The server comprises a plurality of virtual gaming 
machines, a plurality of virtual jackpot controllers, a jackpot 
value monitoring unit, an available virtual gaming machine 
monitoring unit, and a virtual gaming machine selection 
controller. The virtual gaming machines are each con?gured 
to run a game program, and then send game content to one 

of the gaming terminals that is linked to the virtual gaming 
machine and receive a player’s response from the gaming 
terminal. The virtual jackpot controllers are each con?gured 
to decide Whether or not one of the virtual gaming machines 
has Won a jackpot under a lottery process, in response to a 
player’s bet placed on the virtual gaming machine. Prefer 
ably, one or more of the virtual jackpot controllers is a 
progressive jackpot controller, that is, it Will increment the 
jackpot value each time it receives a player’s bet placed on 
a virtual gaming machine. The jackpot value monitoring unit 
is con?gured to monitor the jackpot value controlled by each 
of the virtual jackpot controllers. The available virtual 
gaming machine monitoring unit is con?gured to monitor 
the availability of each of the virtual gaming machines. The 
virtual gaming machine selection controller is con?gured to 
provide list outputs of the jackpot values to one of the 
gaming terminals, and then alloW the player Who uses the 
gaming terminal to select an available, virtual gaming 
machine based on the jackpot values displayed by the 
gaming terminal, and alloW the selected, virtual gaming 
machine to be linked to the gaming terminal. 

[0015] In the server-based gaming system according to the 
present invention, a player can promptly and easily knoW 
every jackpot value of many jackpot systems by vieWing the 
display of the gaming terminal. Furthermore, the player can 
promptly and easily select one available virtual gaming 
machine in a virtual jackpot system having a favorable 
jackpot value, and immediately start gaming on the selected 
virtual gaming machine by using the gaming terminal. Thus, 
the time needed to select a virtual gaming machines can be 

reduced, and therefore, the occupancy rates of virtual gam 
ing machines are improved, and players can gain more 
opportunities to play games on virtual gaming machines 
linked to a favorable virtual jackpot system. 

[0016] These and other objects, features, aspects and 
advantages of the present invention Will become apparent to 
those skilled in the art from the folloWing detailed descrip 
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tion, Which, taken in conjunction With the annexed draW 
ings, discloses a preferred embodiment of the present inven 
tion. 

BRIEF DESCRIPTION OF THE DRAWINGS 

[0017] Referring noW to the attached draWings Which form 
a part of this original disclosure: 
[0018] FIG. 1 is a netWork diagram that shoWs a gaming 
system according to Embodiment l of the present invention; 
[0019] FIG. 2 is a perspective vieW that shoWs the appear 
ance of a gaming machine included in one of the jackpot 
systems shoWn in FIG. 1; 
[0020] FIG. 3 is a block diagram that shoWs the con?gu 
ration of a standalone jackpot system shoWn in FIG. 1; 
[0021] FIG. 4 is a block diagram that shoWs the con?gu 
ration of a linked jackpot system shoWn in FIG. 1; 
[0022] FIG. 5 is a front vieW of a gaming machine 
reservation terminal shoWn in FIG. 1; 
[0023] FIG. 6 is a block diagram that shoWs the con?gu 
ration of the gaming machine reservation terminal shoWn in 
FIG. 5; 
[0024] FIG. 7 is a block diagram that shoWs the con?gu 
ration of a server shoWn in FIG. 1; 
[0025] FIG. 8 is a How chart that shoWs a reservation 
process of a gaming machine in a jackpot system according 
to Embodiment l of the present invention; 
[0026] FIG. 9 is a netWork diagram that shoWs a gaming 
system according to Embodiment 2 of the present invention; 
[0027] FIG. 10 is a block diagram that shoWs the con?gu 
ration of a gaming terminal shoWn in FIG. 9; 
[0028] FIG. 11 is a block diagram that shoWs the con?gu 
ration of a server shoWn in FIG. 9; and 
[0029] FIG. 12 is a How chart that shoWs a starting process 
of the gaming system shoWn in FIG. 9. 

BEST MODE FOR CARRYING OUT THE 
INVENTION 

[0030] Selected embodiments of the present invention Will 
noW be explained With reference to the draWings. It Will be 
apparent to those skilled in the art from this disclosure that 
the folloWing descriptions of the embodiments of the present 
invention are provided for illustration only and not for the 
purpose of limiting the invention as de?ned by the appended 
claims and their equivalents. 

Embodiment l 

[0031] A gaming system according to Embodiment l of 
the present invention is preferably installed in a casino 
Where, as shoWn in FIG. 1, a plurality of jackpot systems 
(hereafter, JPSs) 10S, 10L and one or more gaming machine 
reservation terminals 30 are provided in a large area and 
connected to a server complex 40 through a LAN 20. The 
JPSs are divided into tWo types: a standalone type 10S and 
a linked type 10L. The standalone JPS 10S consists of a 
single gaming machine (cf. FIG. 3). The linked JPS 10L 
includes tWo or more gaming machines (cf. FIG. 4). 
[0032] Each of the gaming machines is, preferably, a video 
slot machine 11 shoWn in FIG. 2, Which comprises a 
box-shape cabinet 1 With a front panel 2. Three display 
WindoWs 3A, 3B, and 3C are provided on the upper portion, 
the middle portion, and the loWer portion of the front panel 
2, respectively. A player tracking unit 4 is installed betWeen 
the upper display WindoW 3A and the middle display Win 
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doW 3B. The player tracking unit 4 includes a touch panel 
4A and a card slot 4B. On the front panel 2, a coin inlet 5A, 
a bill/ticket inlet 5B, a ticket outlet 6, and buttons 7 With 
various functions are provided betWeen the middle display 
WindoW 3B and the loWer display WindoW 3C, and a coin 
outlet 8A, a coin receiver 8B, and a speaker 9 for providing 
sound effects are installed beloW the loWer display WindoW 
3C. 

[0033] The three display WindoWs 3A, 3B, and 3C repro 
duce various images, for example, images for use in deco 
ration such as the logo of a game developer, images for use 
in advertisements, images for use in visual effects in games, 
and visualiZed information on games such as pay tables, 
illustrations of game content, and jackpot values. In particu 
lar, the upper display WindoW 3A displays tWo (or more) 
levels 1V1, JV 2 of jackpot, and the middle display WindoW 
3B displays three (or more) symbol columns, the number of 
available credits of a player, the amount of a bet, and the 
amount of an aWard that the player Wins. 

[0034] The player tracking unit 4 is linked to the server 
complex 40 through the LAN 20 of the casino (cf. FIG. 1). 
A player Who Will start gaming on the gaming machine 11 
?rst inserts his or her ID card into the card slot 4B. The ID 
card has been prepared and provided to each customer in 
advance, generally When the customer has been registered 
With the server complex 40 at the reception desk or the like 
in the casino. The ID card stores identi?cation data (cus 
tomer ID data) of the customer. A card reader installed in the 
card slot 4B reads the customer ID data from the ID card 
inserted in the card slot 4B, and then the player tracking unit 
4 sends the customer ID data to the server complex 40. The 
server complex 40 then authenticates the player based on the 
received customer ID data. Here, if necessary, the server 
complex 40 may require the player to enter additional 
personal information through the touch panel 4A. The ID 
card also stores the number of points provided to the player 
based on the amount of money that the player has spent in 
the casino. For example, the player can receive a bonus such 
as a free accommodation coupon based on the number of the 
points. After successful authentication, the touch panel 4A 
Will display the number of the points. When the player 
?nishes gaming on the gaming machine 11, the player 
tracking unit 4 preferably updates the points stored in the ID 
card based on the money that the player has spent on the 
gaming machine 11, and informs the server complex 40 of 
the updated points. 
[0035] Coins and bills that the player enters into the coin 
inlet 5A and the bill/ticket inlet 5B, respectively, are counted 
by a coin counter installed inside the cabinet 1, and then, the 
total amount of the coins and bills are displayed on the 
middle WindoWs 3B as credits of the player. The player may 
also enter a ticket into the bill/ticket inlet 5B. On the surface 
of the ticket, the amount of the player’s credits is printed 
With numbers and bar code. The amount of the credits is 
decoded by a ticket reader installed in the bill/ticket inlet 5B 
from the bar code printed on the ticket, and then the amount 
of the credits is displayed on the middle display WindoW 3B. 
[0036] The player operates the gaming machine 11 by 
using the buttons 7. For example, by using one or more 
buttons 7, the player can select one or more Winning lines of 
the symbol matrix displayed on the middle display WindoW 
3B, and then the selected Winning line Will be shoWn in the 
middle display WindoW 3B. The player then enters a bet into 
the gaming machine 11, and the amount of the bet Will be 
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displayed on the middle display WindoW 3B. The player Will 
then push a spin button, and the symbols displayed on the 
middle display WindoW 3B Will start moving in the vertical 
direction. After that, the player pushes one or more stop 
buttons, and then the symbols Will stop column by column. 
When the selected Winning line of the stopped symbol 
matrix includes a Winning combination, the player Will Win 
an aWard depending on the bet and the probability of the 
Winning combination. The player Will then push a payout 
button, and coins equivalent to the player’s credit Will be 
discharged out of the coin outlet 8A from a coin hopper 
installed in the cabinet 1 and stored in the coin receiver 8B. 
Alternatively, a ticket Will come out of the ticket outlet 6. On 
the ticket, the amount of the player’s credits Will be printed 
in numeral letters and a bar code by a ticket printer installed 
in the ticket outlet 6. At the time of the payout, the player can 
also use the buttons 7 to select either coins or a ticket. 

[0037] In the standalone JPS 108, the con?guration of the 
gaming machine 11 is mainly divided into a gaming unit 12, 
the player tracking unit 4, and a standalone jackpot unit 13, 
as shoWn in FIG. 3. The three units 12, 4, and 13 include a 
communication handler 12A, 4C, and 13A, respectively, and 
thereby communicate With each other and the LAN 20. 
[0038] The gaming unit 12 provides gaming functions and 
visual/ sound effects by using control over devices installed 
in the cabinet 1. As shoWn in FIG. 3, the gaming unit 12 
includes a gaming controller 12B, display/speaker drivers 
12C, a user interface 12D, a coin counter and a coin hopper 
12E, and a reservation checking unit 12F. The gaming 
controller 12B runs various programs and thereby controls 
other components of the gaming unit 12. In particular, the 
gaming controller 12B generates and then uses random 
number(s) in a lottery process for each game. Depending on 
the random number(s), for example, the arrangement of the 
stopped symbols that are displayed in the middle display 
WindoW 3B can include a Winning combination. In addition, 
by using the display/ speaker drivers 12C, the gaming con 
troller 12B controls images appearing in the three display 
WindoWs 3A, 3B, 3C, and sounds come out of the speaker 
9 (cf. FIG. 2). In particular, the gaming controller 12B Will 
query the standalone jackpot unit 13 about the jackpot 
values W1 and JV 2, and thereby display the jackpot values 
JV1 and JV2 in the upper display WindoW 3A. The user 
interface 12D relays various instructions from the buttons 7 
to the gaming controller 12B. The gaming controller 12B 
manages the amount of the player’s credits, Which is equiva 
lent to the amount of money inserted into the coin inlet 5A 
and the bill/ticket inlet 5B and counted by the coin counter 
12E (or Which the ticket reader decodes from the ticket 
inserted in the bill/ticket inlet 5B). The gaming controller 
12B also performs payout of the player’s credits in coins 
discharged from the coin hopper 12E (or by using a ticket on 
Which the amount of the credits printed by the ticket printer). 
The reservation checking unit 12F receives instructions from 
the server complex 40 through the communication handler 
12A and the gaming controller 12B, and according to the 
instructions, decides Whether or not to alloW the player to 
play games (details of Will be described later). Preferably, 
the reservation checking unit 12F Will lock or unlock the 
gaming controller 12B in accordance With the instructions. 

[0039] The player tracking unit 4 includes another con 
troller 4D separated from the gaming controller 12B (cf. 
FIG. 3). The controller 4D runs programs and thereby 
controls other components of the player tracking unit 4. In 
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particular, by using the card reader 4E, the controller 4D 
reads data (in particular, customer ID data and the number 
of points) from an ID card that a player inserts into the card 
slot 4B (cf. FIG. 2), and in addition, detects the availability 
of the gaming machine 11. The controller 4D also receives 
input from the touch panel 4A. The controller 4D then sends 
the received data to the server complex 40 and further 
informs the server complex 40 of the detected availability, 
through the communication handler 4C and the LAN 20. 
When the player ?nishes gaming on the gaming machine 11, 
the controller 4D preferably updates the points stored in the 
ID card based on the money that the player has spent on the 
gaming machine 11, and informs the server complex 40 of 
the updated points. 
[0040] The standalone jackpot unit 13 includes a jackpot 
checking unit 13B and a jackpot controller 13C. The jackpot 
checking unit 13B monitors the player’s betting through the 
communication handler 13A, and informs the jackpot con 
troller 13C of each bet of the player. Each time the player 
bets, the jackpot controller 13C performs a lottery process 
independent of the lottery processes of the gaming unit 12, 
thereby deciding Whether or not the player Will Win a 
jackpot. Here, the jackpot controller 13C may be a progres 
sive jackpot controller, that is, it may increment jackpot 
values JV1 and JV2 (cf. FIG. 2) by a percentage of every bet 
of the player until the player Wins a jackpot. The jackpot 
checking unit 13B then accesses the jackpot controller 13C 
to check the latest jackpot values and Whether or not a 
jackpot has been Won. If the jackpot controller 13C decides 
that the player has Won a jackpot, the jackpot checking unit 
13B instructs the gaming controller 12B to inform the player 
of the Winning of the jackpot, and then increase the player’s 
credits by the jackpot value JV1 or 1V2. If the jackpot 
controller 13C is a progressive one, it further resets the 
jackpot values W1 and 1V2. 
[0041] As shoWn in FIG. 4, the linked JPS 10L comprises 
tWo or more gaming machines 11, Which each include a 
linked jackpot unit 14, in addition to the gaming unit 12 and 
the player tracking unit 4 described above. The three units 
12, 4, and 14 include a communication handler 12A, 4C, and 
14A, respectively, and thereby communicate With each other 
and the LAN 20. The linked JPS 10L further comprises a 
linked jackpot controller 15 and a grand display 16, Which 
include a communication handler 15A and 16A, respec 
tively, and thereby communicate With each other and the 
communication handlers 14A of the gaming machine 11, and 
further the LAN 20. Thus, the plurality of the gaming 
machines 11 are linked to the single jackpot controller 15 in 
the linked JPS 10L. Here, each of the gaming units 12 
queries the linked jackpot unit 14 about the jackpot values 
JV1 and JV2 (cf. FIG. 2), and thereby, all the gaming units 
12 display the common jackpot values JV1 and JV 2 in the 
upper display WindoWs 3A. In addition, the grand display 16 
comprises a display 16B With a large screen, Which can be 
seen from many areas in the casino, and queries the linked 
jackpot unit 14 about the jackpot values W1 and W2, 
thereby displaying the jackpot values W1 and JV 2 on the 
large screen. 

[0042] In each gaming machine 11, the jackpot checking 
unit 14B monitors the player’s betting through the commu 
nication handler 14A, and informs the linked jackpot con 
troller 15 of each bet of the player. In the linked jackpot 
controller 15, each time the player bets on one of the gaming 
machines 11, the jackpot controller 15B performs a lottery 
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process independent of any of the lottery processes of the 
gaming machines 11, thereby deciding Whether or not one of 
the gaming machine 11 Will Win a jackpot. Here, the jackpot 
controller 15B may be a progressive jackpot controller, that 
is, it may increment jackpot values W1 and W2 by a 
percentage of every bet of the players on the gaming 
machines 11 until the player Wins a jackpot. The jackpot 
checking units 14B then accesses the jackpot controller 15B 
to check the latest jackpot values and Whether or not a 
jackpot has been Won. If the jackpot controller 15B decides 
that one of the gaming machines 11 has Won the jackpot, the 
jackpot checking unit 13B of the gaming machine 11 that has 
Won the jackpot Will instruct the gaming unit 12 to inform 
the player that he or she has Won the jackpot and then 
increase the player’s credits by the jackpot value JV1 or 
1V2. If the jackpot controller 15B is a progressive one, it 
further resets the jackpot values W1 and JV 2. 

[0043] The gaming machine (hereafter, GM) reservation 
terminal 30 is preferably served as a kiosk terminal that is 
separated from any of the gaming machines 11 and placed, 
for example, near the reception desk of the casino. Altema 
tively, the GM reservation terminal 30 may be included in 
each of the gaming machines 11. The GM reservation 
terminal 30 comprises a touch panel 30A, a card slot 30B, 
and a printer 30C as shoWn in FIG. 5, and a selection/ 
reservation (S/R) unit 31 and a player tracking unit 32 as 
shoWn in FIG. 6. The tWo units 31 and 32 include a 
communication handler 31A and 32A, respectively, and 
thereby communicate With each other and the LAN 20. The 
GM reservation terminal 30 receives lists of jackpot values 
and available gaming machines of all the JPSs 10S and 10L 
from the server complex 40 through the LAN 20, and 
displays the lists on the touch panel 30A. The GM reserva 
tion terminal 30 then alloWs a customer to select an available 
gaming machine of one of the JPSs based on the displayed 
lists, and informs the server complex 40 of the linkage of 
customer ID data of the customer and the selected gaming 
machine (details to be described later). 
[0044] The S/R unit 31 includes a controller 31B, display/ 
speaker drivers 31C, a user interface 31D, and a print driver 
31E. The controller 31B runs various programs and thereby 
controls other components of the S/R unit 31. In particular, 
the controller 31B requests list outputs of jackpot values and 
available gaming machines of all the JPSs 10S, 10L from the 
server complex 40. Furthermore, by using the display/ 
speaker drivers 31C, the controller 31B displays the above 
lists and a guidance screen on the touch panel 30A, and 
provides a user With voice announcements from a speaker 
installed in the body of the S/R unit 31. The user interface 
31D detects Which area on the touch panel 30A the user 
touches, and informs the controller 31B or the server com 
plex 20 of the detected area. Here, the user interface 31D 
may receive a user’s input through a keyboard or a pointing 
device, instead of the touch panel 30A. The controller 31B 
further uses the print driver 31E to provide the user With 
Written information from the printer 30C, especially a map 
indicating a route to the available gaming machine that the 
user has selected. 

[0045] The player tracking unit 32 is similar to the player 
tracking unit 4 of each gaming machine 11. The player 
tracking unit 32 includes another controller 32B separated 
from the above controller 31B. The controller 32B runs 
programs and thereby controls other components of the 
player tracking unit 32. In particular, by using a card reader 
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32C installed in the card slot 30B, the controller 32B reads 
data (in particular, customer ID data) from an ID card that 
a user inserts into the card slot 30B. 

[0046] As shoWn in FIG. 7, the server complex 40 consists 
of a plurality of servers, Which in particular include a 
selection control server 41, a customer management server 
42, and a reservation control server 43. The three servers 41, 
42, and 43 comprise a communication handler 41A, 42A, 
and 43A, respectively, and thereby communicate With each 
other and the LAN 20. 

[0047] The selection control server 41 comprises a gaming 
machine (hereafter, GM) selection controller 41B, a jackpot 
value monitoring unit 41C, and an available gaming 
machine (hereafter, GM) monitoring unit 41D. The GM 
selection controller 41B runs various programs and thereby 
controls other components of the selection control server 41. 
The jackpot value monitoring unit 41C monitors the latest 
jackpot value(s) of each of the JPSs 10S and 10L. The 
available GM monitoring unit 41D monitors the availability 
of each of the gaming machines 11 through the player 
tracking units 4 of the gaming machines 11. At regular time 
intervals, or at the reception of a request from the GM 
reservation terminal 30, the GM selection controller 41B 
accesses the jackpot value monitoring unit 41C and the 
available GM monitoring unit 41D, and then produces list 
outputs of the jackpot values and the available gaming 
machines. 

[0048] The customer management server 42 comprises a 
player tracking controller 42B and a customer database 42C, 
Which are interconnected and thereby communicate With 
each other. The player tracking controller 42B receives the 
customer ID data from the gaming machine 11 and the GM 
reservation terminal 30 through the LAN 20, and then 
veri?es the received customer ID date against authorized 
customer ID data stored in the customer database 42C, 
thereby authenticating players of the gaming machines 11 
and users of the GM reservation terminal 30. If necessary to 
authenticate the player/user, the player tracking controller 
42B may require the gaming machine 11/GM reservation 
terminal 30 to display a message that instructs the player/ 
user to enter additional personal information (e. g. a personal 
identi?cation number) through the touch panel 4A/3 0A, and 
Will then verify the received personal information against 
personal information of authorized customers that is stored 
in the customer database 42C. In addition, the player track 
ing controller 42B may update the player’s points stored in 
the customer database 42C based on the data received from 
the gaming machine 11. The customer database 42C stores 
personal information of the registered customers. In the 
customer database 42C, the registered personal information 
is linked to speci?c customer ID data. 

[0049] The reservation control server 43 comprises a 
gaming machine (hereafter, GM) reservation controller 43B, 
Which communicates With the LAN 20 through the commu 
nication handler 43A. The GM reservation controller 43B 
receives from the GM reservation terminal 30 the data 
representing the linkage of customer ID data of a user and 
the gaming machine selected by the user, and then registers 
the linkage. The GM reservation controller 43B further 
instructs each of the gaming machines 11 Whether or not to 
alloW a player to play a game, based on comparison betWeen 
the player’s customer ID data received from the gaming 
machine 11 and the registered customer ID data that has 
been linked to the gaming machine 11. In addition, the GM 
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reservation controller 43B produces a map indicating a route 
from the GM reservation terminal 30 to the gaming machine 
selected by the user. 
[0050] In Embodiment l of the present invention, the JPSs 
10S, 10L, the GM reservation terminal 30, and the server 
complex 40 collaborate With each other according to a How 
chart shoWn in FIG. 8, and thereby alloW customers to select 
and reserve an available gaming machine of the JPS 10S or 
10L With favorable jackpot values in the folloWing steps. 
[0051] STEP S0: The selection control server 41 monitors 
the latest jackpot value(s) and the availability of each of the 
JPSs 10S and 10L. More speci?cally, the selection control 
server 41 sends a request to each of the JPSs 10S and 10L 
at regular time intervals, and then the JPSs 10S and 10L send 
back the latest jackpot value(s) and availability of the 
gaming machines. The selection control server 41 then 
produces list outputs of the latest jackpot values and the 
available gaming machines. Here, the GM reservation ter 
minal 30 may request the list of the jackpot values to the 
selection control server 41 at regular time intervals, and 
alWays display the latest jackpot values of all the JPSs 10S 
and 10L on the touch panel 30A. 
[0052] STEP S1: A customer Who Wants to reserve a 
gaming machine Will ?rst insert his or her ID card into the 
card slot 30B of the GM reservation terminal 30. The card 
reader 32C installed in the card slot 30B then reads the 
customer ID data from the ID card inserted in the card slot 
30B, and then sends the read customer ID data to the 
customer management server 42. 

[0053] STEP S2: The customer management server 42 
veri?es the received customer ID data. After successful 
veri?cation, the customer management server 42 alloWs the 
selection control server 41 to send the list of the latest 
jackpot values of all the JPSs 10S and 10L to the GM 
reservation terminal 30, preferably in a menu-screen form. 
[0054] STEP S3: The GM reservation terminal 30 displays 
the received menu screen on the touch panel 30A, and 
thereby the latest jackpot values of each of the JPSs 10S and 
10L are displayed in one area J1, J2, J3, or J4 of the touch 
panel 30A, as shoWn in FIG. 5. Accordingly, the customer 
Will immediately knoW the latest jackpot values of all the 
JPSs 10S and 10L. The GM reservation terminal 30 then 
alloWs the customer to touch one of the areas I 1, J2, J3, and 
J4 on the touch panel 30A. When the customer touches, for 
example, the area J1 Where the customer’s favorable jackpot 
values are displayed, the GM reservation terminal 30 detects 
the touched area I 1, and informs the selection control server 
41 of a JPS Whose jackpot values are displayed on the 
touched area I 1. The selection control server 41 then sends 
the list of available gaming machines of the JPS to the GM 
reservation terminal 30, preferably in a menu-screen form. 
[0055] STEP S4: The GM reservation terminal 30 displays 
the received menu screen on the touch panel 30A, and 
thereby the list of the available gaming machines of the 
selected I PS is displayed on the touch panel 30A, preferably 
in a layout-diagram form. The GM reservation terminal 30 
then alloWs the customer to touch one of the positions on the 
touch panel 30A Where images corresponding to the avail 
able gaming machines are displayed. When the customer 
touches one of the positions corresponding to a gaming 
machine on Which the customer Wants to play games, the 
GM reservation terminal 30 detects the touched position, 
and sends data indicating an available gaming machine 
corresponding to the touched position With the customer ID 
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data linked thereto to the reservation control server 43. The 
reservation control server 43 receives from the GM reser 
vation terminal 30 the data With the customer ID data linked 
thereto, and then registers the linkage of the customer ID 
data and the selected gaming machine. 

[0056] STEP S5: The reservation control server 43 sends 
a reservation command to the selected gaming machine, 
Whose reservation checking unit 12F then locks the gaming 
controller 12B. After successful locking, the reservation 
checking unit 12F sends a response to the reservation control 
server 43. 

[0057] STEP S6: The reservation control server 43 then 
instructs the GM reservation terminal 30 to inform the 
customer of a successful reservation. At the same time, the 
reservation control server 43 produces a map indicating a 
route from the GM reservation terminal 30 to the gaming 
machine selected by the customer. The GM reservation 
terminal 30 then displays the map on the touch panel 30A, 
and provides the customer With the map printed by the 
printer 30C in response to an instruction of the customer 
through the touch panel 30A or the like. 

[0058] STEP S7: Aplayer Who Wants to start gaming on a 
gaming machine 11 ?rst Will insert his or her ID card into the 
card slot 4B. The card reader installed in the card slot 4B 
Will read the customer ID data from the ID card, and then the 
player tracking unit 4 Will send the customer ID data to the 
customer management server 42 and the reservation control 
server 43. Then, the customer management server 42 Will 
verify the received customer ID data, and the reservation 
control server 43 Will compare the received customer ID 
data With the registered customer ID data that has been 
linked to the gaming machine 11. After the veri?cation, and 
When the received customer ID data matches the registered 
customer ID data, the reservation control server 43 Will 
instruct the gaming machine 11 to alloW the player to play 
games. According to the instruction, the reservation check 
ing unit 12E of the gaming machine 11 Will unlock the 
gaming controller 12B. Note that When there is no veri?ed 
customer ID data for a predetermined time after the reser 
vation control server 43 sent a reservation command to the 
gaming machine 11, the reservation control server 43 Will 
eliminate the linkage of the registered customer ID data and 
the gaming machine 11, and instruct the reservation check 
ing unit 12E of the gaming machine 11 to unlock the gaming 
controller 12B, and thereby free the gaming machine 11. 
[0059] In the above gaming system of Embodiment 1, 
customers can promptly and easily knoW every jackpot 
value of many JPSs 10S and 10L by Watching the display 
30A of the GM reservation terminal 30, Without Walking 
around in a huge area ?lled With gaming machines 11. In 
addition, the customers can easily and reliably select one 
available gaming machine 11 in a JPS 10S or 10L With a 
favorable jackpot value by reserving the gaming machine 11 
through the GM reservation terminal 30. Indeed, the 
reserved gaming machine 11 Will be locked by the reserva 
tion checking unit 12F until customer ID data of a player 
Who Will start gaming on the gaming machine 11 matches 
the customer ID data registered in the reservation control 
server 43 (or a predetermined time has elapsed from the 
reservation), and accordingly, only an authorized player Who 
has reserved the gaming machine can play games on the 
gaming machine 11. Thus, the time for selection of gaming 
machines can be reduced, and therefore, the occupancy rates 
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of gaming machines Will improve, and customers can gain 
more opportunities to play games on a gaming machine 
linked to a favorable JPS. 

Embodiment 2 

[0060] Like the above gaming system according to 
Embodiment l, a gaming system according to Embodiment 
2 of the present invention is preferably installed in a casino 
Where, as shoWn in FIG. 9, a plurality of gaming terminals 
50 are provided in a large area and connected With a server 
complex 60 through a LAN 20. In contrast to the gaming 
system according to Embodiment l, the gaming system 
according to Embodiment 2 is a server-based gaming system 
Where the server complex 60 runs various game programs 
and each of the gaming terminals 50 primarily relays various 
kinds of data exchanged betWeen the players and the game 
programs running in the server complex 60 through the LAN 
20. 
[0061] The gaming terminal 50 is preferably a machine 
that is ?xed on a ?oor in the casino and has an appearance 
similar to that of the gaming machine 11 shoWn in FIG. 2. 
Alternatively, the gaming terminal 50 may be a portable 
device that is Wireless connected to the LAN 20 through one 
of access points scattered throughout the casino. In the case 
of FIG. 2, like the gaming machine 11 according to Embodi 
ment 1, the gaming terminal 50 comprises three display 
WindoWs 3A, 3B, and 3C, a player tracking unit 4, a coin 
inlet 5A, a bill/ticket inlet 5B, a ticket outlet 6, various 
buttons 7, a coin outlet 8A, a coin receiver 8B, and a speaker 
9. Those provide a player With the same functions as the 
similar components of the gaming machine 11 according to 
Embodiment 1 (details are described above). Accordingly, 
the player operates the gaming terminal 50 in the same 
manner as the gaming machine 11. 
[0062] In contrast to the con?guration of the gaming 
machine 11 shoWn in FIG. 3, the con?guration of the gaming 
terminal 50 is mainly divided into a gaming unit 51 and the 
player tracking unit 4, as shoWn in FIG. 10. The tWo units 
51 and 4 include a communication handler 51A and 4C, 
respectively, and thereby communicate With each other and 
the LAN 20. The gaming unit 51 displays game contents 
(eg a matrix of symbols and the amounts of the player’s 
credits, bets, and aWards), jackpot values, and reproduces 
visual/ sound effects in accordance With data sent from the 
server complex 60. The gaming unit 51 also informs the 
server complex 60 of data that the player enters into the 
gaming terminal 50. As shoWn in FIG. 10, the gaming unit 
51 includes a controller 51B, display/ speaker drivers 51C, a 
user interface 5D, and a coin counter and a coin hopper 51E. 
The controller 51B controls other components of the gaming 
unit 51 according to instructions received from the server 
complex 60. In particular, by using the display/ speaker 
drivers 51C, the controller 51B controls images appearing in 
the three display WindoWs 3A, 3B, 3C, and sounds come out 
of the speaker 9 (cf. FIG. 2). The user interface 51D relays 
various instructions from the buttons 7 to the server complex 
60 through the controller 51B. The server complex 60 
manages the amount of the player’s credits, Which is equiva 
lent to the amount of money inserted into the coin inlet 5A 
and the bill/ticket inlet 5B and counted by the coin counter 
51E (or Which the ticket reader decodes from the ticket 
inserted in the bill/ticket inlet 5B). According to instructions 
from the server complex 60, the controller 51B performs the 
payout of the player’s credits in coins discharged from the 
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coin hopper 51E (or by using a ticket on Which the amount 
of the credits printed by the ticket printer). The player 
tracking unit 4 have the same con?gurations and functions 
as the player tracking unit 4 of the gaming machine 11 
described above and FIG. 3. 

[0063] As shoWn in FIG. 11, the server complex 60 
consists of a plurality of servers, Which in particular include 
a game server 63, a selection control server 64, a terminal 
management server 65, and a customer management server 
66. The four servers 63, 64, 65, and 66 are integrally 
controlled by a system controller 61 and connected to the 
LAN 20 through a common communication handler 62. 

[0064] The game server 63 virtually constructs a gaming 
system that comprises a plurality of virtual jackpot systems 
(hereafter, VJPSs) 63S and 63L. Like real JPSs shoWn in 
FIGS. 3 and 4, the VJPSs are divided into tWo types: a 
standalone type 638 and a linked type 63L. The standalone 
VJPS 63S consists of a virtual jackpot controller 63A and a 
single virtual gaming machine (hereafter, virtual GM or 
VGM) 63B. The linked VJPS 63L includes a linked virtual 
jackpot controller 63C and tWo or more virtual GMs 63D. 
When linked to one of the real gaming terminals 50 by the 
terminal management server 65, each of the virtual GMs 
63B and 63D runs a game program, and then sends game 
contents to the linked gaming terminal 50, and receives 
player’s responses from the linked gaming terminal 50. 
[0065] In the standalone VJPS 638, the virtual jackpot 
(hereafter, JP) controller 63A informs the gaming terminal 
50 linked to the virtual GM 63B of jackpot values JV 1 and 
JV2 (cf. FIG. 2), and thereby, the linked gaming terminal 50 
displays the jackpot values JV 1 and JV2 in the upper display 
WindoW 3A. The virtual JP controller 63A performs a lottery 
process independent of the lottery processes of the virtual 
GM 63B every time the player bets on the linked gaming 
terminal 50, thereby deciding Whether or not the player Wins 
a jackpot. Here, the virtual JP controller 63A may be a 
progressive jackpot controller, that is, it may increment 
jackpot values JV1 and JV2 by a percentage of every bet of 
the player until the player Wins a jackpot. If deciding that the 
player Wins a jackpot, the virtual JP controller 63A instructs 
the linked gaming terminal 50 to inform the player of the 
Winning of the jackpot and then increase the player’s credits 
by the jackpot value JV1 or JV 2. If the virtual JP controller 
63A is a progressive one, it further resets the jackpot values 
JV1 and JV2. 

[0066] In the linked VJPS 63L, a linked virtual JP con 
troller 63C is linked to each of the virtual GMs 63D. The 
linked virtual JP controller 63C informs each of the gaming 
terminals 50 linked to one of the virtual GMs 63D of j ackpot 
values JV1 and JV2, and thereby, the linked gaming termi 
nals 50 display the common jackpot values JV 1 and JV2 in 
the upper display WindoWs 3A. The linked virtual JP con 
troller 63C performs a lottery process independent of any 
lottery processes of the virtual GMs 63D at every time When 
the players bet on the linked gaming terminals 50, thereby 
deciding Whether or not one of the virtual GMs 63D Wins a 
jackpot. Here, the linked virtual JP controller 63C may be a 
progressive jackpot controller, that is, it may increment 
jackpot values JV1 and JV2 by a percentage of every bet of 
the players until one of the virtual GMs 63D Wins a jackpot. 
After deciding that one of the virtual GMs 63D Wins a 
jackpot, the linked virtual JP controller 63C Will instruct the 
gaming terminal 50 linked to the Winning virtual GM 63D 
to inform the player that he or she has Won the jackpot, and 
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then increase the player’s credits by the jackpot value JV 1 
or JV 2. If the linked virtual JP controller 63C is a progres 
sive one, it further resets the jackpot values JV1 and JV 2. 
[0067] The selection control server 64 comprises a virtual 
gaming machine (hereafter, VGM) selection controller 64A, 
a jackpot value monitoring unit 64B, and an available virtual 
gaming-machine (hereafter, VGM) monitoring unit 64C, 
Which are interconnected and thereby communicate With 
each other. The VGM selection controller 64A runs various 
programs and thereby controls other components of the 
selection control server 64. The jackpot value monitoring 
unit 64B monitors the latest jackpot value(s) of each of the 
VJPSs 63S and 63L. The available VGM monitoring unit 
64C monitors the availability of each of the VGMs 63B and 
63D. At regular time intervals, or at the reception of a 
request from the gaming terminals 50, the VGM selection 
controller 64A Will access the jackpot value monitoring unit 
64B and the available VGM monitoring unit 64C, and then 
produce list outputs of the jackpot values and the available 
VGMs 63B and 63D. The VGM selection controller 64A 
further provides the list outputs to one of the gaming 
terminals 50, and then alloWs the player Who uses the 
gaming terminal 50 to select an available VGM 63B or 63D 
based on the jackpot values displayed by the gaming termi 
nal 50, and instructs the terminal management server 65 to 
link the selected VGM 63B or 64D to the gaming terminal 
50. 

[0068] The terminal management server 65 comprises a 
gaming terminal controller 65A and a log server 65B, Which 
are interconnected and thereby communicate With each 
other. The gaming terminal controller 65A manages the 
linkage betWeen the VGMs 63B, 63D and the gaming 
terminals 50, and in particular, establishes or terminates the 
connection therebetWeen. The log server 65B stores and 
updates a table shoWing the linkage. 
[0069] Like the customer management server 42 accord 
ing to Embodiment l, the customer management server 66 
comprises a player tracking controller 66A and a customer 
database 66B, Which are interconnected and thereby com 
municate With each other. The player tracking controller 66A 
receives customer ID data from one of the gaming terminals 
50 through the LAN 20, and then veri?es the received 
customer ID date against authorized customer ID data stored 
in the customer database 66B, thereby authenticating the 
player of the gaming terminal 50. If necessary to authenti 
cate the player, the player tracking controller 66A may 
require the gaming terminal 50 to display a message that 
instructs the player to enter additional personal information 
(eg a personal identi?cation number) through the touch 
panel 4A, then verifying the received personal information 
against personal information of authorized customers that is 
stored in the customer database 66B. In addition, the player 
tracking controller 66A may update the player’s points 
stored in the customer database 66B based on the data 
received from the gaming terminal 50. The customer data 
base 66B stores personal information of the registered 
customers. In the customer database 66B, the registered 
personal information is linked to speci?c customer ID data. 
[0070] In Embodiment 2 of the present invention, the 
gaming terminals 50 and the server complex 60 collaborate 
With each other according to a How chart shoWn in FIG. 12, 
and thereby alloW players to select and promptly play games 
on an available VGM 63B or 63D of one of the VJPSs 63S 
and 63L With favorable jackpot values in the folloWing steps. 






