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A method and system for presenting electronic casino games 
to a player is provided. A player Will establish a subscription 
between a Workstation and a gaming server that pertains to a 
single game category to receive game data pertaining only to 
the selected game category. The gaming server Will then send 
data pertaining to the selected game category to the Worksta 
tion at prede?ned or regular intervals, so as to update the 
game data. The Workstation provides ?ltering options for the 
player so that the player can ?lter out instances of game play 
not desired. Because the Workstation receives the data per 
taining to the selected game category, the Workstation can 
perform the ?ltering, and the player may ?lter through the 
game data of this category for as long as the subscription 
persists. 
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Establish a subscription pertaining to a 
selected category of games 702 

Receive the requested game data that 
pertains to the selected game category "\ 

at predefined intervals 704 

Filter the game data according to user 
preferences 706 

Display the instances of games 
available for play that meet the user \ 

preferences 708 

FIGURE 7 
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METHOD AND SYSTEM FOR PRESENTING 
ELECTRONIC CASINO GAMES TO A 

PLAYER 

BACKGROUND 

[0001] The present application relates generally to a 
graphical interface or lobby design for online multiplayer 
games, such as poker, blackjack, mahjong, video slots and the 
like. Such online games can be played on a computer Work 
station communicating over a computer netWork such as the 
Internet With a central gaming server. Such games can also be 
played on a Workstation taking the form of an electronic video 
gaming terminal that is installed in a casino-type environ 
ment, for example. 
[0002] A lobby page of an online multiplayer poker room 
provides a ?rst point of contact for a player Who visits an 
online poker room Where multiple games and tournaments 
are offered for play. The number of choices available to the 
player can be beWildering. The player ?rst has to become 
accustomed as to hoW to navigate the lobby page and to arrive 
at a ring game (i.e., an instance of a virtual game) or a 
tournament in Which the player Wishes to participate. If navi 
gation of the lobby page is complex, players may become 
discouraged or frustrated and may leave the online poker 
room, Which is undesirable for an operating entity (“opera 
tor”) that oWns and runs the online poker room, Who Will 
undoubtedly have incurred signi?cant marketing and adver 
tising expenditure in the ?rst instance to attract such players 
to that poker room. An operator of an online poker room 
desires to have a lobby page that is simple to navigate, e?i 
cient to use, and that Will alloW the player to commence game 
or tournament play in as short a time as possible. 
[0003] This has led to the use of navigation aids that are 
commonly found on lobby pages of online poker rooms, such 
as the classical tabbed display or the so-called “tree-vieW” 
display. For example, in a tree vieW structure, a player navi 
gates the lobby page by ?rst selecting a desired game and 
variety of the game to play (e.g., by selecting poker, and then 
possibly a 7-Card Stud game). Next, the player Will select a 
desired table limit or Wagering structure (e.g., possibly a ?xed 
limit game). Following, the player selects a desired table 
stakes, such as a $2/$4 game (e.g., corresponding to a betting 
structure per round of the game). Lastly, the player selects a 
particular game instance to join. 
[0004] A problem arises When the player Wishes to change 
a selection criteria. Suppose, for example, that the player 
decides to play a different variety of poker game, e.g., a 
5-Card Stud poker game. It is necessary for the player to 
navigate back up the tree vieW ladder and repeat all of the 
above steps to arrive at a suitable ?xed-limit 5-Card Stud 
game With $2/$4 table stakes to join. 
[0005] An example tabbed lobby page is shoWn in FIG. 1, 
Which is a screen shot from an online poker room home or 
“lobby” page shoWing an example prior art arrangement for 
providing real time game information to a potential game 
player. The player accesses the gaming Web site using a 
personal computer or other computing device With Internet 
access. As shoWn in FIG. 1, the lobby is presented on a user 
interface of the computing device. The lobby presents a 
tabbed display of eight categories or types of card games that 
are currently available for play via the Web site. Each game 
type is associated With a tab: 
[0006] Tab 1) Hold’emipoker games of the Texas 
Hold’em variety; 
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[0007] Tab 2) Omahaipoker games of the Omaha variety; 
[0008] Tab 3) Omahaipoker games of the Omaha Hi/ Lo 
variety; 
[0009] Tab 4) 7 Studipoker games of the 7-Card Stud 
variety; 
[0010] Tab 5) 5 Studipoker games of the 5-Card Stud 
variety; 
[0011] Tab 6) Privateiinvitation-only poker games estab 
lished by players; 
[0012] Tab 7) Sit & Goinon-scheduled tournaments; and 
[0013] Tab 8) MTT (Multi-Table Tournaments)isched 
uled tournaments. 
[0014] When any of the ?rst ?ve tabbed categories or types 
is selected, a player is presented With a list of all tables With 
poker games of that particular variation that are currently 
active. See FIG. 1, Which has Tab 1 selected and shoWs the 
tables for the Hold’em game. For each active game instance 
(virtual table) in the list, the folloWing attributes are dis 
played: 
[0015] a) Table Name: name of the table (typically, fanciful 
names to spark player interest, but may also be in the form of 
a number or index); 
[0016] b) Stakes: table stakes in the formatiSmall Blind/ 
Big Blind (e.g., Wagering structure); 
[0017] c) Players: number of Participating Players/ Max 
number of Players that can be accommodated; 
[0018] d) Limit: Whether the table is a no limit table, a pot 
limit table or a ?xed limit table in terms of betting limits; 
[0019] e) Av/Pot: average siZe of pots at that table; 
[0020] f) Plrs/Flop: average number of players Who have 
not yet folded at the ?op stage of the game; 
[0021] g) Wait: number of players Waiting to join the table; 
and 
[0022] h) Hnds/Hr: number of hands played per hour. 
[0023] The lobby illustrated in FIG. 1 also has a scroll 
feature 10 that a player can use With a slide bar 12 to shoW 
additional virtual tables in the Hold-em category, for 
example. Note that there may be doZens, potentially hun 
dreds, of tables available under this category. The user scrolls 
doWn to see all the available tables. This scroll feature is 
typically found in each of the game categories or tabs of FIG. 
1. 
[0024] Other games may display additional or different 
attributes. For example, if Tab 7 is selected for Sit & Go 
Tournaments, Which are single or multi-table poker touma 
ments that have no pre-set start time and that commence When 
a prescribed number of players required for the tournament 
have entered the tournament, a player is presented With a list 
of all Sit & Go tournaments that are either active or are 
pending. For each Sit & Go tournament in the list, the folloW 
ing attributes may be displayed: 
[0025] a) a tournament identi?cation code; 
[0026] b) a name of the tournament; 
[0027] c) a type of poker game played in the tournament; 
[0028] d) Whether the tournament is a no limit, pot limit or 
?xed limit tournament; 
[0029] e) number of seats available in the tournament; and 
[0030] f) the current siZe of blinds for active tournaments, 
and the number of players already entered for pending tour 
naments. 

[0031] As another example, if Tab 8 is selected for MTT, 
Which are poker tournaments that have a scheduled start time 
Where players are required to enter the tournament and to be 
available to commence play in time for the scheduled start of 
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the tournament, a player is presented With a list of all MTT 
tournaments (same instances) that are either active or are 
pending. For each MTT tournament in the list, the following 
attributes may be displayed: 
[0032] a) a tournament identi?cation code; 
[0033] b) a name of the tournament; 
[0034] c) a type of poker game played in the tournament; 
[0035] d) buy-in rules; 
[0036] e) number of entrants for the tournament; and 
[0037] f) a current siZe of blinds for active tournaments and 
a scheduled start time for pending tournaments. 
[0038] With the tabbed organization shoWn in FIG. 1, not 
only does this setup lack ease of use and navigation, but also 
this setup places a large load requirement on the gaming 
server. Information displayed on eachplayer’s lobby screen is 
dynamic since players are continually joining and dropping 
out of games, and table statistics constantly change. For 
example, if a table that appears in FIG. 1 has one or more 
vacant “seats,” doZens if not hundreds of persons may attempt 
to join the table Within a span of a feW minutes, especially in 
a period of high demand. As a result, vacant seats may be 
taken up in a matter of seconds. Similarly, the statistics on pot 
siZe, average payout, number of hands played per hour, etc., 
Will change constantly. As a result, it is important that the 
lobby information presented to players accessing and using 
online gaming softWare be both current and accurate, and 
remain so on an ongoing basis. 

[0039] Every player that is logged on to the online poker 
room is presented With all the data that canbe displayed on the 
lobby page, as described above FIG. 1. The data on the lobby 
page is obtained from a central gaming server and transmitted 
to a player’s client computing device by means of the Internet. 
The data is dynamic, since players may enter and leave non 
toumament poker games at any time, neW poker tables may be 
spaWned by the poker server during periods of high player 
demand and may be collapsed and consolidated during times 
of loW player demand. Further, tournaments commence and 
terminate, and numbers of players entered in tournaments 
change over time. Thus, fresh data is re-transmitted from the 
gaming server to each computing device periodically. The 
data is, ideally, real-time (or substantially real-time), giving 
the player an accurate snapshot of the state of the poker 
netWork. Further, it is not uncommon for several thousand 
players to be connected and playing simultaneously during 
peak periods. 
[0040] The net result of this situation is that the gaming 
server can be sWamped by the load placed upon the server by 
updating the lobby data tables to the computers of all of the 
logged in players. Such an overload may cause responsive 
ness of the gaming server to degrade, sloW doWn or even 
crash. The update frequency of the lobby data on each com 
puter Workstation consequently decreases, Which results in 
unfortunate consequences such as, for example, a player 
Wishing to join a poker table or a tournament on the basis of 
stale lobby data that indicates that a vacant seat exists at the 
poker table or tournament but at Which, in reality, no vacan 
cies exist as the last remaining seat has already been taken. 
[0041] The problem of timely and accurate updating of 
client computers as to game or tournament information and 
game statistics, Without degradation of gaming server perfor 
mance, is one of scalability. Moreover, the more players that 
join the netWork, the more load that is placed on the central 
gaming server to provide updates. As more players join and 
the overload problem becomes Worse, the result may be that 
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players stop playing or go elseWhere to play. Thus, this prob 
lem presents a bottleneck that limits the ability of the online 
poker room operators to accommodate more players. The 
inability to accommodate more players diminishes the poten 
tial revenue of the poker room operators. 
[0042] A system that presents and updates information to 
players engaged in on-line gaming and that lessens the over 
load problem and alloWs neW levels of scalability to be 
achieved is described in US. patent application Ser. No. 
11/159,051, ?led Jun. 21, 2005, the entire contents of Which 
are herein incorporated by reference as if fully set forth in this 
description. The ’051 application is not admitted as describ 
ing prior art. 
[0043] The system of the ’051 application includes a gam 
ing server that transmits game lobby pages to a multitude of 
distributed computing devices accessing an online poker 
room or poker rooms over a netWork such as the Internet. To 

overcome the above mentioned scalability problems, game 
data in the lobby displays is transmitted as individual pages 
along With icons by Which players can request additional 
pages for display. Updates are performed for only the dis 
played pages. This approach provides a signi?cant improve 
ment in server and netWork performance over other tech 
niques in Which all game statistics for a particular type of 
game are sent to each Workstation and the Workstation Would 
scroll through the entire data set as necessary to vieW all the 
game data. 
[0044] FIG. 2 is a screen shot from an on-line poker room 
home or “lobby” page shoWing an arrangement for providing 
real-time game information as disclosed in the ‘051 applica 
tion. As shoWn in FIG. 2, the lobby presents a tabbed display 
of seven categories or types of card games that are currently 
available for play via the Web site. Each game type is associ 
ated With a tab, for example, as folloWs: 
[0045] Tab 14) Hold’emipoker games of the Texas 
Hold’em variety; 
[0046] Tab 16) Omahaipoker games of the Omaha vari 
ety; 
[0047] Tab 18) 7 Card Studipoker games of the 7-Card 
Stud variety; 
[0048] Tab 20) 5 Card Studipoker games of the 5-Card 
Stud variety; 
[0049] Tab 22) 1 On lipoker games of the Heads-Up 
variety; 
[0050] Tab 24) Sit & Goinon-scheduled tournaments; and 
[0051] Tab 26) Multi Tableischeduled tournaments. 
[0052] When any of the ?rst four tabbed categories or types 
is selected, a player is presented With a list 28 of all tables With 
poker games of that particular variation that are currently 
active. FIG. 2 shoWs the tables for the Hold’ em variation (Tab 
14). In contrast With the lobby page of FIG. 1, there is no 
scroll feature by Which the player may vieW additional tables 
in the Hold’ em category. Instead, page icons 30 are displayed, 
and a player can select additional lobby pages displaying 
additional tables in the Hold’ em category by selecting one of 
the page icons 30. 
[0053] When a particular lobby page such as that shoWn in 
FIG. 2 is displayed, the page is periodically updated. The 
updating can be on a ?xed period or it can be When there is any 
change in the underlying data, or both, and there is no need or 
occasion to update data for instances of the games that are not 
currently displayed. Accordingly, When the server sends the 
update page to the computing device displaying lobby pages, 
there is no updating of game information for non-displayed 
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instances of games as there Would be if scrolling Were done as 
in FIG. 1 to vieW all the instances of the selected game type. 
As a result, the processing burden on a gaming server con 

tinuously updating hundreds or thousands of computers all at 
the same time is reduced, enabling improved server and poker 
netWork performance to increase. 

[0054] Although the system disclosed in the ’051 applica 
tion addresses the problem of scalability and server e?i 
ciency, a player is still faced With the problem of having to 
select pages and ?lter displayed game data, Whether in scrol 
lable or paged format, in an unstructured manner to locate a 

suitable on-line, real-time poker game to join that suits the 
player’s requirements or playing style. For example, the 
player may Wish to join only a high stakes poker game, or may 
Wish to join a poker game that has a larger number of partici 
pating players, or a game in Which the pots for Which the 
players compete are large relative to the table stakes. Such 
unstructured ?ltering can be time-consuming and tedious for 
a player, irrespective of Whether the lobby game data dis 
played to the player in a scrollable WindoW or by means of 
separate selectable pages of game data. 

[0055] One other system that enables players engaged in 
on-line gaming to search through displayed lobby data is 
described in Us. patent application Ser. No. 11/260,020 ?led 
Oct. 26, 2005, the entire contents of Which are herein incor 
porated by reference as if fully set forth in this description. 
The system of the ’020 application includes a gaming server 
that transmits game lobby data to a multitude of distributed 
computing devices accessing an online poker room, or poker 
rooms, over a netWork. To overcome the above problem of 
unstructured ?ltering of game data, the game lobby display 
includes a search engine that can be invoked by a player and 
con?gure search parameters relating to a type of online real 
time game that the player Wishes to play. Once a player has 
con?gured the search parameters, a search engine operated by 
the gaming server screens all available instances of the online 
game to locate a subset thereof including those game 
instances that match the search parameters. The subset of 
games located by the search engine is displayed to the player, 
and the player is then able to select one of the game instances 
in the displayed search results in order to join the game. The 
’020 application also provides for an instant start feature in 
Which the player is automatically admitted to a ?rst instance 
of the game that is located by the search engine and Which 
matches the search parameters. 

[0056] The solution presented in the ’020 application has 
been successful in that it alloWs a player to locate a suitable 
instance of an online game from all available instances of the 
game more quickly than can be achieved by means of an 
unstructured search through raW game data, Whether in scrol 
lable or in paged format. Despite this, hoWever, ine?iciencies 
still exist. For example, if the player’s preferences change 
during a playing session, it becomes necessary for the player 
to re-invoke the search facility on the computing device and to 
recon?gure the search parameters. The search engine on the 
gaming server Will then be required to re-screen the entire set 
of game data and to display to the player a subset thereof that 
match the amended search parameters, Which is tedious. 
There remains a need for a more ef?cient and more discrimi 

nating Way of locating an instance of an online game from all 
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available instances of the game. Keen poker players Wish to 
spend more time playing the game and less time searching for 
a suitable game to join. 

SUMMARY 

[0057] Disclosed herein are embodiments of a method and 
system for presenting electronic casino games to a player. The 
method includes establishing a subscription betWeen an elec 
tronic gaming device and a gaming server that indicates 
requested game data by a user of the electronic gaming 
device. The requested game data pertains to a selected game 
category and indicates variants of instances of games avail 
able for play. The method also includes, at prede?ned inter 
vals, receiving the requested game data at the electronic gam 
ing device that pertains to the selected game category so that 
the requested game data is refreshed at the electronic gaming 
device at sub sequent intervals. The method further includes at 
the electronic gaming device, ?ltering the requested game 
data according to user preferences so as to ?lter out variants of 

instances of games available for play, and displaying 
instances of games available for play that meet the user pref 
erences. 

[0058] In another embodiment, an electronic gaming 
device for playing an electronic casino game is provided that 
includes a processing unit and a memory storing a client 
interface program for execution by the processing unit. The 
client interface program is executable to establish a subscrip 
tion betWeen the electronic gaming device and a gaming 
server that indicates requested game data by a user of the 
electronic gaming device that pertains to a selected game 
category and indicates variants of instances of games avail 
able for play. The client interface program is also executable 
to receive the requested game data at the electronic gaming 
device that pertains to the selected game category at pre 
de?ned intervals so that the requested game data is refreshed 
at the electronic gaming device at subsequent intervals. The 
client interface program is further executable to ?lter the 
requested game data according to user preferences so as to 
?lter out variants of instances of games available for play, and 
display instances of games available for play that meet the 
user preferences. 

[0059] In still another embodiment, a graphical interface 
for displaying game data associated With electronic casino 
games is provided. The graphical interface includes game 
category tabs each associated With a respective game cat 
egory, and a display pane. Upon selection of a game category 
tab, instances of games available for play pertaining to the 
selected game category tab are displayed in the display pane. 
The graphical interface also includes an option pane With 
?ltering icons and a slider bar. The ?ltering icons are select 
able to ?lter game data according to user preferences so as to 
?lter out variants of instances of games available for play, 
While the sliderbar indicates a range of amounts of Wagers for 
a game and includes markers positionable on the slider bar so 
as to bracket a desired range and ?lter out variants of instances 

of games that do not offer Wagers in the desired range. 

[0060] Other aspects of the present disclosure Will become 
apparent from the folloWing detailed description, taken in 




















