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(57) ABSTRACT 

A system for Wireless gaming comprises a central game pro 
cessor having Wireless transmission and reception ability. 
The game processor has a device server and a local game 
server. Multiple user input devices having a visual display and 
Wireless transmission and reception ability are provided. The 
Wireless devices are used to play a game in Which a player 
places a multiple part Wager comprising at least tWo distinct 
Wagers to participate in a game. At least a partial hand of cards 
is provided to each player, and at least one common card is 
provided. Players are given an opportunity to Withdraw a 
portion of the Wager after vieWing the player cards. The at 
least one common card is revealed and play is resolved. All 
Wagers not Withdrawn by the player are resolved 
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WIRELESS BET WITHDRAWAL GAMING 
SYSTEM 

BACKGROUND OF THE INVENTION 

[0001] 1. Field ofthe Disclosure 
[0002] The present disclosure generally relates to casino 
gaming machines and, more particularly, to a Wireless gam 
ing systems in Which a casino Wagering game can be played 
by means of a mobile (Wireless) device, a non-mobile gaming 
device or both. 

[0003] 2. Background ofthe Art 
[0004] Generally, there are tWo types of casino table games: 
(i) games With a single common game outcome (referred to 
herein as “communal games”) such as, for example, Baccarat, 
Roulette, Craps, and certain slot games; and (ii) games With 
player-speci?c outcomes such as, for example, poker and 
blackjack, and variations thereof such as Let It Ride® Stud 
Poker and Royal Match 2l®& Blackjack. Certain casino 
games do not require the player to make any decisions other 
than placing an initial Wager. Players may, hoWever, Wager on 
different selected outcomes in certain communal games. For 
example, in Baccarat, the player may choose to Wager on the 
player hand, the dealer hand, or on a tie. Thus, While the 
player may Wager on different outcomes such that one player 
may Win While another loses, the outcome of the game itself 
is common to all players. 
[0005] Other games, Whether or not communal, require 
player decisions other than Whether to place a Wager and on 
What outcome to Wager. For example, Blackjack requires the 
player to make decisions (hit or stand, double doWn or fold, 
etc.) and the game outcomes largely depend on the decisions 
players make during the game. The pace of games that require 
player decisions (other than placing initial Wagers) is set by 
the player. 
[0006] A majority of casino table games are ones With 
player-speci?c outcomes. One popular table game that falls 
into this category is Let it Ride® Stud poker and it’s Well 
knoWn variants (Let it Ride Bonus® and Let It Ride The 
Tournament®.) Each player receives a partial hand of three 
cards each from a single 52 card deck and each partial hand is 
therefore unique. Even though each player hand also includes 
tWo communal cards, the hand composition of each ?nal hand 
is still unique, because each hand includes three unique cards. 
The game of Let it Ride® stud poker is played against a pay 
table. Even if tWo players hold a Winning hand of equal poker 
rank (even though the card suits are different), the players 
both Win and are paid an odds payout according to a posted 
pay table containing predetermined Winning combinations 
and payout odds. 
[0007] In a traditional casino environment, players play 
casino Wagering games against a real or virtual dealer While 
sitting at a physical game table Where the desired game is 
being played and those game tables have limited space for 
players. A substantial disadvantage to the Way such games are 
currently presented is that a player may participate in a game 
in only certain speci?ed locations Within the gaming environ 
ment (e.g., a casino), and at times When seats are available. 
For example, in order to play Baccarat, the player may have to 
travel through a large hotel/ casino complex to a speci?c gam 
ing area Where the Baccarat table is located. Additionally, the 
baccarat table may not have seating available. Such a restric 
tive gaming environment hampers players’ accessibility to 
different casino games and reduces their opportunities to play 
such games. 
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[0008] It is therefore desirable to provide games such as Let 
it Ride® stud poker in alternate gaming formats in order to 
increase player opportunities to play the game. One such 
alternate gaming format is a Wireless gaming platform that 
enables play on a hand-held device. Another gaming format is 
a multi-player gaming platform that communicates With a 
Wireless gaming platform for the purposes of increasing 
player capacity of the multi-player gaming platform by pro 
viding Wireless gaming devices. 

SUMMARY OF THE INVENTION 

[0009] A ?rst embodiment of the present invention is a 
Wireless gaming system programmed to enable play of stud 
poker variants such as Let It Ride® on a Wireless gaming 
device. Players may play individual games or may participate 
in group play. In a group play format, each player Within a 
predetermined group receives three unique cards and tWo 
community cards from a single deck. The total number of 
players in the group is limited to 16, since three cards are dealt 
to each player, and three cards are dealt to common card area, 
With one card “burned.” The total number of cards (52) in the 
standard deck puts a limit on the number of players that can 
engage in group play. In group play, the community cards 
received by each player in the group are identical. In other 
embodiments, each player plays a game that is administered 
by the game server and is Wholly independent of other games 
being played, i.e. the player hand and community cards are 
dealt from a separate deck of cards that are not shared by other 
players. 
[0010] Regardless of Whether the players select group play 
or individual play, players using this system establish a credit 
account With the entity administering the game, access a 
Wireless game server using a Wireless device, and enter play 
decisions on a Wireless device. In a preferred form of the 
invention, the Wireless device is a hand-held device used 
Within a secure Wireless netWork located in a designated area 
of a casino. Other embodiments include stationary Wireless 
gaming stations. Although the secure Wireless netWork is 
preferably on the casino ?oor under the current regulatory 
climate, other secure netWork locations are contemplated. For 
example, the netWorks may be located in multiple locations 
Within a resort, such as in guest rooms, in restaurants and 
lounges as Well as on the gaming ?oor. In yet other embodi 
ments, and as gaming laWs permit, established Wireless net 
Works such as knoWn cell phone netWorks are used to transmit 
and receive Wager and other play decisions. 
[0011] Wireless gaming systems of the present invention 
include a device server enabling play of casino Wagering 
games on Wireless devices. A secure Wireless netWork is in 
communication With the device server, enabling multiple 
users to enter Wager and/or other play commands on a Wire 
less device. The device server communicates With a local 
game server that is programmed With the game rules, and pay 
tables comprising predetermined Winning hands and payout 
odds. 
[0012] In a second preferred embodiment, the Wireless 
game server is in communication With a multi-player gaming 
platform located on a casino ?oor, and data from the external 
game server (Which is external to the Wireless gaming plat 
form but internal to the multi-player platform) is fed to the 
local game server and made available so Wireless players can 
participate in the speci?c game being played. In this embodi 
ment, the number of Wireless players is limited because of the 
number of available cards, so this game format is less pre 
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ferred. However, the physical structure of this system Will be 
described in detail below, because the system includes all the 
components of the stand-alone Wireless gaming platform, 
combined With an interactive multi-player gaming platform. 
It is to be understood that the local game server and the 
external game server can both be programmed to enable the 
play of proprietary casino games such as Let it Ride® Stud 
Poker. It is to be understood that by removing the multi-player 
platform from the system and enabling the local game server 
to take over game play administration that is typically man 
aged by the external game server results in a Wireless system 
that enables individual and/or group play of casino games 
With player-speci?c outcomes. 
[0013] The second embodiment includes a gaming system 
that includes an interactive, multi-player electronic gaming 
platform that communicates With a Wireless game platform 
With a device server. The Wireless game platform also has a 
game server that communicates With an external game server 
of the electronic gaming platform. The external game server 
is programmed to enable the play of Let It Ride® stud poker. 
[0014] The game server of the Wireless game platform is 
programmed to executes a group game, and individual play 
er’s game, or Will be overridden by the external game server 
to enable Wireless play of the same game being conducted on 
the multi-player electronic gaming platform. It is to be under 
stood that not all game functions are necessarily overridden. 
The randomly determined card values are determined in the 
external game server instead of in the local game server When 
the Wireless game server is combined With a multi-player 
gaming platform. 
[0015] For purposes of clarity, the discussion beloW relates 
to the embodiment Wherein Wireless players are participating 
in the same game being executed on a multi-player platform. 
It is to be understood that in this example, a limited number of 
players (a maximum of 16) including players at the multi 
player platform and all Wireless players can play the same 
game, due to the limited number (52) of cards in the deck 
[001 6] Other embodiments of the invention include provid 
ing cards from a pool of more than one deck to enable more 
players to join in group play. 
[0017] The second embodiment includes a plurality of 
physical player stations communicating With the external 
game server (Which in one embodiment is internal to the 
multi-player platform) by Way of a physical connection to 
enable a player at each player station to play the interactive, 
multi-player game executed by the external game server. The 
external game server communicates With a device server that 
is capable of managing Wireless gaming devices. The pre 
ferred device server is in further communication With a plu 
rality of Wireless hand-held gaming devices. In other embodi 
ments, the Wireless gaming devices are stationary. The 
Wireless gaming devices communicate With the device server 
over a preferably secure Wireless netWork located on a casino 

?oor or elseWhere to enable a mobile player operating each 
corresponding Wireless gaming device to play the communal 
game executed by the game server. The device server may 
operate in conjunction With one or more other servers such as 
the local game server discussed beloW. 

[0018] In another embodiment, a method of playing an 
interactive multi-player game or individual’s game of Let It 
Ride® poker is disclosed, Wherein the multi-player game is 
one in Which all players have a unique game outcome and in 
Which player decisions are made in a limited amount of time 
as determined by the local game server, the external game 
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server, or both, in order to maintain the How of the game and 
avoid delays that might discourage players from playing the 
game. 
[0019] In one embodiment, the time in Which to make a 
decision to make three equal Wagers or take back a Wager is 
limited to a set time, and all participating players must make 
play decisions Within the time limits set by the game system. 
[0020] One exemplary method of the present invention 
comprises executing the multi-player game on a external 
game server; enabling a player at each of a plurality of sta 
tionary player stations to play the multi-player game executed 
by the external game server; and alloWing a plurality of Wire 
less gaming devices to Wirelessly communicate With the 
external game server so as to enable a mobile player operating 
each corresponding Wireless gaming device to play the same 
multi-player game executed by the game server. For purposes 
of this disclosure, the term “same game” refers to a game 
played out of the same deck or set (ieimultiple decks) of 
cards. 
[0021] The present disclosure also contemplates a method 
of operating a Wireless gaming device that includes selecting 
one of a ?rst game of Let It Ride® poker having a ?rst game 
executed by a local game server and a second game executed 
by an external game server and a multi-player gaming system. 
Gaming systems of the present invention may include a local 
(Wireless) game server executing rules for a ?rst game of Let 
It Ride® poker, and/or an external game server executing 
rules for a second game (different from Let It Ride® poker on 
a multi-player platform and communicating With the local 
game server, and a Wireless gaming device communicating 
Wirelessly With at least one of the local game server and the 
external game server. The Wireless gaming device of the 
gaming system has an input With Which a user of the Wireless 
gaming device may select to play the ?rst game executed by 
the local game server or the second game executed by the 
external game server and a display on Which is displayed a 
result of the selected game. 
[0022] Currently, multi-player electronic gaming platforms 
are provided as large free-standing gaming devices in a 
casino. These platforms take up a large amount of ?oor space. 
The Win/unit of ?oor space can be improved by providing 
systems enabling Wireless play on gaming platforms of this 
type 
[0023] Wireless play of games executed on multi-player 
platforms alloWs greater player mobility Within the casino 
establishment and also alloWs a larger number of players to 
participate in a common game, Without reducing the speed of 
play, and at the same time, such play increases the capacity 
and revenue generating ability of existing multi-player plat 
forms. The Wireless gaming approach according to one 
embodiment of the present disclosure may reduce or elimi 
nate the need for the player to travel through a large hotel/ 
casino to a speci?c gaming area Where the desired gaming 
table is located. 
[0024] Furthermore, the Wireless gaming approach may 
further minimize search time for a player to search for a 
particular game and, potentially eliminate the Wait time When 
a player ?nds that the desired game table location is occupied 
by another player. The Wireless or mobile player may partici 
pate in a multi-player or other group game regardless of 
Whether there is a physical player station available for use. 
Exemplary systems include one or more handheld gaming 
devices each equipped With a display, one or more (local, 
external or both) gaming servers con?gured to communicate 
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Wirelessly With the handheld gaming devices, and one or 
more ?nancial servers con?gured to record ?nancial transac 
tions for players playing communal games of chance on the 
handheld gaming devices. 

BRIEF DESCRIPTION OF THE DRAWINGS 

[0025] For the present disclosure to be easily understood 
and readily practiced, the present disclosure Will noW be 
described for purposes of illustration and not limitation, in 
connection With the following ?gures, Wherein: 
[0026] FIG. 1 shoWs an interactive, computer-based com 
munal gaming platform according to one embodiment of the 
present disclosure; 
[0027] FIG. 2 illustrates structural details of an exemplary 
Wireless gaming device that can be used in the gaming plat 
form of FIG. 1; 
[0028] FIG. 3 depicts an exemplary layout for a netWork 
based implementation of the communal gaming platform of 
FIG. 1; 
[0029] FIG. 4 provides additional networking details shoW 
ing hoW mobile or Wireless gaming devices can be used in the 
communal gaming platform of FIG. 1; 
[0030] FIGS. 5A-5D are ?oWcharts that illustrate exem 
plary methods for initializing, funding and playing a commu 
nal game Wirelessly according to embodiments of the present 
disclosure; 
[0031] FIG. 6 illustrates a node that may be used in any of 
the processor-based devices according to any embodiment of 
the present disclosure; and 
[0032] FIG. 7 shoWs an exemplary game play surface for 
play of Let It Ride® stud poker. 

DETAILED DESCRIPTION 

[0033] Reference Will noW be made in detail to certain 
embodiments of the present disclosure, examples of Which 
are illustrated in the accompanying ?gures. It is to be under 
stood that the ?gures and descriptions of the present disclo 
sure included herein illustrate and describe elements that are 
of particular relevance to the present disclosure, While elimi 
nating, for the sake of clarity, other elements found in typical 
casino gaming systems. 
[0034] Any reference in the speci?cation to “one embodi 
ment,” “a certain embodiment,” or any other reference to an 
embodiment is intended to indicate that a particular feature, 
structure or characteristic described in connection With the 
embodiment is included in at least one embodiment and may 
be utiliZed in other embodiments as Well. Moreover, the 
appearance of such terms in various places in the speci?cation 
does not necessarily refer to the same embodiment. Refer 
ences to “or” are furthermore intended as inclusive so “or” 

may indicate one or another of the “ored” terms or more than 
one “ored” term. 

[0035] Embodiments of the present Wireless gaming sys 
tem are directed to a system that executes a group game or 

individual’s game of Let It Ride® poker that may be played 
by multiple players. In group game play, all players Wager on 
individual player outcomes that cannot be altered by player 
decisions. Players may be required to make play decisions in 
group play to avoid delaying the game for other players. In 
individual play, the players may or may not be given time 
limits in Which to make play decisions. Players choose only 
Whether to place a multi-part Wager and, as the game 
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progresses, Which of their Wagers may be WithdraWn during 
play of the game according to the rules of Let It Ride® stud 
poker. 
[0036] Some casinos may choose to provide group play in 
an alternate format that permits an unlimited number of play 
ers to participate. In this alternate format, each participating 
player simultaneously receives the same hand of cards. This is 
a less preferred format because it makes the game much more 
volatile for the house. In a more preferred form of group play, 
each player receives a unique partial hand of three cards each 
and that partial hand is combined With tWo communal cards to 
arrive at a ?nal ?ve-card hand. 

[0037] The rules of Let It Ride® poker are Well knoWn and 
are described according to the disclosure of US. Pat. No. 
5,288,081 as folloWs in a live table format. For purposes of 
this disclosure, the term “live” refers to a game With a physi 
cal dealer, and physical game elements such as cards and/or 
chips. This live table format may be virtually reproduced or 
simulated on a multi-player platform such as the system 
described beloW. 
[0038] Referring to FIG. 7, the apparatus for the Wagering 
game of the present invention includes a horiZontal common 
display screen capable of displaying a gaming surface 10 The 
gaming surface 10 is shoWn With a curved side 12 for virtually 
accommodating up to seven players and a straight side 14 for 
accommodating the dealer. The gaming surface 10 includes 
seven player positions 19A-g. Although seven playing posi 
tions or locations 18a-g for individual players are provided in 
this example, it is not essential to the game that exactly seven 
persons play and as many as sixteen players may participate. 
For strict replication of casino play, a maximum of seven 
players provides for a game that is easily manageable by the 
dealer and house, and one in Which the individual players feel 
more involved. 

[0039] In a virtual World of gaming, especially in a multi 
player game format, the number of players (physical plus 
Wireless) is limited to 16 Without altering the game rules. In 
other embodiments, using different game rules, any number 
of players may participate. For example, additional players 
may play if multiple decks of cards are used form the set of 
cards from Which hands are dealt. In other forms of the game, 
all players receive the same hand of cards, instead of distinct 
player hands. A house dealer position 20, including an area 
suitable for displaying the dealer’s cards 21, is provided. 
[0040] Each of the playing positions 18a-g is shoWn as 
including a Wagering Zone 22, comprising three separate and 
distinct Wagering or betting areas 22a, b, 0. Each position 
18a-g also includes a card area 19a-g for receiving and dis 
playing virtual cards dealt to the player occupying the posi 
tion. The Wagering areas 22a, b, c are designed to receive 
appropriate Wagering indicators or settling means such as 
virtual chips (not shoWn) or indications of amounts electroni 
cally Wagered. 
[0041] At one side of the dealer station 20, the apparatus for 
practicing the method of the present invention may include an 
image of a microprocessor or computer controlled shuf?ing 
machine or delivery shoe 32 supported by a table extension 
34. The shuf?ing machine 32 may include a dealing module 
for automatically and sequentially dealing cards and also may 
include a display means for displaying Wager amounts, the 
identity of Winning players, or other game related informa 
tion. 
[0042] The initial step in playing en electronic game of the 
present invention is preparing or shuf?ing a virtual deck of 
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cards by activating the shuf?ing machine 32, by virtually 
hand-shuf?ing a deck or by activating a random number 
generator to provide random partial hands of cards to each 
player. Before receiving any virtual cards or before the fronts 
of the virtual cards are revealed to the players, the players 
place an initial three-part virtual Wager by putting equal 
amounts in each of the three betting areas 22a, b, 0. Two of the 
parts of this initial Wager, the parts placed in Wagering area 
22a and 22b are retrievable at the option of the player. The 
third portion placed in area 220 cannot be WithdraWn under 
the game rules. After the placing the Wagers by each player, 
the virtual cards are dealt, three cards being dealt face-doWn 
to each player and tWo cards are dealt face-doWn in front of 
the dealer. In the virtual form of the game, an interactive 
virtual dealer image is provided and is displayed on an upright 
display. The players may input a decision into a user interface 
to inspect or “sWeat” their cards in preparation for reaching a 
decision on WithdraWing a Wager or “Letting It Ride.” The 
players are queried by the virtual dealer about Whether the 
?rst part of the initial Wager, the part placed in Wagering area 
22a, should be left or Whether the player Wishes to WithdraW 
that portion of the bet. Each player makes the decision by 
player input in the user interface on the basis of the three cards 
forming the player’s incomplete hand at this point. Once each 
player has been queried and has decided Whether or not to let 
the ?rst portion of the bet stay in play, and those bets the 
player chooses to retrieve or remove are physically removed 
from area 2211 and returned to the player, the dealer reveals the 
face of one of the face-doWn common or community cards. 
NoW, each player has four cards to consider, the three cards 
dealt to that player originally (Which may be a single set of 
three cards in a communal game) and the single common card 
shoWing on the table. Each player must then decide Whether 
to let the second part of the initial Wager stay in play or 
Whether to WithdraW it from the game. After each player is 
queried and decides What to do With regard to the second part 
of the bet, and those bets to be WithdraWn are physically 
(virtually) removed from area 22b and returned to the player 
(e.g., credited to the player’s account for the game). The 
dealer then reveals the face of the second common or com 
munity card. Each player noW has a virtual ?ve card hand 
comprised of the three cards each player Was originally dealt 
plus the tWo revealed common cards. The third bet, the bet 
placed at virtual Wagering area 220, is not retrievable and the 
How of the game proceeds to Where the players shoW or reveal 
their three cards to the dealer, or since this is a virtual game, 
the player cards have already been completely disclosed. The 
virtual dealer resolves each player’s bet (Which includes all 
three parts, the second and third part or only the third part, 
depending on the player’s choices during play of the hand) 
based on the ?ve card hand and determines What payout, if 
any, the player is entitled to receive according to the payout 
schedule at the particular gaming table, game format or 
casino operating the virtual gaming system. Bets on non 
Winning hands are electronically collected by the dealer or 
house. Winning payouts are credited to the player’s credit 
meter. The hand is then over and a neW hand begins. 

[0043] In other forms of the game, bonus side Wagers may 
be made and players may Win this bonus side bet When the 
player hand composition is one of a number of predetermined 
Winning poker hands With corresponding payout odds. 
[0044] The aWard or payoff is given for each of the bets that 
remain in play at the end of the hand. A typical pay table 
Would be as folloWs: 
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Pair, Tens or Better l-l (even money) 
TWo Pairs 2-1 
Three ofa Kind 3-1 
Straight 5-1 
Flush 8-1 
Full House ll-l 
Four ofa Kind 50-1 
Straight Flush ZOO-l 
Royal Flush 1,000-1 

[0045] The bet WithdraWal methods of the present inven 
tion is not limited to ?ve card poker games, but may be 
applied or used in other appropriate games such as seven card 
poker. The method of the present invention does not require 
the display of a virtual shuf?ing machine 32, virtual dealing 
module 33 or virtual chips. HoWever, these displayed game 
elements provide a more realistic live game simulation add 
interest to the game. While the initial Wager of the present 
invention is preferably comprised of three equal bets, the bets 
do not necessarily have to be equal. While equal bets are 
preferred for casino play, unequal bets may be used. In addi 
tion, more than or feWer than three bets may be made. For 
example, the game rules could alloW for four equal bets 
Wherein all but one bet may be WithdraWn during the game. 
The Wagering game of the present invention might be played 
With a virtual dealer or Without a virtual dealer image in 
interactive electronic or video form With automatic coin, 
crediting or betting means receptacles and equivalent payout 
capability, Wherein appropriate symbols for cards, Wagers or 
score keeping Would be displayed electronically. 
[0046] General descriptions of the technology disclosed 
and claimed herein include a gaming system With at least: 
[0047] a device server in communication With a local game 
server capable of managing Wireless gaming devices; 
[0048] a local game server in communication With the 
device server; and 
[0049] a secure Wireless netWork in communication With 
the device server; and 
[0050] multiple Wireless devices capable of communicat 
ing With the secure Wireless netWork, receiving Wager com 
mands and displaying game outcomes, Wherein the local 
game server performs game steps comprising: 
[0051] each player placing a multipart Wager to participate 
in the game; 
[0052] dealing cards to each player and at least one com 
mon card, all the common cards being dealt face doWn; 
[0053] giving each player a chance to examine the cards 
received by that player and to WithdraW a part that is less than 
all of the multipart Wager and the player electing to WithdraW 
the part or not; 
[0054] shoWing the at least one common card, thereby pro 
viding a hand for each player, each player’s hand comprising 
the shoWn at least one common card and the cards each player 
Was dealt; and 
[0055] resolving each player’s remaining Wager from the 
multipart Wager Which Was not WithdraWn based on the rank 
of that player’s hand. 
[0056] The multipart Wager may be at least three parts. The 
quantity of cards dealt to each player may be three, there may 
be tWo common cards, and the multipart Wager may be in 
three parts and all parts of the multipart Wager may be equal. 
In some forms of the invention, an interactive multi-player 
gaming platform is provided having an external game server 
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and multiple physical player stations. The external game 
server communicates With the device server. The local game 
server also communicates With the device server and the 
external game server. When the game being played on the 
Wireless devices is the same game being played on the multi 
player gaming platform, the game information from the exter 
nal game server is communicated to the Wireless devices over 
a secure Wireless netWork that communicates With the device 
server. 

[0057] The system may be further characterized as includ 
ing at least: 
[0058] a Wireless gaming platform comprising a local game 
server, a device server, and a secure Wireless netWork in 
communication With the device server, the Wireless gaming 
platform having Wireless transmission and reception ability; 
[0059] multiple user input devices having visual display 
ability and Wireless reception and Wireless transmission abil 
ity; 
[0060] each of the multiple user input devices (e.g., PDAs, 
cell phones, iPhonesTM systems, laptops, specially designed 
hand-held gaming devices or any other Wireless transmission 
system that can support user input and Wireless communica 
tion With the Wireless gaming platform) enabling user input of 
Wagers, Wager amounts and decisions made during play of a 
game having steps comprising: 

[0061] a) a player placing a Wager comprising at least 
tWo distinct Wagering parts; 

[0062] b) providing to the player at least a portion of the 
player’s playing cards so that partial information or a 
game outcome is provided, 

[0063] c) giving the player at least one opportunity, 
before the player’s ?nal game outcome is determined, to 
WithdraW from engagement in the game at least one 
Wagering part of the at least tWo Wagering parts, but less 
than all of the at least tWo Wagering parts, 

[0064] d) continuing play of the game With additional 
playing cards used to form a hand of cards for the player 
are displayed to the player, and 

[0065] e) resolving all Wagers not WithdraWn by the 
player from the at lest tWo Wagering parts. 

The at least a portion of the player’s playing cards may be 
three cards, and community cards in one embodiment are 
used to display the additional playing cards. Preferably tWo 
community cards are used to display the additional playing 
cards. The multipart Wager may be at least or exactly three 
parts. The quantity of cards dealt to each player is preferably 
exactly three, there are exactly tWo common cards, and the 
multipart Wager comprises three parts. Preferably all parts of 
the multipart Wager are equal and the game comprises a poker 
game, and aWards are made for predetermined ranks of hands 
in the card game against a paytable, and not a dealer hand. 
[0066] The system may embody steps of the game in Which 
at least: 

[0067] each player placing a Wager to participate in the 
game; 
[0068] dealing three cards to each player and tWo common 
cards face doWn; 
[0069] giving each player the chance examine the three 
cards received by that player and to WithdraW part of the 
Wager; 
[0070] shoWing only one of the common cards; 
[0071] giving each player another chance to WithdraW 
another part of the Wager; 
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[0072] shoWing the second of said tWo common cards, 
thereby providing a ?ve card hand for each player, each 
player’s ?ve card hand comprising the tWo shoWing common 
cards and the three cards each player Was dealt; and 
[0073] resolving each player’s remaining Wager, Which Was 
not WithdraWn based on the poker ranking of that player’s ?ve 
card hand against a paytable. 
The Wager may be divided into three equal parts and Wherein 
at least one of the three parts may not be WithdraWn. The 
player cards in one embodiment may de?ne communal cards 
for all players playing a single round of play, and the addi 
tional cards may be common cards. 
[0074] An exemplary gaming system may also be 
described herein as having at least: 
[0075] an interactive multi-player computer-based Wager 
ing game platform having an external game server executing 
a multi-player game, and a plurality of physical, stationary 
player stations communicating With the external game server 
by Way of a physical connection such as a hard Wired con 
nection to enable a player at each player station to play said 
communal game executed by said external game server; 
[0076] a local game server in communication With the 
external game server, and 
[0077] a device server in communication With the external 
game server and a plurality of Wireless gaming devices, the 
Wireless gaming devices communicating With the device 
server over a secure Wireless netWork to enable a mobile 

player operating each corresponding Wireless gaming device 
to play said multi-player game executed by said game server, 
Wherein the external game server performs game steps com 
prising: 
[0078] each player placing a multipart Wager to participate 
in the game; 
[0079] dealing cards to each player and at least one com 
mon card, all the common cards being dealt face doWn; 
[0080] giving each player a chance to examine the cards 
received by that player and to WithdraW a part that is less than 
all of the multipart Wager and the player electing to WithdraW 
the part or not; 
[0081] shoWing the at least one common card, thereby pro 
viding a hand for each player, each player’s hand comprising 
the shoWn at least one common card and the cards each player 
Was dealt; and 
resolving each player’s remaining Wager from the multipart 
Wager Which Was not WithdraWn based on the rank of that 
player’s hand. 
[0082] The Let It Ride® stud poker game may be played as 
a communal game, Wherein each participating player receives 
the same partial hand consisting of three cards. When the 
game is played in connection With play of the game on a 
multi-player platform, all Wireless players may receive a dis 
tinct hand (and limits are placed on the number of players that 
can participate in each round), or all Wireless players can play 
the same hand Which may be the same hand or a separate hand 
from one of the players playing on the multi-player platform. 
[0083] An alternative description for gaming systems and 
methods of play according to the generic scope of present 
technology includes a system for providing Wireless play of a 
game. The system may have a) a central game processor 
having Wireless transmission and reception ability; b) mul 
tiple user input devices selected from the group consisting of 
cellular phones and PDAs having visual display ability and 
Wireless reception and Wireless transmission ability to the 
central game processor; c) each of the multiple user input 
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devices enabling user input of at least one of wagers, Wager 
amounts and decisions made during play of a game. A pre 
ferred game Would include steps of: 

[0084] a) a player placing a Wager comprising at least 
three distinct Wagering parts; 

[0085] b) providing to the player at least a three-card 
portion of the player’s playing cards so that partial infor 
mation or a game outcome is provided, 

[0086] c) giving the player at least one opportunity, 
before the player’s ?nal game outcome is determined 
With a player’s ?nal hand of playing cards, to WithdraW 
from engagement in the game at least one Wagering part 
of the at least three Wagering parts, but less than all of the 
at least three Wagering parts, 

[0087] d) continuing play of the game With additional 
community playing cards used to form a hand of cards 
for the player are displayed to the player, and 

[0088] e) resolving all Wagers not WithdraWn by the 
player from the at lest three Wagering parts. 

TWo community cards are preferably used to display the 
additional playing cards, and the quantity of cards dealt to 
each player is exactly three, there are exactly tWo common 
cards, and the multipart Wager comprises three parts, all parts 
of the multipart Wager are equal, and the game comprises a 
poker game Wherein aWards are made for predetermined 
ranks of hands in the card game against a paytable. The steps 
of the game preferably involve 1) each player placing at least 
a three-part Wager to participate in the game; 2) dealing three 
cards to each player and tWo common cards face doWn; 3) 
giving each player the chance examine the three card received 
by that player and to WithdraW a ?rst part of the Wager; 4) 
shoWing only one of the common cards to the player; 5) 
giving each player another chance to WithdraW a second part 
of the three-part Wager; 6) shoWing the second of said tWo 
common cards, thereby providing a ?ve card hand for each 
player, each player’s ?ve card hand comprising the tWo shoW 
ing common cards and the three cards each player Was dealt; 
and 7) resolving each player’s remaining Wager, Which Was 
not WithdraWn based on the poker ranking of that player’s ?ve 
card hand against a paytable. 
[0089] The system may also comprise multiple player ter 
minals in Which individual players enter Wagers on the game. 
The multiple player terminals may be linked to a communal 
game play system and multiple players Wager on a same set of 
three cards dealt to a player and the common cards. 
[0090] The game may also be played Without actual Wager 
ing of funds, but rather the at least one player may play the 
game With a play/practice Wager and keep a non-monetary 
account on the Wireless system. The Wagers are not collect 
ible or chargeable funds, but rather the at least one player may 
play the game With a play or practice charge and virtual 
Winnings and losses are provided in a non-monetary account 
on the Wireless system. 

[0091] In this Way, the game play Will not violate any state 
or interstate limitations on gambling. The charges may be 
credited and debited to the phone company, Wireless service 
company, or through a provider accessed on the Wireless 
connection. 
[0092] For purposes of illustration only, it is assumed the 
players on the stationary multi-player platform receive dis 
tinct hands, and all Wireless players are playing the same 
communal hand (the 8”’ “common” hand). The game out 
come of the 8”’ hand is therefore common to all of the Wireless 
players. It is to be understood that there are numerous formats 
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for playing Wirelessly, and the folloWing is just one example 
of a play format. Other formats Would alloW the players on 
Wireless devices to play separate and individual games, or 
group games Wherein a group of up to 16 players receive 
individual cards and community cards from the same deck. 
When Wireless players play the same game as is being 
executed on a multi-player platform, players may play the 
same hand as another player, a separate “common” hand, or a 
completely different hand. Players may choose the play for 
mat from a menu displayed on the Wireless device, or the 
format may be dictated by the house. The format that Will be 
described in detail beloW as an example of a system of the 
present invention is one that provides one common game 
outcome to all Wireless players. The players playing on the 
multi-player gaming platform may also play the communal 
game or a distinct game. Players at the hard-Wired player 
stations may choose the play format or the format may be 
dictated by the house. For purposes of clarity and simplicity, 
a game format in Which all players at hard-Wired multi player 
stations and all players at Wireless player stations Wager on 
the same communal game outcome is described. Many other 
game play formats are contemplated. 
[0093] Theoretically, the games With common outcomes 
can be played by an in?nite number of players at any given 
time Without delaying game play because the players are not 
dealt their oWn cards, etc. and also because the players cannot 
in?uence the outcome or the pace of the game in any Way. 
Players are given a set amount of time in Which to place 
Wagers and if the time elapses, the player must Wait until the 
next round of betting is permitted. Furthermore, increasing 
the number of players directly increases the revenue gener 
ated by a casino per game. The number of players playing the 
communal games may, hoWever, be limited due to the siZe 
limit of the system. Certain automated systems, such as The 
Table MasterTM platform, sold by Shuffle Master, Inc. have a 
de?ned number of player consoles. See Us. Patent Pub. No. 
US 2005-0164759Al, the disclosure ofWhich is incorporated 
herein by reference. Therefore, embodiments of the Wireless 
communal gaming system can alloW many more players to 
participate in a communal game than is possible in the current 
physical gaming systems. 
[0094] Also, a single deck game played in a format requir 
ing player-speci?c outcomes such as Three Card Poker® 
could be played on an automated communal game platform, 
but each player Would have to Wait for the decisions of other 
players, Who are not required to play in turn and game 
progress Would be sloWed. Furthermore, the number of addi 
tional players in such single deck games is dictated by the 
number of cards left in the deck. Thus, in a 52 card deck, only 
1 6 players and a dealer can play the Three Card Poker® game. 
Because the Table Master system typically accommodates 
only ?ve players, an additional 1 1 players could participate in 
the game. Thus, games With player-speci?c outcomes may be 
less suitable for play using the Wireless communal gaming 
system (Without rule modi?cations of the game) because 
there remains a limit on the number of players that can par 
ticipate in the game, and game play is sloWed by adding the 
extra players. In other embodiment, rule changes such as 
dealing cards from card sets formed from multiple decks can 
be employed to alloW more players to play simultaneously. 
[0095] FIG. 1 shoWs an interactive, computer-based, Wire 
less communal gaming platform 1011 that enables Wireless 
play according to an embodiment of the present disclosure. 
The gaming platform 1011 may be located on a casino ?oor 
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and may be in Wireless communication With a plurality of 
mobile/Wireless gaming devices (WGD) 14A-14D. Addi 
tional details about the Wireless gaming devices 14A-14D are 
provided beloW, particularly With reference to FIG. 2. 
[0096] The gaming platform 1011 includes an external game 
server 3111 (shoWn in Phantom indicating its location Within 
the cabinet of the platform), Which may be internal or external 
to the platform 1011, but external to a back-end processing 
center (see FIG. 4) or control center in a casino, for example. 
Individual stationary player controllers (not shoWn) control 
operation of each player station 1611-2011. Player interfaces 
2111-2511 communicate With the player controllers and may be 
push-button or touch-screen controls. In one embodiment, 
one or more player stations (e.g., station 1611-2011) are con 
trolled directly by the external game server 3111. The indi 
vidual player controllers are coupled to the external game 
server 3111 through hard Wired connection such as cable, for 
example, an RS-232 cable, tWisted pair, coaxial cable, or 
other metallic or ?ber optic cable, for example. Such cable 
connected controllers and player stations 1611-2011 operated 
by such cable connected controllers are referred to herein as 
“hardWired” controllers and player stations 1611-2011. The 
connection betWeen the individual player controllers and the 
external game server 3111 may be a direct connection from 
each individual player controller to the external game server 
3111 or may be through a networked, daisy-chained or other 
desired communication system. 
[0097] The external game server 3111 may provide func 
tions including random number generation and virtual game 
element production (e.g., cards, dice, shuf?er simulations, 
shoe simulations and the like), determination of game out 
come, application of game rules, maintenance of and appli 
cation of minimum and maximum permitted Wagers, and 
maintenance of and application of pay tables, in an embodi 
ment. The external game server 3111, alone or in combination 
With other processors, may perform gaming functionality 
including executing game logic, displaying a virtual dealer 
and any other desired video images on a virtual dealer display 
3811, displaying virtual game play elements such as cards, 
dice, or other indicia that indicate the status of the game to the 
players at player display units 3211-3611 at one or more hard 
Wiredplayer stations 1611-2011, or on a common player display 
3711. The game server 3111 may providing audio, Which in turn 
produces audio output from speakers 3911, 4011, and, may be 
associated With the virtual dealer display 3811, security, and 
reporting game results or other data desired to be acquired 
from the automated casino table gaming system. The external 
game server 3111 may also determine and control the sequence 
of events occurring in the game, including When betting is 
opened or closed. 

[0098] The gaming system 10 may include a number of 
hardWired player stations (e.g., the ?ve hardWired stations 
1611-2011 in the embodiment of FIG. 1) operated by the hard 
Wired individual player controllers that alloW users to interact 
With a realistic, interactive virtual dealer displayed on a dis 
play screen 3811 in a communal gaming environment. In the 
embodiment of FIG. 1, each hardWired player station 1611 
2011 includes a corresponding payment (bills, coins, tickets, 
etc.) acceptor 2611-3011 to alloW the user to place Wagers on the 
game being played. The payment acceptors 2611-3011 may also 
be con?gured to accept payments in the form of cash (cur 
rency bills and/or coins), pre-paid vouchers available from 
the casino, tickets from a prior Winning, a credit/ debit card, or 
any other suitable payment means. Each hardWired player 
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station 1611-2011 also includes a player display 3211-3611. The 
display and/ or the player interface 2111-2511 alloWs a player to 
place a Wager, revieW betting history, vieW the communal 
game outcome, communicate to a casino attendant (e. g., for a 
service request or to report a problem With the hardWired 
player stations 1611-2011, etc.), vieW the Winning bet/ amount, 
or perform other desired functions. Each player display 3211 
3611 may include an individual display (e.g., a video display 
monitor or a touch-screen display) (not shoWn) to alloW the 
player to vieW game-related information, an input device 
2111-2511 (e.g., a set of push-buttons (not shoWn) or touch 
screen buttons) and one or more audio speakers 3911, 4011 to 
play casino music or game-related messages, announce 
ments, or instructions. The construction, operation, and func 
tionality of typical hardWired player stations 1611-2011 are 
knoWn to one skilled in the art and, hence, additional discus 
sion for the hardWired player stations 1611-2011 is not provided 
herein for the sake of brevity. 
[0099] General types of gaming systems that can perform 
the implementation of the games described herein can be 
generally structured as the folloWing, non-limiting example 
of a gaming system. An interactive communal computer 
based Wagering game platform is provided, the platform hav 
ing at least an external game server and multiple physical, 
stationary player stations for playing the communal game. 
The system includes a device server in communication With 
the external game server for managing Wireless gaming 
devices. Also provided is a local game server in communica 
tion With the external game server. A secure Wireless netWork 
is provided and is in communication With the device server. 
The game could be played by multiple Wireless devices 
capable of communicating With the secure Wireless netWork, 
receiving Wager and other game commands and displaying 
communal game outcomes. The external game server per 
forms game steps according to the rules of play of the asso 
ciated game. 

[0100] In the embodiment of FIG. 1, the gaming system 
1011 includes a common display area 37 a useful for display 
ing communal game elements, amounts Wagered and the like. 
A life-like, realistic upright dealer display 3811 is operated by 
the external game server 3111. The common display area or 
“table” display 3711 may display the dealer’s hand as Well as 
Wagers/bets placed by other players on the “table” (i.e., the 
players playing through the hardWired player stations 1611 
2011). Thus, the common display area 3711, typically posi 
tioned horizontally, may effectively simulate a live gaming 
table experience along With a realistic dealer video displayed 
on the upright display 3811. The dealer video may provide a 
life-like display or simulation of a human dealer conducting 
the game at the gaming system 1011. The dealer video may 
also serve to attract casino patrons to the gaming apparatus 
and encourage them to continue playing the game at the table. 
In one embodiment, more than one dealer video may be 
available to sWitch from one displayed dealer to the other. For 
example, a video of a male dealer With a casino in the back 
ground may be changed to a female dealer With palm trees and 
a sandy beach in the background. The gaming system 1011 
may also include additional (or ancillary) display screens 4111 
and 4211 to display additional game-related information 
(game rules, game pay table, etc.) or information (e.g., current 
status, score card, etc.) about other casino games that may be 
of interest to the patrons at the physical player stations 1611 
2011.Altematively, areas 4111 and 4211 might be used to display 
graphics, such as the game name or payout tables. In one 
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embodiment, all of the display screensiie, the displays of 
the hardWired player stations 1611-2011, the common display 
area 3711, the upright dealer video display 3811, and the ancil 
lary video screens 4111, 4211iin the gaming system 1011 are 
projection, plasma, LCD or other large siZe displays. 
[0101] The gaming system 1011 may also include an indi 
cator 42b at the top thereof to alloW a player to draW attention 
of a casino employee (e.g., a maintenance person or a bar 
service attendant) to the hardWired player stations 1611-2011 
for assistance With player’s needs. The indicator 42 may 
illuminate When activated. In the event of any malfunction or 
irregularity sensed by a processor (not shoWn) or the control 
ler 3111 in the gaming system 1011, the indicator 42b may 
automatically illuminate to draW a casino employee’s atten 
tion to the problem. In the Wireless gaming platform 1011 of 
FIG. 1, the indicator 42b may also function as an antenna for 
communication With various handheld Wireless devices (e.g., 
Wireless gaming devices 14A-14D) also participating in the 
same communal game being played at the “table” 3711. Fur 
ther details of the Wireless gaming environment according to 
one embodiment of the present disclosure are provided beloW 
With reference to FIGS. 3-4. 

[0102] It is noted here that, in one embodiment, an auto 
mated casino table gaming system such as the Table MasterTM 
system, the Vegas Star® system, or the Rapid Roulettes sys 
tem, all marketed by Shuf?e Master, Inc., of Las Vegas, Nev., 
USA, or its af?liates may be used as the gaming system 1011 
With suitable modi?cations (as discussed, for example, With 
reference to FIG. 3 beloW) for Wireless device support and 
Wireless game playing options. United States Patent Publica 
tion Numbers US 2005-0164759 Al and US 2005-0164762 
Al discuss the Table MasterTM system and are incorporated 
herein by reference. The automated casino table gaming sys 
tem 1011 includes a virtual dealer display 3811 and at least one 
common player display 3711 driven by the external game 
server 3111 and a plurality of stationary hardWired player 
stations 1611-2011, With one individual player controller (not 
shoWn) located at each individual player position. 
[0103] The Table MasterTM system and Vegas Star® sys 
tems provide popular table games like Royal Match 2lTM, 
Blackjack, and Three Card Poker® and Let It Ride® stud 
poker in an automated environment (Without a live dealer 
present). A casino operator may easily sWitch betWeen games 
offered through the Table Master® orVegas Star® systems by 
installing a compact disc (CD), or EPROM’s or other media 
carrying the game code for the neW game and suitably chang 
ing game-playing button panels, table top design, and mar 
quee overlays 4311 related to the neW game. Such ?exibility in 
game support is further increased by availability of a large 
number of “interactive” virtual dealers and background 
screen options for the video display 3811. In one embodiment, 
the dealers and background screens may be customiZed 
according to a casino’s preference instead of requiring the 
casino to utiliZe “standard” dealer videos. Thus, a suitably 
modi?ed Table MasterTM or Vegas Star® system may be used 
to provide Wireless communal gaming in addition to local 
gaming and, thereby, attract and accommodate more players 
in a communal gaming environment. 

[0104] The Rapid Roulette® system as described in US. 
Pat. No. 6,659,866 to Frost et al for Automatic Table Game, 
(the disclosure of Which is incorporated by reference) 
includes a physical roulette Wheel and includes players 
Wagering at a plurality of automated Wagering stations. The 
Rapid Roulette® system may also include a camera capturing 
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and transmitting an image of the physical roulette Wheel to 
one or more Wagering stations, Whether near the physical 
roulette Wheel or distant from the physical roulette Wheel. 
Players may then Wager on spins of the Wheel at each of the 
locations. A Rapid Roulette® system may thus also be modi 
?ed to provide Wireless communal gaming in addition to local 
gaming and, thereby, to attract and accommodate more play 
ers in a communal gaming environment. 

[0105] FIG. 2 illustrates structural details of an exemplary 
Wireless gaming device (WGD) 14A that can be used in the 
gaming platform 1011 of FIG. 1. The WGD 14A in FIG. 2 is 
identical to the other devices 14A-14D in the platform 10 and 
is shoWn in FIG. 1 as representative of Wireless gaming 
devices that may be used in the platform 1011, regardless of 
Whether shoWn in FIG. 1. Hence, the discussion provided 
herein for the WGD 14A in FIG. 2 equally applies to all other 
Wireless gaming devices that may be used in the communal 
gaming platform 1011 of FIG. 1. 
[0106] In one embodiment, the Wireless gaming device 
14A includes an antenna 45 for Wireless communication With 
a local game server 64 (shoWn in FIG. 4 and discussed beloW), 
a plurality of player controls 46, a player-vieWable display 47, 
an optional audio speaker 48 and also an optional security 
device such as, for example, a card reader (not shoWn) or a 
?ngerprint reader 49. The details of suitable user-id veri?ca 
tion devices is included in co-pending application Ser. No. 
l l/ 585,025, ?led Oct. 23, 2006 entitled: Security Devices for 
Implementing Hand-Held Wagering, and assigned Attorney 
Docket No. PA l464.ap.US. Although the antenna 45 is 
shoWn visible in the embodiment of FIG. 2, it may be inter 
nally mounted in other embodiments. The card reader (not 
shoWn) may be of any type desired including, for example, a 
magnetic strip reader or a bar code reader. The ?ngerprint 
reader 49 or card reader may be used for secure activation of 
the Wireless device 14A. Any desired secure activation device 
or method or combination of secure activation steps may be 
employed. In one embodiment, the ?ngerprint reader 49 or 
card reader in combination With a player identi?er and pin 
number entered into the Wireless gaming device 14A are 
required to be used periodically to assure that the proper 
player is using the Wireless gaming device 14A. In another 
embodiment, a Wireless activation device (not shoWn) such as 
a Wristband containing a communication circuit that activates 
the Wireless gaming device 14A When it is proximate via 
Wireless communications device 14A or When the Wristband 
is hardWired to device 14A, and that can be Worn by a user, for 
example on their Wrist (e. g., a Wristband including a Wireless 
transmitter), may be provided along With or in place of the 
?ngerprint reader 49 or card reader. 
[0107] The dotted box on the right-hand side in FIG. 2 
illustrates internal processing for an embodiment of the WGD 
14A. As shoWn therein, a processor 50 resides in the WGD 
14A and executes a number of softWare applications includ 
ing, for example, a client interface application (not shoWn), a 
data display softWare application 52, a decryption (and, 
optionally, an encryption) softWare application 54, and a 
secure activation softWare application 58. The softWare appli 
cations may be resident in the processor’s local memory (not 
shoWn). The processor 50 may also operate a timer/shut off 
sWitch 56 that may be implemented in hardWare or softWare. 

[0108] The client interface application may be a broWser or 
“thin client” (i.e., client application that depends primarily on 
the device server 62 (FIG. 3) for processing activities, and 
may translate data received at the Wireless gaming device 14A 
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from the device server 62 or the local game server 64 and 
operate in conjunction with the data display software appli 
cation to display that data as appropriate for viewing by a 
wireless gaming device 14A user. 

[0109] As noted before, the processor 50 in the WGD 14A 
may execute any or all of the following software applications: 
(1) a client interface software application (not shown), which 
is to receive and translate data received from the wireless 
device server 62 or local game server 64; (2) a display soft 
ware application 52, which is provided to control the appear 
ance of the data received from the device server 62; (3) secure 
activation software 58, (4) timer shut off software 56 and (5) 
a decryption software application 54, which is used to retrieve 
secure data sent from the device server 62 via the wireless 
communication link 63. 

[0110] It is observed here that various portable/mobile elec 
tronic computing devices may be used, upon suitable modi 
?cations known to one skilled in the art, as the wireless 
gaming device 14A. Such portable devices may include, for 
example, a PDA (Personal Digital Assistant), a mobile com 
puter, a custom-made tablet PC (personal computer) (custom 
made for casino gaming applications), a suitably-con?gured 
cellular phone, etc. 
[0111] The following description of FIG. 2 is provided in 
conjunction with the network architecture illustrated in FIG. 
3, which depicts an exemplary layout 60 for a network-based 
implementation of the communal gaming platform 10a of 
FIG. 1 with wireless gaming devices 14A-14D. During opera 
tion, a menu of game options (not shown) supported by the 
gaming system 1011 or the local game server 64 may be 
displayed on the wireless gaming device display 47, which 
may be a regular or touch-sensitive LCD (Liquid Crystal 
Display) screen with low power consumption. In an embodi 
ment of the wireless communal gaming system 10a, game 
rules are executed on a processor that is part of the external 
game server 3111 within the wireless communal gaming sys 
tem 10a and state machine management for the wireless 
gaming devices 14A-14D is performed on a processor that is 
part of the local game server 64. Thus, wireless gaming device 
14A-14D users may select one of a plurality of wireless 
gaming systems 1011 to play through the local game server 64. 
Players may also select all-wireless games residing on the 
local game server 64. The player can then select the game, and 
a server (not shown in FIG. 2, but shown as local game server 
64 in FIG. 3). Operating the gaming system 1011 will send 
(through, for example, the device server 62, also referred to 
herein as a wireless game server 62, or Proxy Server, as shown 
in FIG. 3) appropriate game data to the WGD 14A for display 
based on that selection. The random number generator and 
game rules reside on the local game server 64 in an embodi 
ment. The wireless gaming device 14A processor 50 does not 
control game functions, nor does it execute any game code. 
All game functions, including the random selection of game 
outcomes, reside on the external game server 31a (FIG. 1) the 
local game server 64 or both, if desired. In one embodiment, 
the only functions of the wireless gaming device 14A during 
play are to send player’s game selection information, game 
play information, and wager information to the device server 
62 and to display game information provided by the server 62. 
The player enters game selection or wager information using 
the player control buttons 46 on the WGD 14A or, if available, 
using touch inputs to the touch-screen display 47 as is known 
to one skilled in the art. 
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[0112] FIG. 3 (and FIG. 4 as is described below) illustrates 
servers 62 and 64 as being different servers. It should be 
appreciated, however, that the functions of the device and 
local game servers 62, 64 may be implemented in one server, 
if desirable and practical. Moreover, the functions of the other 
servers illustrated in FIGS. 3 and 4 (e.g., ?nancial server 71, 
logging server 90, etc.) also may be implemented in one or 
more servers, if desirable and practical. 
[0113] Once a game is selected and during game play, the 
local game server 64 may perform such functions as param 
eter validation to assure the WGD 14A-14D users are follow 
ing house rules. For example, the local game server 64 may 
determine whether the wireless gaming device 14A-14D user 
is attempting to wager more than the maximum wager per 
mitted or attempting to wager less than the minimum wager 
permitted, and whether the wireless gaming device 14A-14D 
user is attempting to place a wager at an inappropriate time. 
The local game server 64 may then prevent the wireless 
gaming device 14A-14D user from performing any such 
activity falling outside the parameters and, if desired, inform 
the wireless gaming device 14A-14D user they are attempting 
an improper operation and ask that the user place a wager 
conforming to the parameters. 
[0114] It is noted that both the external game server 3111 and 
the local game server 64 may both have the capability to select 
random numbers, convert those random numbers into game 
elements such as cards or dice used in game play, and execute 
game rules. Thus, a wireless gaming device 14A user may 
select to play a game directly on the local game server 64 or 
may select to play a game being played at a stationary gaming 
system 1011 with live players sitting or standing at the gaming 
system 1011 through the local game server 64. 

[0115] In one embodiment, the WGD 14A may be a “thin 
client” without any audio features. However, in the embodi 
ment of FIG. 2, the WGD 14A is shown with optional audio 
speakers 48 to enable the player to hear game-related 
announcements or game background music, etc. As noted 
before, none of the game logic or game outcomes are stored in 
the WGD 14A. Such thin client architecture avoids storage of 
game rules, random number generation, and the like, and also 
avoids the need to perform security checks of the code 
executed by the wireless gaming device 14A. In one embodi 
ment, only the data being received by the wireless gaming 
device 14A is secured (as indicated, for example, by the 
availability of decryption software application 54 in the wire 
less gaming device 14A). Any regulatory validation routines 
required by applicable gaming laws is stored as part of the 
game logic or game code in the local game server 64 (or, 
alternatively, in the wireless device server 62). 
[0116] Alternatively, in one embodiment, the local game 
server 64 may be physically part of (i.e., incorporated within 
the housing of) one of the hardwired player stations 1611-2011 
of FIG. 1, but protectively secured within the body of the 
hardwired player stations 16a-20a. Because the regulatory 
validation information is typically stored in the local game 
server 64, if someone hacks graphics at the wireless gaming 
device 14A to make it look like a winning outcome, such 
tampering can be easily veri?ed with the secure game code 
stored at the local game server 64 with pertinent regulatory 
validation. Furthermore, an encrypted or security “key” may 
be used in communication between the wireless gaming 
device 14A and the device server 62 to avoid hacking into the 
local game server 64 through the device server 62 from the 
WGD 14A. During game play, such security keys may be 




















