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ABSTRACT

A method of providing a gaming or non-gaming feature
across affiliated properties, comprising: associating a plu
rality of properties so that each is affiliated with the others:
locating a first gaming device in a first affiliated property;
locating a second gaming device in a second affiliated
property; and communicating via a server with each of the
gaming devices located in the affiliated properties to provide
a gaming and/or non-gaming feature only to those gaming
devices located in the affiliated properties.
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AFFILATED GAMING METHOD
COPYRIGHT NOTICE

0001. A portion of the disclosure of this patent document
contains material that is Subject to copyright protection. The
copyright owner has no objection to the facsimile reproduc
tion by anyone of the patent document or the patent disclo
sure, as it appears in the Patent and Trademark Office patent
files or records, but otherwise reserves all copyright rights
whatsoever.

slot machines on the floor or to revisit the casino. These

CROSS-REFERENCE TO RELATED
APPLICATIONS

0002 This application is a continuation-in-part of U.S.
patent application Ser. No. 1 1/470,606 filed Sep. 6, 2006,
entitled

gaming devices on the casino floor, or at the card tables.
Each player card has a number on it that associates it with
a player record in a casino marketing promotion server.
0006 The casino creates at least two accounts for a
player. The first account is sometimes called eCash. Money
can be given by the casino at any time to the player as a
means to encourage players to go to the casino floor and
gamble. Often S5 of free money is assigned to the player
account at registration time to induce the player to visit the

SYSTEM

GAMING

APPARATUS

AND

METHOD, which in turn claimed the benefit of U.S. pro
visional patent application No. 60/714,754, filed Sep. 7,
2005, entitled SYSTEM GAMING APPARATUS AND

METHOD, and continuation-in-part of U.S. patent applica
tion Ser. No. 11/225,770 filed Sep. 12, 2005, entitled SYS

TEMAND METHOD FOR GAMING-CONTENT CON

FIGURATION AND MANAGEMENT SYSTEM, all of

which are hereby incorporated herein by reference. This
application is related to pending U.S. patent application Ser.
No. 11/470,605, filed Sep. 6, 2006.
FIELD OF THE INVENTION

0003. This invention relates generally to a player tracking
system and system gaming apparatus for playing non-base
games in a casino, arcade, or web based environment, and
more particularly, to a player tracking system and system
gaming apparatus for playing non-base games by funding
the credit side of a gaming cycle.
BACKGROUND OF THE INVENTION

0004 Casinos have long sought new ways to induce play
on the gaming devices. They try to increase player time on
gaming devices, average wager amount, and speed of play.
Various techniques have been used in attempts to gain higher
casino profits. One such technique in the casino gaming
industry is the use of secondary bonus rounds or bonus
games. This usually takes the form of a second level inside
a base game of a gaming device embodied in Software or an
add-on top box bonus game. Newer game titles can be
created with these secondary levels of play providing the
player with additional chances of winning even larger prize
rewards. Older game titles do not have these newer second
ary games or bonus rounds due to high game Software and
hardware upgrade costs, and/or lack of interest of game
manufacturers to re-code or configure legacy software,
which is often a very difficult task. Also game resubmission
to regulatory agencies is prohibitive in cost, time, and
resources. The game manufacturer would rather focus on
creating these new features on new software titles under
development using a more modern hardware/software plat
form. As such it is difficult to provide players of these older
gaming devices a secondary win opportunity
0005. In the last decade, player tracking systems have
emerged, wherein a player registers for a player-tracking
card at a registration desk. The player is typically given a
plastic magnetic strip player card for use while playing

player tracking systems usually contain a small player
tracking display to show the player his account, a player
tracking magnetic card reader, a pin pad for password entry,
a base gaming device, a base game monitoring unit (GMU),
and an array of network servers in communication with the
GMU that manage the player account. Upon insertion of the
player card at the card reader associated with a particular
gaming device the player tracking system may transfer this
money down to the gaming device usually after entry of a
PINil by the player, which provides security. This money can
now be played at the base gaming device just as if the player
inserted cash or cash ticket into the machine.

0007. The second type of account is a bonus points
account, called eCash in Some instances, wherein a patron
accrues points into his account if the player's card is inserted
in the player tracking card reader at the gaming device.
Systems typically detect the amount of money played on the
base gaming devices using the GMU, and they forward this
information to casino marketing servers for point accrual.
The accrual is typically based upon amount of money played
or handle-pull at the base gaming device being played by the
player. For example, the player plays X dollars on the base
game and gets Y bonus points accrued to the players
account. These points are typically redeemed at various
hotel venues at a conversion rate into cash value. These

points create long term player loyalty to the location. The
more a player plays, the more points the player receives.
This is very similar to the airline industry with their frequent
flyer miles program. Typically the casino will give 0.1%0.25% of the players’ gross wager back to the player in the
form of bonus point value.
0008 More recent additions to the casino player tracking
systems provide for bonus prizes or prize pools that are
periodically given to carded players on a random basis to
give the player the more instantaneous and larger rewards
verses the slow accrual of Bonus Points. This is done for

several reasons: to help induce play on the gaming device,
to encourage players to become carded players, to create
player loyalty for the casino, and to provide bonus prizes
without modifying the base gaming device software. These
bonus prizes are given separately from the regular payout
from a casino gaming device pay table. These bonus systems
usually differ from traditional wide area progressives
(WAPs) that are usually game theme and pay table specific.
Newer player tracking displays have multimedia capabilities
and are typically 640x240 screen resolution with touch
screen overlay. These displays open the player tracking
display to a whole new assortment of options for entertain
ment verses the older 2 line vacuum florescent display with
keypad. With the advent of the newer player tracking
multi-media touch screen video displays, an opportunity
exists to add new secondary bonus games to any base game
that is so equipped. Even an older mechanical slot machine
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can now have a secondary video game associated with it for
the players enjoyment without modifying any of its own
software. These systems typically detect the amount of
money played on the base gaming devices using a game
monitoring unit (GMU), and allocate a predetermined per
centage of the money played to a bonus pool on the bonus
server. After the bonus pool level exceeds a turn-on level, the
bonus pool is randomly awarded to a pre-selected carded
player at a gaming device
0009. In some systems a bonus period occurs where a
pre-selected Subset of gaming devices are enabled for this
bonus period and a bonus is awarded to all of the pre
selected, or just one pre-selected, gaming device(s). Other
bonus accrual techniques use win rate for casino or loss rate
for a player. Other base game variables can be used. For
example a bonus point or points could be given for every
maximum bet game. Generally any variable tracked by the
base game and reportable to the system can be used to
increment bonus progressive pots.
0010. Other systems provide means to award a bonus by
re-configuring the base game payout, and resetting the
gaming device after the bonus has been awarded. Most of
the time, all players are shown the size of the progressive
bonus awards prior to a win, and if a specific player is lucky,
then the player is awarded the bonus automatically at the
gaming device.
0011. Sometimes there are player qualification rules to
ensure that a player must spend a certain amount of money
per unit time on the base gaming device to have a chance to
win the system bonus award. More recent implementations
of these bonusing techniques have included a simulated
game for the player view, Such as a bingo game. These
games are usually just an improved presentation to the
previously mentioned bonus awards to give the player a
more entertaining way of winning the bonus award than
previous implementations that just tell the player that the
player won without telling the player how. Typically the
player must only insert their card in the card reader and
begin play on the base gaming device in order to have a
chance to win the bonus award. Typically there is more than
one bonus pool available to win on a casino floor. Small,
medium, and large pools create various compelling reasons
for the player to play the base gaming device. Small dollar
amount progressive bonuses are awarded more frequently
than the large pools, but the large dollar amount pools are
compelling because they can be life changing if a player
W1S.

0012 One system discloses a means of issuing a bonus
award at a predetermined gaming device once the pool has
reached a turn-on level and forcing bonus to be given out
prior to reaching a maximum level. For example the large
progressive may default to S50,000. The maximum the
progressive will grow to will be S150,000. It will increment
by 25% of the handle pull on the base game. The turn-on
level may be secretly, randomly determined to be at S141,
083. Once the progressive reaches S141,083 dollars, the
bonus period begins, and one or more gaming devices may
be awarded the bonus shortly thereafter. The specific
machine that wins is typically randomly chosen from one of
the carded players on the gaming floor at the time. If
configured to do so, the progressive bonus award will be
forced to be paid by the time it reaches S150,000. These
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systems allow a casino to do a marketing promotion to their
players by taking a certain percentage of the money played
on the casino floor and giving it back to patrons in a jackpot
form of bonus game that is shown on the player tracking
display. Another benefit of bonus games is that they give the
operator the chance to provide a unique gaming experience
across their entire floor that is unique to their facility. It helps
differentiate them with other casinos that have the same base
gameS.

0013 While these bonusing techniques are a significant
improvement over non-bonusing systems they as of yet do
not allow the player to choose the system bonus game they
want to play. These systems do give the player an ability to
win additional bonus awards on top of the base gaming
device, but the player is not in control of the bonus game
process in any way. They have no choice as to which prize
game or prize pool they want to play for. It is automatically
determined for them by the system.
0014 Thus, it would be desirable to provide a system
game platform capable of giving the player a wide choice of
games to choose from wherein each game can have its own
pay table and can increment its own progressive accordingly.
It would further be desirable to provide some system games
that create competition or cooperation for players, such as
tournaments and the like. It would be desirable for the player
to choose a game that has the reward that he desires verses
what the casino desires. It would be desirable to allow both

free bonus games and pay-to-play games to equally co-exist
on this player tracking device to increase incremental
income per unit time at this gaming device. It would also be
desirable to provide system games that can induce even
more rapid play on the base gaming device, larger average
wager, increase time on machine, and competitive play
between patrons. It would be desirable to have a system
game platform that can play games on player tracking device
displays as well as larger display systems. Also it would be
desirable to provide skill games, chance games, lottery style,
and also other styles of games. It would be desirable to have
a system gaming platform and architectures that can comple
ment any online gaming system as an add-on experience for
those businesses. It would further be desirable to take

advantage of these system gaming/player tracking devices
for casino wide promotions and games that can be delivered
consistency across base game manufacturers. It would also
be desirable to provide a full player account used to autho
rize, track, and reward every play on the floor, to provide a
true cashless floor. The following invention addresses these
and other issues. The preferred embodiments of the system
and method described herein clearly addresses these and
other needs.
BRIEF SUMMARY OF THE INVENTION

00.15 Briefly, and in general terms, the claimed invention
resolves the above and other problems by providing a
system and method for enabling a gaming system having a
secondary gaming device. In one preferred embodiment, the
system includes at least one gaming device having a base
game. A secondary device has a display and processor
operatively associated with the gaming device. The second
ary device enables a player with an opportunity to play a
secondary bonus game, wherein the rate of play of the base
game at least partially controls the rate of play of the
Secondary game.
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0016. In another preferred embodiment, a casino gaming
system has at least one gaming device including a base
game. A secondary device has a display and processor
operatively associated with the gaming device. The second
ary device provides a player with an opportunity to play a
secondary bonus game. The secondary bonus game includes
a plurality of play elements, wherein activation of each
Successive play element is controlled by the amount
wagered in each play of the base game, or alternatively, the
total amount wagered in the base game.
0017. In another preferred embodiment, the secondary
device provides a player with an opportunity to play a
secondary bonus game that includes a plurality of play
segments, wherein activation of each Successive play seg
ment is controlled by the amount wagered in the base game.
0018. In another preferred embodiment, a casino gaming
system includes at least one gaming device having a base
game. A secondary display device has a secondary bonus
game and a credit meter displayed thereon. A credit accrual
engine is responsive to the amount wagered in each play of
the base game, wherein the engine accrues credits in
response to base game activity, and wherein the accrued
credits can be used to activate the play of the secondary
bonus game.
0019. In another preferred embodiment, a casino gaming
system comprises at least one gaming device having a base
game. A secondary display device displays a secondary
bonus game. A promotional credit accrual engine is respon
sive to the amount wagered in each play of the base game,
wherein the engine accrues credits in response to base game
activity, and wherein the accrued credits activate the play of
the secondary bonus game.
0020. In another preferred embodiment, a casino gaming
system comprises at least one gaming device having a base
game. A secondary display device includes a secondary
bonus game displayed thereon. A promotional credit accrual
engine accrues promotional credits in response to the
amount wagered in each play of the base game, wherein the
play of the secondary bonus game is activate-able using the
accrued promotional credits.
0021 Another preferred embodiment includes a method
of applying player-associated value in a gaming system,
wherein the gaming system includes at least one gaming
machine having a primary device for playing a base game
and a secondary device, wherein the secondary device
includes a display and a processor. A player-associated value
account is established to which player-associated value is
transferred. A player is enabled to use the player-associated
value stored in the account to activate at least one play
segment of a game displayed on the secondary device,
wherein using the player-associated value decrements the
player-associated value in the account.
0022. Another preferred embodiment includes a method
of applying player-associated value in a gaming system,
wherein the gaming system includes at least one gaming
machine having a primary device for playing a base game
and a secondary device, wherein the secondary device
includes a display and a processor. A player-associated value
account is established to which promotional value is trans
ferred. A player is enabled to use the value stored in the
account to activate at least one play segment of a system
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game displayed on the secondary device, wherein using the
value decrements the account.

0023. Another preferred embodiment includes a method
of applying a player-associated value in a gaming system,
wherein the gaming system includes at least one gaming
machine having a primary device for playing a base game
and a secondary device, wherein the secondary device
includes a display and a processor. A player-associated value
account is established. A first value type is converted to a
second value type. The second value type is transferred into
the player-associated account as player associated value. A
player is enabled to use the player-associated value stored in
the account to activate at least one play segment of a system
game displayed on the secondary device, wherein using the
player-associated value decrements the player-associated
value in the account.

0024. In another preferred embodiment, a gaming system
includes a gaming machine capable of playing a first game.
A player tracking user interface is operatively coupled to the
gaming machine, wherein the player tracking user interface
is capable of playing a second game, and wherein the
gaming system enables a player to activate the second game
displayed on the player tracking user interface. The activa
tion is funded using player funds or promotional funds.
0025. Another preferred embodiment includes a gaming
system including a gaming machine capable of playing a
first game. A player tracking user interface is operatively
coupled to the gaming machine, wherein the player tracking
user interface is capable of playing a second game. The
gaming system enables a player to activate the second game
displayed on the player tracking user interface, wherein the
activation is funded using player funds and promotional
funds.

0026. Another preferred embodiment includes method of
operating a gaming system. Play of a first game is enabled
on a gaming machine. Play of a second game is enabled on
a player tracking user interface that is operatively coupled to
the gaming machine, wherein the gaming system enables a
player to activate the second game displayed on the player
tracking user interface. The activation of the second game is
funded using player funds or promotional funds.
0027. Another preferred embodiment includes a method
of operating a gaming system. Play of a first game is enabled
on a gaming machine. Play of a second game is enabled on
a player tracking user interface that is operatively coupled to
the gaming machine, wherein the gaming system enables a
player to activate the second game displayed on the player
tracking user interface. The activation of the second game is
funded using player funds and promotional funds.
0028. Another preferred embodiment includes a method
of funding a progressive prize. A player is enabled to play a
base game. The player is able to select a progressive game
from a plurality of progressive games, wherein the selected
progressive game is a playable on a player tracking user
interface. The progressive prize is funded for the selected
progressive game.
0029. Another preferred embodiment includes a method
of funding a progressive prize. A player is enabled to play a
base game. The player is able to select a progressive game
from a plurality of progressive games, wherein the selected
progressive game is playable on a player tracking user
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interface. The progressive prize is funded, wherein each of
the selectable progressive games has an associated progres
sive prize, and wherein an associated progressive prize of a
selected progressive game increments in response to the
selection of the progressive game by the player.
0030. Another preferred embodiment includes a method
of playing a game, wherein the game includes a single
progressive prize that is associated with a plurality of
progressive games, and wherein the single progressive prize
is funded by a percentage of wager from an underlying base
game. A player is enabled to play the base game. The player
is able to select a progressive game from the plurality of
progressive games, wherein the selected progressive game is
playable on a player tracking user interface, and wherein
each selectable progressive game provides an opportunity to
win the single progressive prize. Each progressive game is
normalized, whereby the probability of winning the progres
sive prize by each of the progressive games is Substantially
equal.
0031. In another preferred embodiment, a player tracking
user interface includes a user interface that includes a list of

player-selectable game titles. The user interface is opera
tively associated with gaming device that is enabled to
display a base game. A player is able to select a game title
from the list of player-selectable game titles to be played on
the game device.
0032) Another preferred embodiment includes a system
for enabling casino tournament gaming. A plurality of gam
ing machines each enable play of a base game, wherein a
first base game has a first set of parameters and a second base
game has a second set of parameters, and wherein the first
set of parameters differs from the second set of parameters.
A plurality of game monitoring units associated with the
plurality of gaming machines each game monitor corre
sponding base game play data. A plurality of player tracking
display devices are each associated with a corresponding
gaming machine. A tournament controller in communication
with the gaming machines, and a communication link con
nects the plurality of gaming machines. Scores from base
games, including scores from base games having differing
sets of parameters, are normalized to Substantially equalize
differences resulting from the base games that have differing
sets of parameters to produce a normalized tournament score
for each base game. The normalized tournament scores are
calculated from the base game play data of each base game
ranked.

0033. In another preferred embodiment, a system enables
dynamic-grouped competitive gaming. A plurality of gam
ing machines each enable play of a base game. A first base
game has a first set of parameters and a second base game
has a second set of parameters, wherein the first set of
parameters differs from the second set of parameters. A
plurality of game monitoring units are associated with the
plurality of gaming machines. Each game monitoring unit
monitors corresponding base game play data. A plurality of
player tracking display devices are included. Each player
tracking display device is associated with a corresponding
gaming machine. A dynamic-grouping game controller com
municates with the gaming machine and connects the plu
rality of gaming machines. Scores from base games, includ
ing scores from base games having differing sets of
parameters, are normalized to Substantially equalize differ
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ences resulting from the base games that have differing sets
of parameters and produce a normalized tournament score
for each base game. The normalized tournament scores are
calculated from the base game play data of each base game.
The normalized dynamic-grouped game scores are ranked.
0034. In another preferred embodiment system and
method enables a tournament on demand. The system
includes a plurality of gaming machines with a communi
cation link connecting the plurality of gaming machines.
Each gaming machine is capable of participating in a
tournament, on demand, wherein the system enables an
eligible player to join the tournament on demand at any time.
The tournament on demand is accessible to eligible players
throughout the life of the tournament.
0035) Another aspect of the system provides for entry
into multiple tournaments. A plurality of gaming machines
are connected through a communication link wherein each
gaming machine is capable of participating in a tournament.
The system enables each eligible player to participate in
more than one of the multiple tournaments simultaneously.
In one embodiment, the tournaments overlap. In another
embodiment, the player is enabled for participation in at
least two tournaments for which the player is eligible.
0036). In another preferred embodiment, a gaming system
enables players playing different base games to be eligible
for the same tournament. A plurality of gaming machines
each have a base game. A communication link connects the
plurality of gaming machines. At least a first gaming
machine comprises a first base game and at least a second
gaming machine comprises a second base game. The second
base game has parameter differences from the first base
game. A tournament controller connected to the network is
configured to enable tournament play in the same tourna
ment for the first and second gaming machines by normal
izing the parameter differences (in the score data) between
the first base game and the second base game after the games
have been played.
0037. In another preferred embodiment, a system pulls
accrual scores from multiple locations for a tournament. A
plurality of gaming machines are connected by a commu
nication link. Each gaming machine posts scoring informa
tion to and from multiple tournaments.
0038. In another preferred embodiment, a display inter
face is provided for real-time ranking of players in a
tournament. A plurality of gaming machines are connected
by a communication link connecting the plurality of gaming
machines. A tournament controller is connected to the com

munication link. The tournament controller generates and
pushes real-time tournament scores and rankings to at least
one gaming machine for presentation on a display.
0039. In another preferred embodiment, a system pro
vides a multi-level pyramid gaming tournament. A plurality
of gaming machines are connected by a communication link.
A tournament controller is connected to the communication

link. Each of the plurality of gaming machines are capable
of participating in a tournament between two or more of the
plurality of gaming machines. The tournament controller is
capable of demoting any gaming machine to a lower level
that fails to achieve a first threshold score, and promoting
any gaming machine to a higher level that achieves a second
threshold score.
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0040. In another preferred embodiment, a system pro
vides an instant-close tournament Such that an actual player
is always the last player to enter the tournament. A plurality
of gaming machines are connected by a communication link.
The instant-close tournament has a number of player spots.
A tournament controller is connected to the communication

link. The tournament controller is configured to execute the
tournament. A tournament history table stores previous
tournament information for a plurality of previous players in
the tournament. The previous tournament information is
selected by the tournament controller to configure one or
more simulated players in the tournament to fill each player
spot, except for a final player spot that is filled by the actual
player, thereby ensuring that the actual player is the last
player to enter and join the tournament.
0041. In another preferred embodiment, a system dis
plays real-time pushed data of tournament scores. In a
plurality of gaming machines, at least a first and a second of
the gaming machines each have a display. A chat server is
connected to the network, wherein the chat sever pushes
real-time tournament data to the first and second gaming
machines for presenting tournament data on the display to
facilitate competition between the first and second gaming
machines.

0042. In another preferred embodiment, a tournament
gaming system provides a tournament score converter. A
plurality of gaming machines has a theoretical payout and a
player. Each player has a score in the tournament determined
by a calculation. A communication link connects the plural
ity of gaming machines. A tournament controller is con
nected to the communication link. The tournament control

ler executes the tournament, and processes the calculation of
the score for each player. The calculation for each player is
at least partially based on an actual payout verses the
theoretical payout.
0043. In another preferred embodiment, a gaming system
uses a tournament score accrual engine to enable a player to
benefit from multiple machine play. A plurality of gaming
machines each of have a score for a tournament. A commu

nication link connects the plurality of gaming machines. A
tournament controller connects to the communication link.

The tournament controller is configured to execute the
tournament. At least a first and a second of the gaming
machines are configurable to combine their scores into one
player in the tournament.
0044) In another preferred embodiment, a system pro
vides tournament score weighting factors. A plurality of
gaming machines each have a player. Each player has a
score in the tournament determined by calculation. A com
munication link connects the plurality of gaming machines.
A tournament controller is connected to the communication

link. The tournament controller is configured to execute the
tournament, and to process the calculation of the score for
each player. The calculation for each player is at least
partially determined based upon a weighting factor deter
mined by a game skill and play history for the player.
0045. In another preferred embodiment, a gaming system
incorporates an elimination tournament. A plurality of gam
ing machines are connected by a communication link. A
tournament controller is connected to the communication

link, wherein the controller terminates participation of the
gaming machine that has the lowest score in the tournament.
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0046. In another embodiment a system is for dynamically
playing a tournament game. A plurality of gaming machines
are connected by a communication link. Each gaming
machine has a base game. The base game includes a tour
nament eligibility trigger. Upon activation of the tournament
eligibility trigger, the base game provides the player with the
opportunity to play the tournament game.
0047. In another preferred embodiment, a tournament
gaming system includes one or more gaming machines. A
communication link connects the one or more gaming
machines to enable each gaming machine to participate in a
first tournament. A player's score from a base game or a
second tournament game is posted to at least the first
tournament game to enable the player to win one or more
tournament prizes.
0048. In another preferred embodiment, a gaming system
includes one or more gaming machines. Each gaming
machine provides availability of both skill-based and non
skill-based games to a player. The system enables a player
to select which of the skill-based or non-skill-based games
the player chooses to play.
0049. In another preferred embodiment, an embedded
additional user interface is incorporated into a gaming
machine. The gaming machine includes a gaming presenta
tion of a base game, and a gaming processor for controlling
the base game. The embedded additional user interface
includes a display screen, wherein the display screen pre
sents information to a user, wherein said information
includes information relating to a system game. The embed
ded additional user interface further includes an embedded

processor that employs an internal operating system and
communicates with the gaming processor, wherein the
embedded processor reads incoming data and maps the
information to the display screen, wherein the incoming data
includes pay table information for the system game.
0050. In another preferred embodiment, a display inter
face is incorporated into a gaming machine. The gaming
machine includes a gaming presentation of a base game, and
a gaming processor controls the base game. The display
interface includes a display screen, wherein the display
screen presents incoming data to a user relating to a system
game. The incoming data relates to a system game that
includes multi-game data, multi-prize data, multi-denomi
nation data, multi-credit data, and multi-payline data.
0051. In another preferred embodiment, a gaming plat
form includes a display interface. The display interface
presents game information to a user. The gaming platform
incorporates both skilled and non-skilled games. The player
selects the game in which to participate.
0052. In another preferred embodiment, a display inter
face is incorporated into a gaming machine, the display
interface including a display Screen, wherein the display
screen presents information to a user. The display Screen
presents information regarding cashable and non-cashable
credits.

0053. In another preferred embodiment, a display inter
face is incorporated into a gaming machine. The display
interface includes a display screen. The display Screen
presents information to a user. The display screen provides
dynamically updating awards information to non-club mem
bers and non-involved club members to tempt the non-club
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members and non-involved club members with dynamically
updating awards information that is associated with current
game play.
0054. In another preferred embodiment, a gaming system
comprises a plurality of gaming machines. Each gaming
machine includes a display Screen. Each display Screen
presents information and incorporates the use of frames. The
frames are controlled by a frame management system that
assigns priorities and rules to the frames.
0055. In another preferred embodiment, an embedded
additional user interface is incorporated into a gaming
machine. The gaming machine includes a gaming presenta
tion and a gaming processor. The embedded additional user
interface includes a display Screen, wherein the display
screen presents information to a user via the display screen.
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0063 FIG. 4 is a data flow datagram illustrating data flow
between various modules and data entities in an accrual

engine of one embodiment;
0064 FIG. 5 is an example of a screen presented for
allowing a player to perform currency and points conver
sions in one embodiment;

0065 FIG. 6 is a flow chart that illustrates steps per
formed for conversion of currency in one embodiment;
0066 FIG. 7 is a block diagram that illustrates compo
nents of a third party system that can be used to play a
System game,

0067 FIG. 8 is a main game category selection screen
that is presented in one embodiment;

The embedded additional user interface includes an embed

0068 FIG. 9 is a 3" party services screen presented in

ded processor that employs an internal operating system and
communicates with the gaming processor. The embedded
processor reads incoming data and maps the data to the
display screen. A game state recovery system provides
protection against losses due to power failures and other

one embodiment;

Outages.

0056. In another preferred embodiment, a gaming system
includes one or more gaming machines, wherein each gam
ing machine includes a display screen and wherein the
display screen presents information to a user. Agaming luck
meter, or beneficial statistical deviation meter, is presented
on the display screen, and monitors and displays recent
statistical deviations for that gaming machine.
0057. In another preferred embodiment, a gaming system
includes one or more gaming machines. Each gaming
machine includes a display Screen that presents information
to a user. A player skill meter is associated with each gaming
machine, wherein each skill meter presents information that
rates the skillfulness of recent game play on the associated
gaming machine.
0.058. In another preferred embodiment, a system gaming
platform includes one or more gaming machines, wherein
each gaming machine includes a display screen that presents
information to a user. Each gaming machine enables a
carded player to save game meter accounts for later use by
the player on any gaming machine within the system gaming
platform.
0059. In another embodiment, system gaming may be
practiced only across affiliated properties. That is, games
Such as primary games, progressive games, System games,
and bonus games can be limited to use in only those casinos
that are affiliated with one another through common own
ership, management, and/or control. In this way, games
having specific themes relating to only these affiliated casi
nos or properties can be implemented to provide unique and
exciting gaming experiences to casino patrons.
BRIEF DESCRIPTION OF THE DRAWINGS

0060 FIG. 1 illustrates components of a preferred
embodiment network used for a system gaming apparatus;
0061 FIG. 2 is a block diagram illustrating a gaming
device according to one embodiment;
0062 FIG. 3 is a data flow diagram that illustrates steps
preformed in a method to implement user accounts accord
ing to one embodiment;

0069 FIG. 10 is screen shot of a player login screen
presented in one embodiment;
0070 FIG. 11 is a the secondary login screen to which
players are taken accord to one embodiment;
0071 FIG. 12 is a screen shot of a personal identification
number (PIN) entry screen that is presented according to one
embodiment;

0072 FIG. 13 is a screen shot of a sample “attract-mode'
screen designed to attract players that is presented in one
embodiment;

0073 FIG. 14 is a screen shot of another sample attract
mode screen presented in one embodiment;
0074 FIG. 15 is a screen shot of an attract-mode tease
screen to encourage un-carded players to register as carded
players present in one embodiment;
0075 FIG. 16 is a sample group play room screen pre
sented in one embodiment;

0.076 FIG. 17 is a screen illustrating a “luck meter tease”
presented in one embodiment;
0077 FIG. 18 is a screen shot of a bingo game configu
ration screen that is presented in one embodiment;
0078 FIG. 19 is a screen shot of a screen presented
during a triple progressive bingo game in one embodiment;
0079 FIG. 20 is a screen shot of a tournament selection
screen presented in one embodiment;
0080 FIG. 21 is a screen shot of a tournament countdown
screen presented in one embodiment;
0081 FIG. 22 is a screen shot of a raffle selection screen
presented in one embodiment;
0082 FIG. 23 is a screen shot of a screen used to
purchase raffle tickets presented in one embodiment;
0083 FIG. 24 is a screen shot of another screen used to
purchase raffle tickets presented in one embodiment;
0084 FIG. 25 is a screen shot of a sample screen from a
Video slot system game played in one embodiment;
0085 FIG. 26 is a screen shot of a sample screen from a
Video poker system game played in one embodiment;
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0.086 FIG. 27 is a screen shot of a sample player account
control Screen presented in one embodiment;
0087 FIG. 28 is a screen shot of a sample account history
screen presented in one embodiment;
0088 FIG. 29 is a screen shot of a detailed transaction
page screen for the player presented in one embodiment;
0089 FIG. 30 is a screen shot of a sample promotional
cash purchase screen presented in one embodiment;
0090 FIG. 31 is a screen shot of a promotional cash
account withdrawal screen presented in one embodiment;
0.091 FIG. 32 is a screen shot of a promotional screen for
a progressive game that is presented in one embodiment;
0092 FIG. 33 is a screen shot of a sample award
announcement Screen presented in one embodiment;
0093 FIG. 34 is a screen shot of a notification screen
informing a player of a hand payout presented in one
embodiment;

0094 FIG. 35 is an example non-linear curve used in one
embodiment to map or normalize a theoretical to actual win
ratio to a tournament;

0.095 FIG. 36 is an example display screen for tourna
ment play presented according to one embodiment;
0.096 FIG.37 is a block diagram illustrating a server side
player level advancement process according to one embodi
ment,

0097 FIG. 38 is a flow diagram that illustrates the steps
performed in the system to conduct a pyramid tournament
according to one embodiment;
0098 FIG. 39 is a block diagram that illustrates data flow
in a method for providing an instant close tournament
according to one embodiment;
0099 FIG. 40 is a block diagram illustrating components
of a circuit board containing a unified additional user
interface and game monitoring unit for a gaming machine
according to one embodiment;
0100 FIG. 41 is a block diagram that illustrates compo
nents of one embodiment of an additional user interface with

game management unit functions merged into the additional
user interface;

0101 FIG. 42 is a block diagram that illustrates compo
nents of a base game according to one embodiment;
0102 FIG. 43 is a block diagram that illustrates compo
nents of a client gaming system according to one embodi
ment,

0103 FIG. 44 is a component and data flow diagram that
illustrates data flow in a system for biometric authentication
of a player according to one embodiment;
0104 FIG. 45 is a block diagram that illustrates compo
nents of an one embodiment of a client gaming device;
0105 FIG. 46 is a block diagram illustrating components
of one embodiment of a system game network;
0106 FIG. 47 is a block diagram illustrating components
of an embodiment of a multi-layer system game network;
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0.107 FIG. 48 is a block diagram that illustrates the
relationship between client hardware and software, and
system gaming servers according to one embodiment;
0.108 FIG. 49 is a block diagram illustrating components
of a unified additional user interface and game monitoring
unit board and Software according to one embodiment;
0.109 FIG. 50 is a sample screen shot from one embodi
ment of a gaming web portal site;
0110 FIG. 51 is a screen shot from a player account page
from a system game web site according to one embodiment;
0.111 FIG. 52 is a block diagram that illustrates the

interaction between a gaming and 3" party gaming servers

according to one embodiment;
0112 FIG. 53 is a screen shot of a sample screen of a
poker game according to one embodiment;
0113 FIG. 54 is screen shot of another sample screen of
the poker game of FIG. 53;
0114 FIG.55 is a screen shot of another sample screen
of the poker game of FIG. 53;
0115 FIG. 56 is a screen shot of a sample screen from a
bingo game according to one embodiment;
0116 FIG. 57 is a block diagram illustrating records in a
seed library according to one embodiment;
0.117 FIG. 58 is a screen shot that shows an example end
game score box for a prize-award based solitaire game in
one embodiment;

0118 FIG. 59 is a screen shot that shows the game score
to skill score conversion and final prize award for the
solitaire game of FIG. 58:
0119 FIG. 60 is a screen shot that shows an example end
game score box for a cash-award based solitaire game in one
embodiment;

0120 FIG. 61 is a screen shot that shows the game score
to skill score conversion and final cash award for the

solitaire game of FIG. 60:
0121 FIG. 62 a flow diagram illustrates steps performed
for game seed creation and use; and
0.122 FIG. 63 is a block diagram of an affiliated property
system, as disclosed herein.
DETAILED DESCRIPTION OF THE
PREFERRED EMBODIMENTS

0123. A preferred embodiment of a network gaming
system, constructed in accordance with the claimed inven
tion, is directed towards a player tracking system and system
gaming apparatus for playing non-base games by funding
the credit side of a gaming cycle, rather than funding the
award side of the game cycle. The games played over Such
an organizational arrangement are referred to herein as
“system games, and are playable in a casino, arcade, or
web-based environment. In one embodiment, these “system
games' utilize a system gaming apparatus and provide
players with additional choice with respect to non-base
game selection and non-base game parameter selection,
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additional ways to win a prize (e.g., through concurrent play
of multiple games on the same gaming device), and addi
tional competitive incentives.
0124 Referring now to the drawings, wherein like ref
erence numerals denote like or corresponding parts through
out the drawings, and more particularly, to FIGS. 1-62, there
is shown a preferred embodiment of a system gaming
apparatus. With reference specifically to FIG. 1 a preferred
embodiment network used for a system gaming apparatus is
shown. System gaming is new technology that provides
player choice as to the selection of a non-base game from
among a plurality of non-base games. Concurrent with the
play of a base game, players can choose which system game
and/or tournament to play. Moreover, players can choose
when to play the tournament and/or system game. In other
words, non-base game play is now "on-demand. Once the
player determines what to play and how Such play is to occur
(choice), the System Game is presented to the player via a
display. Generally, the system game and/or tournament will
be provided to the player using a player tracking user
interface having its own separate processor and display.
Alternatively, the display is the primary game display, a
secondary game display, a player tracking unit or any other
type of display system. Still further, any game on a casino
floor can now have multiple bonus games for a player to
choose from without requiring any modification of the base
game whatsoever. As such, even older, mechanical reel
spinners and other legacy devices can now provide modern
multimedia bonus games to the players.
0125 Generally, system gaming funds the credit side of
a gaming cycle (i.e., funding the right to play a game) rather
than funding the award side of the game cycle (i.e., funding
the prize itself), as was done in prior community gaming
environments. In this way, system gaming provides the
casino with the ability to determine the “right of a player to
play for a prize. In particular, promotional or other non
wagered monies may be used to fund the opportunity to play
the game. Still further, the casino can determine the param
eters it uses to set-up the right to play the game. Since
system games are funded using non-wagered monies, casi
nos have a significantly greater amount of flexibility to
control the types of games played, the parameters of Such
games, and the types of prizes that can be generated and
provided to game patrons. In short, therefore, system gam
ing provides enhanced functionality, excitement, and flex
ibility in game design and in game play.
0126 Preferably, but not necessarily, the gaming
machines 200 are broadband-capable in that the gaming
machines 200 (or components inside them) accept higher
speed, full-duplex, packetized messages. In one preferred
embodiment, gaming networking bridges 210 communicate
with the gaming machines 200. The gaming network bridge
210 provides communication with and couples the gaming
machines 200 to the network. Backend devices, such as slot

data and system game servers 140, 160, 170, 180, are
connected to the gaming network through the bridge 210. In
one embodiment, backend network structures 130, 150

connect the data and system game servers 140,160, 170, 180
from various locations outside and inside a casino or loca

tion of the tournament. For example, and not by way of
limitation, in one embodiment, the backend network struc

tures 130, 150 include a local area network 130 system, and
a wide area network system 150. Further, software applica
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tions executing in devices 140, the common database 160,
and slot or player management and marketing servers 180,
with their respective databases 170, function collectively or
individually as game controllers.
0127. In some embodiments, one or more protocols are
used to communicate in the network. For example, and not
by way of limitation, the network uses high-speed broad
band communication and packetized protocol to communi
cate tournament data in the network. The protocol many
comprise, for example, and not by way of limitation, Eth
ernet, TCP/IP and XML based GSA BOB available from the

Gaming System Association of Las Vegas, Nev. Further, in
one embodiment, for consistency in protocol, messages from
gaming devices 200 are routed through broadband commu
nication pipes 230 to the bridges 210.
0128. With reference to FIG. 2, a block diagram illus
trates a gaming device 200 according to one embodiment. A
base game cabinet 202 is included that provides for regular
game play on the gaming machine 200. A base game display
204 displays regular base game play. The base game play
may include, for example, and not by way of limitation,
poker games, slot games, keno, and the like. In one embodi
ment of the gaming machine 200, a selection list is shown
on the display 204 to list a plurality of base games that can
be played on the base game cabinet 204.
0129. A player tracking cabinet module 211 provides a
card reader 212, game management unit (GMU) 218, and an
additional user interface 216. In one embodiment, the addi
tional user interface is an iView interface 216 (available
from Bally Gaming & Systems, Inc. of Las Vegas Nev.),
which serves as an additional user interface for playing
system games off of system game servers 140. In some
embodiments, as an additional user interface is referred to

herein as a player tracking user interface. However, in other
preferred embodiments, system games are not played off of
system game servers 140, but rather utilize a distributed
processing environment, Software-based processing compo
nents, a 'stand-alone' processing system, or combinations
thereof.

0.130. In one embodiment, the GMU 218 monitors game
play provides as one line of communication 220, a network
connection to slot management and player marketing servers
180. In another aspect of a preferred embodiment, the iView
interface 216 includes a web content capable display screen
and an embedded processor. Preferably, in addition to dis
playing system gaming related information, the display
screen is also capable of presenting mark-up or web com
patible information to a user via the display screen. The
embedded processor preferably utilizes an internal operating
system and communicates with a gaming processor of the
base game 202. The additional user interface further pro
vides broadband network connection 224 to the gaming
network as described with respect to FIG. 1.
0.131. In some embodiments, any one or more of the
components of the gaming machine 200 can be embodied in
Software services and merged into another component with
out a network connection between them. For example, and
not by way of limitation, the card reader 212 can be internet
protocol (IP) based, or hardwired to a specific component,
such as the GMU 218, through a serial, USB or connection.
0.132. In one embodiment, a system gaming server (e.g.
140) automatically communicates with a plurality of the
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gaming machines 200 to offer to the current or potential
player of each gaming machine 200 the opportunity to play
in a system games without leaving the gaming machine 200
being played, and without having to discontinue regular play
of that gaming machine 200. Thus the offer leads to dual
income and/or reward potential from a gaming machine 200
for a given period of time. The player plays their base game
202, and if the player so chooses, can play a system game at
the same time and compete head to head with other players
anywhere in the facility in which they are playing, or in
competition with players in any other facility around the
world if configured to do so through, for example a wide
area network 150.

0.133 With reference to FIG. 3, the steps preformed in a
method to implement user accounts is shown according to
one embodiment. In this embodiment, a new player account
or variable associated with a carded player is created. This
account is called an eGameCash account. It is used by the
player to start the player's desired system game playable on
iView interface 216 of the player tracking module 210. FIG.
3 illustrates the interaction of the eGameCash account with

previous bonusing methods. In step 300, money is deposited
into their account by the player, or from promotional funds,
advertising, or other sources. In one aspect, while playing a
base game 202, a percentage of the game wager, along with
casino marketing funds, are added to a progressive game
selected by the casino, step 302. If a bonus is triggered by
the system, then the player is awarded by the progressive
game, step 304. However, in another aspect of a preferred
embodiment, the player selects the bonus game (system
game) they wish to play, Step 306. The player wagers money
on either the base game, or the system game, step 308. The
wager is detected from their eGameCash account, step 310.
Optionally, a progressive game is incremented by a percent
age of the wager, step 312. If a winning combination is
achieved, the player is awarded a specific prize by the
progressive or the system game, or both, step 314.
0134. With reference to FIG. 4, a data flow datagram
illustrates data flow between various modules and data

entities in an accrual engine according to one embodiment.
A players play base games 202, step 400. In one embodi
ment, the carded player's base game 202 play is monitored
by the GMU 218, or a system game server 140, 180, step 408
for player “John', step 448 for player "Sue', and a prede
termined percentage of this amount is given back as a
marketing promotion to the player in the form of eGame
Cash, steps 410, 450. This function is achieved by an
automatic Software engine that is called the eGameCash
award or accrual engine, which includes, in one embodi
ment, software executing on one or more of the system game
servers 140, and/or the additional user interface 200 of the

of the player tracking module. The eGameCash engine keeps
track of, and updates an eGameCash meter for the player,
steps 412,452.
0135) In one embodiment, the predetermined percentage
is dynamically modified for a player based upon casino
configured rules. In this embodiment, each type of player
accrues eGameCash at a different percentage. Further, in one
embodiment, different types of base games 202 accrue
differently. For example, and not by way of limitation, skill
Video poker games can accrue at %0.15 percent whereas slot
machines can accrue at 0.25%. In another embodiment,

different groups of base games can accrue eGameCash
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differently. Any base game 202 monitored variable or meters
are used individually or in combination with others to accrue
eGameCash. In an alternative embodiment, the accrual is

weighted or calculated by using the base game 202 theo
retical or actual win.

0.136. In one embodiment, a percentage of game play
from un-carded players, step 402, contributes to carded
players accounts, step 404, and is weighted to the carded
players handle-pull (play) per unit time, steps 414, 454. This
process is called the un-carded play distribution engine,
which in one embodiment includes Software executing on
the system gaming servers 140, 180. This amount is given
freely by the casino as a marketing promotion. This function
is included in the eGameCash award engine. In one embodi
ment, in steps 404 and 406, eGameCash accrued from
un-carded play is given to specific types of players, specific
players playing specific base games, or alternatively, to
un-carded players that have a temporary account on the
system. In another embodiment, this un-carded eGameCash
alternatively funds progressive prize pools or Sweepstakes
prizes obtainable by winning a System Game played by a
carded player.
0.137 In another embodiment, a player purchases eGame
Cash with money transferred from the base gaming device
200 they are playing into the player's eGameCash account,
where jurisdictions and casinos allow. In one embodiment,
this is a dollar to dollar equivalent conversion, but, in an
alternative embodiment, a conversion formula is be used.

Other transfers to and from another account or monetary
institution is used according to another embodiment. Players
purchase eGameCash with, by way of example, and not by
way of limitation, an ATM card, a debit card, a check, a
credit card, a transfer from banking institution, and other
cash or point accounts from other authorized sites. In one
aspect of a preferred embodiment, a player is allowed to
convert bonus points to and from eGameCash. In another
aspect, a player is allowed to convert promotional eCash
(bonus cash offered as a promotion) to and from eGame
Cash, either dollar for dollar, or at a conversion rate. In

another aspect, a player is allowed to convert any of their
accounts (for example, a hotel complementary account) to
and from eGameCash.

0.138. In one embodiment, a casino has a marketing
promotion engine executing on the servers 140, 180 that
manually or automatically increments or decrements
eGameCash to a specific player or group of players or
players playing at a cluster of gaming devices 200. (e.g.,
player may get double eGameCash accrual on their birthday
or anniversary). In another example, the first 100 players
playing on a day receive S50 each of eGameCash.
0.139. In one embodiment, players lose un-played
eGameCash based upon casino defined rules. For example,
and not by way of limitation, a player loses eGameCash if
the player has not played or visited a casino for a year. In this
embodiment, preferably, only an un-cashable portion of the
eGameCash is exposed to these decrement rules. Player
funded or eGameCash won by players remain and are
independent of the decrement rules.
0140. In another embodiment, a player can elect to cash
out cashable eGameCash, and the money is transferred onto
a base gaming device 202 credit meter.
0.141. In one embodiment, eGameCash has a cashable,
un-cashable, and player funded portions that is presented to
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the player as a single variable. In this embodiment, un
cashable amounts need to be played on system games or
base games 202. This allows a casino to give un-cashable
amounts at registration time, or any other time, for any
promotional means. In this embodiment, the player cannot
just go to the gaming device and take their money out
without that un-cashable money first being played through a
gaming cycle.
0142. In one embodiment, winnings from the system
games are put into the cashable portion of the eGameCash
account. A player can cash out these winnings out by
transferring them to the base game 202 and pressing a cash
out button on the gaming device 200.
0143. In another embodiment, there is an option for the
casino to allow only a certain amount of System Game
winnings to be cashable per unit time. For example, and not
by way of limitation, a S50 maximum can be set for a day.
This forces players to revisit the casino on other days to
collect their winnings. In one embodiment, a dual port
printer can allow the system game platform, or GMU 218,
to directly print a cash voucher to the printer without having
to communicate with the base game 202 to do so directly.
Once this cash-out occurs, the player can then walk to the
cashier for the cash value on their cash voucher.

0144. In other embodiments, other ways of taking
eGameCash out of the account can be used by the player,
including, but not limited to, wire transfers. In another
aspect, the Player funded portion of the eGameCash meter
can be converted back to any other player account the player
that requires, for example, conversion factor. In another
aspect, the player may return credits back to a base game 202
on which they are playing.
0145 As stated above, in one embodiment, player funded
portions usually come from credits or monies transferred
into the player's eGameCash account from a base game 202.
These funds can be readily converted between eGameCash
and base game credits at the player's discretion. In some
embodiments, these conversions from one type of currency
to another are either allowed or disallowed, or conditionally
allowed by casino rules or jurisdictional requirements. In
one embodiment, the eGameCash account is created so as

not to convey to the player that the player must use his
Bonus points or eCash as the only way of crediting the
system games. The player already uses the eCash and bonus
points accounts, and in one embodiment, the system
shouldn't force the player to decrement these accounts to
enjoy a system game. In one embodiment, eGameCash is
shown to the player as a cash value or a number of credits
for a specific system game denomination chosen by the
player. For example, a conversion of S100.00 or 100 credits
amounts to S1 each credit. In one embodiment, un-cashable
eGameCash is played first, then cashable eGameCash, then
player funded eGameCash to authorize play on a system
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limitation, 1 credit of paid eGameCash played results in 2
credits of wager for that particular game because the other
credit was authorized to come from the player's un-cashable
portion of their eGameCash account. In effect this allows a
player's cashable amount to become playable if the player
first funds a game. A player can achieve larger wins in this
embodiment because the player didn't have to fund all of the
credits to play a specific game.
0.147. In one embodiment, some of credits come from
marketing funds. In one aspect of this embodiment, each
eGameCash portion is shown individually to the player, or
combined. If combined, then other visible indications are

given to let the user know that all the cash in their account
is not cashable. Indicators are given showing the progress
towards accrual to an eGameCash credit. Examples of
indicators include, not by way of limitation, a power bar or
a digital eGameCash meter with several decimal places.
0.148. In one embodiment, the aforementioned eGame
Cash award engine is used to give carded players promo
tional game credits, or cash, that is expendable on system
games or other casino or third party services. These credits
go into the un-cashable portion of the eGameCash account
assigned to a player. The engine has many casino config
urable fields or variables, such as, by way of example, and
not by way of limitation, accrual rate for Un-carded players,
rate for each type of carded players, game theme played,
skill game rate, chance game rate, denomination played,
rates if a max bet is base game is played, frequency of doing
the accrual from un-carded to carded player accounts, and
which data fields sent from the player tracking module 211
are to be used for the accrual equation (usually the total
handle or wager amount in dollars).
0149. In one embodiment, a carded player accrues
eGameCash in real-time to the player's account as the player
plays base game 202 or paid system game. If, for example,
and not by way of limitation, the accrual rate for a specific
player type is set to 0.25% of his base game handle or wager,
then for every S4 in handle pull wager, the player accrues
S0.01 cent of eGameCash. Thus, in one embodiment, the
iView user interface 216 of the system tracking module 211
buffers the base game handle pull until such a time that
approx /2 of the S4 is played or S2 before sending the data
to the eGameCash award engine. In another embodiment,
this data is sent to the GMU 220 or from the GMU, to

backend slot management servers 140 and casino market
place servers 180 without first going to the iView. Thus, in
this embodiment, if the player is only playing S0.25 cents
per game on the base game the system only sends a server
message every 8 base games played to update the cash
award. This cuts down on network traffic significantly still
allow every penny of eGameCash to be shown to the player
as it accrues.

game.

0150. In one embodiment, the player's personal accrual is
not immediate, but is performed at optimal times or levels
decided by the casino. For example, and not by way of

0146 In one embodiment, a player is required to match
the un-cashable eGameCash with player funded amounts in
order to make the un-cashable portion become cashable.
Alternatively, in another embodiment, every player funded
amount or cashable amount of eGameCash needs to be spent
first, and then un-cashable amounts become cashable. In yet
another embodiment, the un-cashable portion increases a
players wager. Thus, as an example, and not by way of

game 202 theoretical payout percentage rate and wager
amount, whether a maximum bet is played or not, and/or any
combination of both. In one example, and not by way of
limitation, the system does not provide much eGameCash to
players winning much over the expected amount of win. The
players who are not winning much on the base game 202
may be given more opportunities to play system games.

limitation, the eGameCash accrual rate can be tied to base

US 2007/016721.0 A1

0151. In one embodiment, all un-carded play handle pull
wagers would be accrued into a separate account or accounts
until such a time that it is disbursed to carded players. This
accrued play account from un-carded players is multiplied
by a casino configured percentage and is given to carded
players based upon each specific carded players handle pull
verses all carded players handle pull per unit time. In one
embodiment, the distribution occurs at a fixed time intervals,

for example, every 5 minutes, or once the un-carded play
account accrues to a certain size.

0152. In some embodiments, other rules that create a
compelling product for the casino and its customers are used
for distributing un-carded account accrues. For example, and
not by way of limitation, a casino configures the system Such
that a player only receives un-carded or carded play accrual
on their next visit to the casino as a means to drive the player
back to the facility. In another embodiment, a disbursement
means is to take the un-carded account and give it in
different percentages to different types of carded players,
and not just evenly across all players. For example, and not
by way of limitation, only “Platinum' club card members
get eGameCash accrued to their account from un-carded
players.
0153. In one embodiment, only carded or club players get
free eGameCash to play system games. However, if config
ured to do so, un-carded players can get their own eGame
Cash back to play system games in this or other embodi
ments. This cash is assigned to a unique iView device ID.
which is an identifier that identifies an iView device 216, or
GMU ID, which is an identifier that identifies a GMU 218

on the gaming device 200 that the player is playing. As an
example, and not by way of limitation, 1 cent of eGameCash
is earned by an un-carded player. The player can play it
currently before the player leaves the base game machine
202, or risk losing it or giving it to the next player that plays
the gaming device 200.
0154) In one embodiment, the types of system games
un-carded or non-club players can choose from are limited
because some games complete at a later time, and the player
might not be playing the gaming device 200 to collect the
win at that later time. Since there is no account for the

un-carded player, can not place funds that the payer wins. An
example of a system game that cannot be played by an
un-carded player is a weekly tournament (described below),
or a raffle.

0155 In one embodiment, in order to solve this problem
with un-carded players, a temporary account is created for
the un-carded player, and the player is asked to enter a
username and a PIN number to access this account at a later

date. In another embodiment, a special code is used to access
the account at another more capable terminal or registration
area or kiosk. In another embodiment, a receipt is printed out
of the gaming device 200 with the temporary account
information to allow later access to the account if the

un-carded player wins a system game.
0156 Nevertheless, in embodiments where un-carded
play accrual is distributed to carded players encourages
players to become carded if they want to get the benefits of
this transfer of marketing funds from other types of players.
In one embodiment, this transfer of un-carded play promo
tional money to carded players is weighted to the handle pull
of each specific carded player, or there is no weighting
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formula used whatsoever. In another embodiment, different
eGameCash accrual rates are used for calculations of

eGameCash accrual rates, which vary based upon, by way of
example, and not by way of limitation: card status of player,
type of player, a cluster of games, denominations of played
games, player value to the casino, win rate/loss rate for
casino or player, location on the floor a gaming device 200,
a site identifier for a casino (site ID), specific web portal
address used to access the system game servers by a player,
geo-location of a player, biometrics, types of games played
by a player, various promotions running, self-tuning of
gaming devices 200 to optimize for activity on the gaming
floor during any period, or any accounting variable or
combination of variables used in tracking gaming activity. In
one embodiment, the eGameCash distribution from un

carded players to carded players is dynamically tuned to
create an optimal marketing effect for the carded players. In
one embodiment, by way of example, and not by way of
limitation, the distribution occurs every 5 minutes, once
S500 is accrued, on middle of the week days only, during
another promotional event, or when there is a winning
outcome in a specific system game.
0157. In another embodiment, alternatively a % of a
carded players’ system game wagers go to other players or
groups of players instead of, or in addition to, funding the
prizes for the system game those players are playing.
0158. In another embodiment, eGameCash accrual is at a
different percentage based upon theoretical payout percent
age for each pay line in a game. In one embodiment, the
eGameCash award engine does not track individual player
activity, but rather play of independent of a player ID (which
is a player identifier that identifies a player). In this embodi
ment, the system awards back eGameCash for any reason to
specific player IDs. This allows the base game play to
contribute to progressive pools directly. Upon the players
choosing, a system game is played using this eGameCash,
giving the player the opportunity to win a progressive pool
contributed to directly from a percentage of base game 202
play. In one embodiment, this providing of eGameCash is
accomplished by monitoring play from the day before, or
profitability at the casino, and inserting funds on the current
day into the player's eGameCash account. This way if
system games provide too much money in a recent time
period, then the eGameCash award engine can be tuned back
to limit plays of system games going until, at a later time, it
is manually or automatically tuned back to the default level.
In another embodiment, prize pools or system game credits
are incremented on what has not been won by players vs.
what was expected to be won in a game session.
0159. In one embodiment, random insertion of eGame
Cash into the account of a carded player, or group of carded
players, occurs. This provides a Surprise capability or
smooth distribution effect. By way of example, and not by
way of limitation, the player receives S0.50 of eGameCash
in his account even though the player normally would have
received none or very little due to the rate of his play on the
base game 202.
0.160 In another embodiment, eGameCash distribution to
players is in real-time as the player plays the base game 202,
or once per a time period. In another embodiment, the
distribution is after a specific amount of handle pull or loss
by the player.
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0161 In another embodiment, the system dynamically
applies eGameCash to the player based upon the players
win/loss rate. This allows for self-tuning of the casino's
marketing outlay based upon what is going on in the base
games 202 or for their entire business. This allows for a tight
integration with the yield analysis software, for example.
0162. In one embodiment, eGameCash accrual is based
upon the theoretical payback percentage of the base game.
For example, and not by way of limitation, for 85% theo
retical payout base games 202, the player accrues 0.24% of
handle pull, for 95% theoretical payout base games 202, the
player accrues 0.22% of his base game handle pull.
0163. In another embodiment, the eGameCash accrual
engine uses a lookup table verses a straight percentage of
base game wagers, wins, or rate of loss. An example lookup
table is shown in Table 1.
TABLE 1.

Sample Accrual Engine Lookup Table
Session wagers

eGameCash given

<S1

O

S1-S5
S5-S10
S10 S15
over S15

S.05
S.25
S1.25
S3.00

0164. The advantage of using a table is that a non-linear
scale can be used verses a direct percentage. A non linear
scale, for example, and not by way of limitation, can be
weighted to give more eGameCash to players who play
more base game cash or wager. In another embodiment, the
table is weighted to give more eGameCash to players who
loose the most on the base game 202, in either absolute
dollar amount or worst payback percentage verses expected
base theoretical payback percentage. Further, in one
embodiment, different percentages are used for different
levels of a player's monitored activity. An example table for
this embodiment is show in Table 2.
TABLE 2

Sample Accrual Engine Lookup Table
Monitored activity
(e.g., handle pull)

eGameCash Rate

: : :

0165. In another embodiment, eGameCash accrual
occurs exclusively on the iView device 216, GMU 218, base
game device 202 or other gaming client-side device, and not
on a server 140, 180. Accrual parameters are sent from the
system game server 140 to the gaming machine 200 for
computing purposes. The parameters include fields values,
Such as accrual rate for each type of carded player or
un-carded player, player specific accrual rates, variables for
use in monitoring accrual, and variables to use for tourna
ment score calculations, and the like.

0166 In one embodiment, a player has a choice of how
to receive promotional funds from the casino. By way of
example, and not by way of limitation, these choices include
a choice at a player registration time as to how the player
wants to accrue his promotional dollars. In this example, a
player can elect to not get eGameCash, but rather fund an
IRA, college fund, eBay(R) points, Amazon.com(R) credits,
PayPal R. Preferred Awards.(R), airline points, hotel points, car
rental points, eScript(R) points for educational or charity
funds, frequent renter programs, credit card cash back
programs, incentive points programs for grocery stores and
the like, other 3rd party points systems, mutual funds, and
stocks. The player can chose that the awards are provided in
player's name, or in another person's name. Such as a child.
In this embodiment, the player may elect to get eGameCash
and bonus points, bonus points only, or eGameCash only,
with or without any other prizes. In one embodiment, a
player is allowed to decide, by way of example, and not by
way of limitation, that the player's casino promotional funds
are allocated 25% in airline points, 25% in eGameCash, and
25% in Bonus Points, and 25% rental car points. Further, in
this embodiment, this allocation can be performed at regis
tration time, and can be modified later on the iView device

216, or any kiosk, web portal, or casino help desk. Depend
ing on the player's desired choices, extra registration data is
collected, such as frequent flyer number, to allow for full
fillment of these rewards.

0.167 In another embodiment, an alternative to creating a
new eGameCash account for a player is to use any existing
account that the player already has in the player tracking
servers or casino marketing servers or other servers (collec
tively show in FIG. 1 as 140 and 180) where the user has an
account established. In one example, and not by way of
limitation, 10 player bonus points allows a player to play a
system game on the additional interface 216 of the player
tracking device 211. Since players already accrue bonus
points to their account, the system provides another way for
them to spend the points rather than just at various casino
venues or restaurants. A player that accrues some bonus
points, but not enough to ever use in a restaurant, may never
get the benefit of the points. The player can choose to use all
of their points on a system game involving a raffle, for
example, for a chance to win big or loose all of his points
that the player would not otherwise use. This helps to reduce
accrued liability on a casino's financial accounts.
0.168. In one embodiment, higher denomination games
and larger wagers use more bonus points, which in some
embodiments make a player eligible for certain system
games. In one embodiment, bonus points are decremented at
the start of the system game. In another embodiment, bonus
points, other player accounts, are automatically converted
into an account that gets used to credit a system game. A
player selects a specific game to play from the system game
server 140, and then the game executes on the iVIEW
display 216. Configuration tools allow the casino to decide
which player specific account is used to enable system game
play as a primary game, and which games are used for
secondary play enabled by play of the primary game, and the
like. For example, and not by way of limitation, a casino can
decide to allow the player to use his eGameCash as the first
Source of monies required to play a system game, and if
there was not enough money in this account, then other
accounts can make up the difference, or be used instead.
Thus it is to be understood, that a player may use any of their
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accounts to authorize play if the casino allows such trans
actions to take place. The player selects the desired priority
of which account to use first, then which other accounts to

use once the primary account runs out of funds.
0169. In one embodiment, the system does not allow
eGameCash accrual if a card is not in gaming device for a
certain period of time, for example, for 2 minutes. At that
time any games that have not concluded are terminated after
that time. A new game cannot begin without the card unless
configured to do so. If a player account is disabled, then no
eGameCash accrual for that player occurs, and/or no system
games allowed to be played.
0170 There are many micro-payment or micro-currency
online businesses in the world that allow set-up of an
account by depositing a certain amount of funds into a user
specific account. The account holder can spend this money
in micro amounts, for example, as they use the Internet to
purchase Small items such as music clips, web pictures, and
other electronic media. These accounts at 3rd parties can be
used as a means to credit a system game, or a players
eGameCash account generally. Funding in this way can
occur game by game, as the games are played, with or
without a player using an eGameCash account. In one
embodiment, all payments and credits between the 3rd party
and the casino are at the end of the day, week, month, or
real-time. One such service that can be used with this

embodiment is located on the Internet at www.bitpass.com.
However, there are many micro-payment systems that can
be used in this embodiment.

0171 Promotional Funds
0172 Acasino has a marketing promotion budget, which,
like most businesses, is a function of how much revenue the

business does. In one embodiment, a simple controlled
means for a casino to automatically determine how much
eGameCash to give out is to tie it to a percentage of the
players handle or money spent. This way, players that spend
more money get more eGameCash. Overall, casino promot
ers recognize that the casino is typically going to give out a
fixed percentage of its daily revenue to carded players, for
example 0.25% all handle pull. With a casino floor having
2000 gaming devices 200, and a S2000 average handle per
day per gaming device 200, this equals S10,000.00 that the
casino desires to be given back to the players in the form of
promotional dollars. A casino can thus calculate how much
they want to give away to their players based upon their
profitability as a company as a whole or what their budget
will justify. In one embodiment, the percentage of handle
pull can be calculated and entered into the system, and then
from there on, an even disbursement of eGameCash is given
to carded players.
0173. In one embodiment, system games have a theoreti
cal payout percentage of less than 100%, or more typically
60%-95% depending on the game. Thus, statistically if
S10,000 of eGameCash is given to carded players in one day,
and if this entire amount is played on system games then
statistically, between 60%-95% of it will be given back in
system game awards over time. In one embodiment, this
becomes cashable by the player, and this amount can leave
the casino with carded players.
0174 If any system has an outcome with a very large
winning combination, it too becomes cashable by the player,

Jul. 19, 2007

and the casino gives much more than S10,000 in eGameCash
awarded that single day. This is exactly what happens on the
base casino games today, but over a time period, the games
will give out the theoretical payout percentage. This is the
case with the system game platform. In one embodiment, all
system game outcomes are funded by casino bank funds just
as if they are played on the base game 202. Current systems
in the market only give the pre-determined percentage of the
handle to a prize pool. Thus, this is all that they will ever
give out. System games according to one embodiment have
the ability to have a pay table that can pay much more than
the pre-determined percentage of the handle pull. The sys
tem can also provide progressive awards for specific system
games or groups of specific games. Accurate tax and finan
cial database transactions are kept for this purpose in a data
store 160, 170. To offset promotional payouts to players, in
one embodiment, the system game increase play and handle
pull to ensure casino profits are not lowered.
0175 Types of Games
0176). In one embodiment, the system game implements
one or more 'games of chance,” or alternatively other games
that do not rely primarily on the skill of the player can be
offered as a style or genre of game. For example, and not by
way of limitation, such games as slot machines, Substantially
random card games, roulette, and the like, in one embodi
ment, offer a player a chance to win cash or prize credits, or
other physical prizes, without requiring a high degree of
skill. These games typically rely upon a random number
generator to determine outcomes of the games. In some
embodiments, other mathematical formulas or calculations

are used to create the effect of randomness to the player and
regulators.
0177. In another embodiment, the system implements
one or more “games of skill,” wherein have a predetermined
goal, task, or objective for a game should be accomplished
in a skilful manner, such that an outcome of the game is
determined primarily by the amount of skill of the player.
The greater the player's skill, the closer or more easily a
desired goal in the game can be reached by the player. In one
embodiment, points associated with the predetermined goals
or objectives are added to a game score Such that a higher
game score, on average, indicates a greater amount of skill
by the player. In some embodiments, skill predominant, or
100% skill, games are implemented. Games that rely on
player knowledge generally are regarded as games of skill.
0.178 In one embodiment, not all games will require
decrementing of eGameCash to authorize play. Surprise,
extra, or free games provided for the player.
0179. In one embodiment, many game types are available
for play on the iView device 216. They include, for example,
and not by way of limitation: class II games, class III games,
central determination games, bingo, keno, video reel spin
ning games, Video poker games, various card games, Soli
taire games, skill based video games, chance based video
games, skill based slot machines, games of mixed skill and
chance, roulette, spinning wheel games, lottery style games,
raffles, tournaments, find the prize style games, mystery
bonus games, Sweepstakes, wide area progressive games,
multi-player real-time competition games, turn based games
where players exchange moves or turns, elimination tour
naments, fixed number of player tournaments, time based
tournaments, pyramid style tournaments, sprint to a score
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tournaments, elimination tournaments, team play games and
tournaments, prize merchandise or service games, games
that award cash, games that award nothing other than
entertainment value, games that award prize credits redeem
able for merchandise, games that award raffle tickets, games
that award a combination of cash and prize credits or raffle
tickets or combination thereof, games that award Sweep
stakes tickets, games that award multiple pay lines, single
denomination games, multi-denomination games, single pay
line games, games that allow single or multiple credits to be
spent on a single game event, tournaments using base game
activity, tournaments using base game activity to determine
a tournament score, system game tournaments where scores
are determined by wager and outcome on the game played
on the player tracking video display interface 216, golf style
games, shooting style games, games that include player
handicapping, dice style games, board style games, baccarat,
puZZle style games, action games, word games, jig-saw style
games, crossword games, hangman, color or pattern match
ing games, massively parallel games, chat based games,
treasure hunting style games, craps, games that allow con
tinued play if more money is spent, games that qualify you
for other types of games, hearts, arcade style games, check
ers, backgammon, dominos, chess, system games where the
outcome is determined by the base gaming device, system
games that advance based upon activity or results on the
base gaming device, flying games, driving games, games
that require player input to play, games that auto complete
without user interaction, games that can auto-play from one
game to the next, system games that have their own systems
games as bonuses, extra System Games, advertising spon
sored games, and games that allow players to compete with
others on different gaming platforms such as: personal
computers and at home-wireless devices-cell phones.
0180. Other types of games that can be used in this
embodiment include, by way of example, and not by limi
tation: Sports book betting, games played at 3rd party online
game services, mahjong, reverse, bridge, blackjack, Spades,
pool, bowling games, pay per view movies or events,
spectator sports, Pai Gow, games where the system game is
a bonus round for a base game, Games where the System
Game is a part of a paid or free part of the base game, games
that include side bet features, Games where you can only
play if you achieve Something in a base game, eight-liners,
games where server side finite pool prize awards are reverse
mapped into a winning combination on the client gaming
device, 6 or 7 card draw poker, stud poker, games where the
player selects the desired difficulty of the game for specific
rewards, Texas Hold'em poker style games, promotional
progressive games (PPE), wide area progressive games
(WAPs), collapse style games such as Bejeweled, Popit,
CubiX, and other web based games.
0181 Types of Awards
0182. In some embodiments, the most common type of
award that could be given from a system game is cash or
cash equivalent value. According to one embodiment, a
typical game has a pay table that has one or more types of
winning outcomes that can award cash, prize points, specific
merchandise or service related prizes, Souvenirs, free games,
raffle tickets, Sweepstakes tickets, promotional coupons,
Vouchers, hotel comps, show tickets, discounts at stores or
other venues, bonus points, eCash, base game credits or
cash, or free system game plays. Any game winning com
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bination, event, or outcome can award any one of these types
of prizes or a combination of them.
0183 In one example, and not by way of limitation, 3
Cherries on a video reel spinning game line pays $5.00
eGameCash and 5 raffle entries into the yearly raffle draw
ing. The award does not have to be determined at the
outcome of the game, but can be awarded for just entering
the game, awarded in the middle of the game. In one
embodiment, the games are for entertainment only. In
another embodiment, system Games themselves have their
own progressives. These progressives could be additions or
multiples of the types of awards mentioned above. In one
embodiment, the system game multiplies, adds to, Subtracts
from, or substitutes, an award from the base game 202.
Other types of awards include electronic viewing or listen
ing to data files, such as audio files, cell phone ring tones,
movies, pictures, or other forms of multimedia.
0.184 In one embodiment, systems games themselves
have bonus rounds and wide area, local area, individual, or

personal, progressives. Awards in this embodiment are spe
cial features, settings, or levels, for the game, or future
games of the same or different game title. In one embodi
ment, all awards are given and assigned to a player specific
database record in the database 160, or to a group of players

to be collected later. Otherwise, in another embodiment,

awards are taken by the player instantly at the gaming device
in the form of cash to his base game device, account, paper
ticket, or a physical prize dispenser on the gaming device
200. Typically cash won is added directly to the cashable
portion of the eGameCash account associated with the
player. A player may have an account associated with points
toward prizes (“PrizePoint account), that is associated with
his account for wins on games that award PrizePoints. These
PrizePoints can be used for merchandise, services, or

e-Commerce related shopping. Pay to play System Games
can accrue to Bonus Points bucket and eGameCash accounts

simultaneously if desired by the casino. In one embodiment,
an amount of paid play on base game or paid system game
play can allow transfer from un-cashable account to cash
able eGameCash account. In one embodiment, the allowed

transfer amount matches the amount spent to play the game.
This is called “match play. The system also has access to
various prize output devices. They include, by way of
example, and not by way of limitation, Smart card writers,
printers, hoppers, prize dispensers, ticket dispensers, elec
tronic ports for download of electronically delivered prizes
Such as mp3's, chips, currency dispensers, and prize servers.
In one embodiment, these devices are physically contained
in the same cabinet where the player is playing, or at remote
locations for the player to collect the prize.
0185. The term “prize, as used herein, generically refers
to any merchandise, Souvenir, food item, or other physical
goods or services that can be offered to players for redemp
tion for games, and that have value other than as a medium
of exchange for use in the gaming environment. A can of
Soda, Slice of pizza, radio, stuffed animal, certificate, cash,
and free games to be played on game unit are all non
limiting examples of prizes.” Another non-limiting
example of a prize includes a promotional coupon, encour
ages players to return to the current gaming environment or
location more quickly in the future. For example, in one
embodiment, a promotional coupon is dispensed as a spe
cific prize ticket that offers a player a free pitcher of beer if
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the player returns and redeems the coupon within 1 week (or
whatever time frame and free item the operator desires). In
one embodiment, redemption tickets or specific prize tickets
are not considered “prizes' since these tickets can be used in
the gaming environment (Such as an arcade or casino) to
redeem other types of prizes. In gaming environments, each
prize typically has a cost or value associated with it, speci
fied as an amount of universal redemption tickets (or prize
credits). The more valuable the prize, the greater number of
tickets is typically required to redeem that prize. Free Show
tickets or hotel rooms are also prizes. Additional value to an
eGameCash account can be directly awarded by a base game
202 or system game if it is configured to do so.
0186. Other examples of prizes include: savings bonds,
funding of IRAs, college 529 type funds, stocks assigned to
the winning player or people the player. Such as a players
children. In one embodiment, these types of prizes are
automatically ordered for the amount of win in the name of
the desired person and delivered later to a desired residence.
Other examples of prizes include: eBay(R) points, Amazon
.com(R) credits, Pay Pal(R) Preferred Awards(R), airline points,
hotel points, car rental points, eScript(R) points for educa
tional or charity funds, frequent renter programs, credit card
cash back programs, incentive points programs for grocery
stores and the like, other 3rd party points systems, mutual
funds, and stocks, and retail gift cards.
0187. A “specific prize” or “instant prize,” as referred to
herein, is a particular prize or type of prize whereby a player
can be directly and immediately awarded, and in most cases,
can immediately receive due to a particular winning result in
a game. Preferably, the player redeems the specific prize by
paying an appropriate specific prize ticket to an operator,
vending machine, or the like. In embodiment, the player
receives such a prize ticket from a printer based on a
particular winning result on the game device 200. A “specific
prize ticket”, “specific prize coupon' or “specific prize
Voucher', as referred to herein, is a ticket, coupon, or other
physical or electronic Voucher that can be exchanged for the
specific prize only, or can be exchanged for other types of
prizes, or accumulated to purchase several types of prizes.
For example, and not by way of limitation, specific prizes
include, paper or cardboard tickets, special metal, plastic, or
cardboard coins or tokens, Smart cards and the like, any or
all of which can be used as “specific prize tickets.” and
dispensed or output from specific prize ticket dispenser.
Other prizes include: a wild card as a prize, another draw in
a video poker game, another spin in a reel spinner. In one
embodiment, a coupon code is given to players in the mail
to give them a “power up.’ or bonus, in specific game or a
game of their choosing. In one aspect of this embodiment,
these codes can be assigned to specific players.
0188 Prize Award Distribution Engine (PADE)
0189 In one embodiment, a prize distribution award
engine PADE includes a Software schema and business logic
engine that provides for a set of prizes to be assigned to an
event identifier (event ID). In this embodiment, an event ID
can be assigned to any system event including, but not
limited to: an end game (ending of a game), a begin game
(beginning of a game), user login, tournament win, raffle
win, Sweepstakes win, and the like. Any single or combi
nation of prizes, each identified by a prize identifier (prize
ID), to be won can be given to a player, or routed anywhere
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for any event that occurs on the system. Any game can award
anything for any reason, for any type of prize, and direct it
anywhere, for any winning combination on a pay table for
a game or event achieved in the middle of the game, or just
for playing the game. In one embodiment, a game has one
or many event IDs attached to every win for every denomi
nation for every credit level. In one embodiment, an event
ID has an unlimited number of prizes of any type, associated
with it. In one embodiment, a single prize ID, such as S10.00
of eGameCash, can be the prize most of the time. Each
different winning combination in a game's pay table can
award different types of prizes or awards. This architecture
gives unprecedented flexibility for a game designer to award
anything for any reason at any time for a game. Further, a
casino has the ability to change the awards for a specific
game with out changing the probability math in the game. As
long as the prize ID's are of the same value, they can be of
a different kind, and the monetary impact to the player and
casino is nothing.
0190. In one event, an event ID can award another event
ID's in combination with real specific prizes that are deliv
ered. For example, and not by way of limitation, a royal flush
awards S500 of eGameCash right away, and 50 raffle tickets
for a $1,000,000 raffle drawn at the end of the year.
0191 In another embodiment, the award is directed to a
specific destination. Normally the destination of the award
value is the player's specific account or credit meter. In this
embodiment, prizes are able to be directed to a raffle or
group of raffles, a progressive pot or group of progressive
pots, a group of players, players of a specified type, 3rd party
servers, a banking institution, a printed coupon, a shopping
cart, a player's bonus point account, base game 202 credits,
and any medium capable of containing data representative of
the award. This ability to change the destination of the award
further allows one players win award another player or
players to provide a cooperative play aspect. If anyone in the
group wins then the whole group may provide each other
with the benefit.

0.192 In another example, a specific winning combina
tion achieved on a game's pay table increments a progres
sive value on another winning combination on the same
game, or another game. If, for example, a triple 7 on a 5 reel
slot machine is hit, its win could increment a progressive for
a five 7 (77777) winning combination. In one embodiment,
a win could trigger another extra game with the same game,
identified by a game identifier (GameID) or a different
GameID.

0193 The PADE engine allows the casino administrators
to freely substitute different prize IDs in pay tables of
games dynamically. This can be done without affecting the
games theoretical payout percentage as long as the Substi
tuted prize has the same dollar value, quelling the need for
regulatory approvals for a casino to change their prizes at
will. This creates unique marketing capabilities. For
example, if a specific combination of symbols in a system
game is typically S50 cash, the system can replace this prize
with 2 ea. of S25 show tickets. This can be done until all

show tickets are awarded, and then the prize can revert back
to the original S50 cash payout. In one embodiment, a player
is given a choice of prizes to choose from at win time to take
the original prize or the current prize. Thus, in this way the
PADE can be directly tied to various casino marketing
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promotion servers to effect changes dynamically, and tune
the system to various casino or other related events.
0194 Tables residing in the database 160 are used by the
PADE to control prize awards. Table 3 illustrates examples
of the tables, and example entries in those tables.

0197). In one embodiment, most of these conversions
occur using a conversion formula set up by the casino or 3rd
party operator. In one non-limiting example of this embodi
ment, S3.00 of eGameCash can be converted to 3000 Bonus
Points. Conversion formulas can differ based upon the

TABLE 3

Sample PADE Database Tables
Prize Award Distribution Engine (PADE)
PRIZE
DESCRIPTION
TABLE

Prize ID TYPE

1
2

Cash Value

eGameCash
PrizePoints

S 1.00
S500.00

3

Raffle Ticket

S 2.00

4

Merchandise

S200.00

5
6
7

Player Status
Progressive
Bonus Points

S 0.00
S 0.01
S 50.00

8

Cash

S100.00

Coupon
eBay Points
Amazon

S 50.00
S 24.00

Qty

Destination

Description

1 Player eGameCash account
1000 pp Player Prize Point account
100 Raffle ID

1 Player shopping basket

Apple
IPOD

9
10

1 Player rating boost in CMP
1 Progressive ID (personal or WAP)
50,000 Players Bonus Points account
1 Printer at cabinet

500 eBay servers
1 send Amazon purchase code to players email account

Book

or shopping cart, or coupon
GAME
SPECIFIC
AWARD
TABLE

Credits

Pay Table

Game ID

Denom ID

Played

Combination

1

S0.25

1

#1

1

S0.25

1

1
1

S0.25
S0.50

1
2

1

S0.50

2

1
1

S0.50
S0.50

1
1

Description

Award Event ID

Royal
Flush

1

#2

Straight Flush

2

#3
#1

4 of a kind
Royal
Flush

6
2O

#2

Straight Flush

21

EVENT ID
TABLE
Event IDS

given as
Award Event ID

List of Prize ID's

1
2

1, 8, 4, 3
2, 1

3

1

4

10, 1

5
6

16

0.195 Currency Converters
0196. In one embodiment, a player is able to convert
eGameCash at any time to other forms of currency or prize
types, if allowed to do so by a casino. Optionally, the system
can be configured Such that any prize type can be converted
from one type to another if the casino, or 3rd party operator
allows the conversion.

well

3

direction of conversion. In another non-limiting example,
3000 Bonus Points can only be converted back to $2.50 of
eGameCash. Certain types of player behaviors are encour
aged by this type of conversion scheme. In one embodiment,
conversions be controlled using the iView device 216, or on
any other device that can access the players account. In one
embodiment, a player is able to perform redemption in a
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virtual video merchandise store on the iView device 216. For

example, and not by way of limitation, 20,000 prize points
can be redeemed for a DVD. The player is able to use any
currency to complete the redemption transaction. IN this
embodiment, redemption can occur off the casino property
at a retail establishment, or at a user's home computer or
wireless device. In this embodiment, any location, device,
kiosk, or web site where a player can access the players
account allows conversion of one type of award to another
type of currency or award, or player account. This includes
prize redemption. 3rd party providers may also allow con
version to or from their currency at agreed to conversion
rates. For example, points or winnings can be converted to
eBay points or airline points. These points can further be
used as a means to authorize system gaming play. For
example, and not by limitation, 50 airline frequent flyer
miles can be used to authorize 1 five cent system game or
base game play. In one embodiment, conversion capability
for any account can be dynamically turned on or off at
selected dates and times for specific groups, types, of players
or gaming devices 200.
0198 In one embodiment, dynamic yield analysis allow
automatic tuning of the currency converter rates, or which
conversions are available at any given time to maximize
casino revenue. Days of the week, time of day, gaming
device numbers, player types, or specific players, can have
certain converters blocked or rates changed. In some
embodiments, certain types of conversions take longer peri
ods of time, or cost the casino more money in 3rd party fees
than others. Further on peak traffic periods can be blocked,
or conversions rates changed, to ensure best casino profits.
At slower times, the casino can re-enable these features.

0199. In one embodiment, currency conversion takes
place automatically from eGameCash cashable winnings to
bonus points without user intervention at any time, including
card removal time or user inactivity time. This ensures that
the winnings are safely stored in a server side player account
for a carded player, especially if the base game is unable to
do any electronic fund transfers.
0200. In one embodiment, the system provides limited
cash out capabilities to the cashable eGameCash account. In
one example, a player may have won S500 playing a System
Game today, but you can only cash out S100 per day. The
player is required, in this embodiment, to come back four
more times to cash out the rest of the S500. This helps
encourage repeat visits to the casino. In one embodiment,
the yield analysis engine dynamically tuned cash out rules
per player to maximize revenue for the casino. With refer
ence to FIG. 5, an example of a screen 520 presented on the
iView device 216 for allowing a player to perform the
conversions is shown. The iView presents touch-screen
image in with on-screen buttons for controlling bonus and
eGameCash conversions. In one embodiment, the screen

520 provides the ability to convert system and base game
202 winnings or credits, eGameCash, prize points, or bonus

points to 3" party point systems using Points.com R as an
intermediary, which is an entity that provides exchange
currency into other 3" party currencies.
0201 In one non-limiting example, 500 prize points are
converted to 300 airline points. In another non-limiting
example, 200 hotel points can be converted into system

game credits or eGameCash. In one embodiment, the 3"
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party points can be converted back to any of the Casino
points systems, including but not limited to: eGameCash,
base game credits, prize points, bonus points, eCash, or the

like. Other 3" party point conversion companies are used in
other embodiments. In another embodiment, the casino

creates relationships with airlines, hotels, and other compa

nies to remove the 3" party transactions costs.

0202). With reference to FIG. 6, a flow chart illustrates
steps performed by the PADE for conversion of currency. In
step 2600, the casino selects accounts and meters authorized
to convert from one currency to another, and conversion
rates, and generally sets up parameters for allowing conver
sion by players. By way of example, and not by way of
limitation, according to one embodiment, Table 4 illustrates
a sample of the currency conversion parameters that can be
set by the casino.
TABLE 4

Sample Casino Conversion Parameters
eGameCash to bonus points conversion (O = off, S.01 eGameCash =
XXX.XXX Bonus points)
eGameCash to eCash conversion
(O = off, S.01 eGameCash =
XXX.XXX eCash)
Bonus points to eGameCash
(O = off, 1 Bonus Point =
XXX.XXX eGameCash)
eCash to eGameCash
(O = off, S.01eCash =
XXX.XXX eGameCash)
Base game cash to eGameCash
(O = off, rate)
Play with eGameCash only

Trueffalse

Play 1' with eGameCash then bonus
points
Play 1' with points then eGameCash

Trueffalse

Trueffalse
Play 1' with eCash then bonus points True/false

Play with bonus points only
Trueffalse
Allow player to choose auto-conversion True/false
Auto tune converter rates

Yes. No

Allow inter-player group transfers

Yes. No

Setup auto-tune (dates, times, floor activity, maximize profitability, player
types, per player, specific machines based on yield analysis)
The system will be able to transfer your money or buckets to another
player in a group or family members

In one embodiment, the parameters of Table 4 features can
be configured per level or type of player. A player's choices
are maintained in the database 160 for quick setup for a play
session

0203 Optionally, this step is added by the aforemen
tioned yield analysis engine, step 2588. In step 2602,
through the iView 216 (screen 520 in FIG. 5), a player
selects an account or meter to convert from. In step 2604, the
player selects an account or meter to convert to. In step
2606, selects an amount to convert. In step 2608, the player
confirms the selections. Once confirmed, the account

selected for the destination is incremented by the selected
amount, step 2610. The account from which the conversion
was made is decremented by the selected amount, step 2612.
The transaction is logged into the database 160, step 2614.
0204 Base Game Monitoring
0205. In one embodiment, the base game 202 of the
gaming machine 200 is monitored by the GMU 218. The
monitoring logic in the GMU is a hardware module in one
embodiment, and Software module in another embodiment.

In another embodiment, the logic is a software service
running on any computing device in the system. In yet
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another embodiment, the monitoring logic is a software
module executing base game 202 hardware or software.
0206. In one embodiment, when a player inserts his/her
card into the card reader 212, the GMU 218 sends the card

number to the player tracking servers 140 to start a session
for bonus point accrual. A player plays the base game 202
and gaming wagers and outcomes are sent to the GMU 218
over, for example in one embodiment, a standard serial port
using standard protocols such as SAS-Super SAS (available
from IGT of Las Vegas Nev., and BOB (Best of Breed) from
the GSA Gaming Standards Association, or S2S+, SDT. The
GMU 218 sends this data to the player tracking system of the
player tracking server 140 for points accrual. Various other
embodiments use different transport mechanisms and pro
tocols to accomplish this data transfer. In one embodiment,
the data transfer from the base game 202 to the player
tracking server 140 is accomplished over slower, older or
legacy, cables using RS485 communication protocol.
0207. Once the base game data is in the player tracking
server 140, points accrual takes place. For example, and not
by way of limitation, in one embodiment, each S10 of play
on the base game 2020 gives 1 point into the players
acCOunt.

0208. In another embodiment, the system uses the data
from the base game 202 to accrue eGameCash into the
players account to generate base game tournament scores in
a tournament.

0209. In another embodiment, the collected data is used
to tightly integrate system games played on the iView
interface 216 and the base game devices 202. In this
embodiment the collected data is used to gather statistics,
and to implement win/lose data to trigger events or wins in
system games played on the iView interface 216.
0210. To enable system gaming on the iView interface
216, software of GMU 218 supports real time monitoring of
base game 202 play, whether a carded player or an un-carded
player is playing. In one embodiment, this data is forwarded
to the iView interface 216 over a serial port called an EPI
(217 in FIG. 2) for processing and/or forwarding to the
system game servers 140 as needed. In one embodiment, the
iVIEW interface 216 communicates over an Ethernet IP

network through the network connection 224 to the system
game servers 140.
0211 Table 5 illustrates messages from the GMU 216 to
the iVIEW interface 218 to support system gaming accord
ing to one embodiment.
TABLE 5

Sample Set of Messages Sent Between GMU and View Interface:
Command

Name

Purpose

Direction

Registration

The following data is sent to the VIEW so it GMU to
the device with which it is communicating.
VIEW
This data is tracked in the network gaming
servers for many reasons. After every powerup a of the GMU or game com restored this

Tag

Fields

0x30

Casino ID:
Game Serial #:
Game ID:
Pay Table ID;
Base %:

information is sent to the VIEW.

GMU Time:

GMU ID:
SAS Version;
Enabled Features:
GameType:
Enable:
Allows the VIEW to enable or disable

Game
Selected
Event

Game Start
Event

System Game Epi messages. If Enable is
GMU
1 the GMU will respond to this with a
Registration message. The GMU will power
up with System game disabled.
This message is sent to the iVIEW on the
GMU to
player changing the game being played. A
VIEW
Successful registration process tells the GMU
to start sending these events to iVIEW.
This message is sent on the GMU receiving a
Game Selected exception code from the game
(SAS6.0, exception code 8C). It is also sent
on power up and game com restored to get
he initial game information.
This message is sent to the iVIEW on the
beginning of each base game cycle. A

Denomination
Enable

VIEW to

GMU to
VIEW

Ox31

Pay Table ID;
Base %:
Max Bet

Ox32

Successful registration process tells the GMU
o start sending these events to iVIEW.
Player
This message is sent to the iVIEW on a
Change Event player card being inserted or removed. This
will be separately queued to a depth of N
events to allow for possible disconnects of

iVIEW. Player card out will be delayed for N
seconds to allow for Total Coin Out to

Game Number;
Game ID:
Denomination;

Amount Bet:
Total Coin In:

Max Bet Played
GMU to
VIEW

Ox33

Player ID:
Card Type:
Total Coin In:
Total Coin Out:
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TABLE 5-continued

Sample Set of Messages Sent Between GMU and View Interface:
Command

Name

Purpose

Direction

Bonus Pay
Request

This message is sent to the GMU when bonus VIEW to
game credits are to be awarded from the NOC GMU
to the game or an error has ended the

Tag

Fields

Ox34

Bonus Paid

This message is sent to the iVIEW when

GMU to

Response

bonus game credits have been awarded from
the backend systems to the game.

VIEW

Transaction ID:
RAWrdAmnt(optional);
CAwrdAmnt(optional);
Partial Pay OK;
Handpay
Error Code:
Transaction ID:
RAWrdAmnt(optional);
CawrdAmnt(optional);
RAcptoloptional);
Cacptodoptional)
MaxXfr (optional);
SplmintlErr (optional)
Handpay

Cash out

This message will be sent when a player

GMU to

None

Complete
Event

cashes out of the base game. This IS used to
terminate a game in progress because the
player has left the machine.
This message is sent to the iVIEW on the

iVIEW

transaction.

Game Play
Event

EchoRequest

completion of each base game cycle. A

GMU to
VIEW

Ox36

Amount Won;
Total Coin Out:

Successful registration process tells the GMU
to start sending these events to iVIEW.
This message is sent on the GMU receiving a
Game End exception code from the game
(SAS6.0, exception code 7F).
For Testing purposes Please repeat back
Either
what I Send you

way

EchoResponse Here's what you sent me

Either
way

0212 Message Construction
0213) In one embodiment, all messages are session mes
sages. Session messages have a one byte command tag
followed the tagged fields. In this embodiment, since all
fields are tagged, their order need not be specified.

0214) Data Field Construction
0215. In one embodiment, each field has a one byte of
tag, followed by one byte indicating length, followed by
bytes of ASCII encoded data. In this embodiment, it is
possible to create a 0 length data field, which is generally
construed to mean that the data for the field is unavailable.
Table 6 illustrates a sample field listing according to one
embodiment.
TABLE 6

Sample Field Listing
Name

Purpose

Tag

Range

Casino ID

Unique for each casino

0x80 0–3 decimal digits

Game Serial #

Serial number of cabinet

Ox81

Game ID

Manufacturer Type

Ox82 0–5 characters

Pay Table ID
Base %

Unique pay table ID
Theoretical payback

Ox83 0–6 characters
Ox84 4 decimal digits implied decimal

GMU Time

Time GMU believes it to be

Ox85 0 or 6 digits HHMMSS

Max Bet

Max bet for game

Ox86 0–12 decimal digits in pennies

GMU ID

GMU network address

Ox87 0-32 characters (if 2chars it's the

0–40 characters

XXXX

network ID)
Protocol Version Version number of protocol
Game Number ID for game in the cabinet

Ox88 0–16 characters
Ox89 0–4 decimal digits

Denomination
Amount Bet
Amount Won
Total Coin In
Total Coin Out
Max Bet Played

# of pennies in credit for game played
pennies S wagered for the play
Amount won for the play
Coin in game meter in pennies
Coin out game meter but in pennies
Indication that max bet was played

Ox8A
Ox8B
Ox8C
Ox8D
Ox8E
Ox8F

Player ID

ID of Player

Ox90 0 to 10 characters

0-12 decimal digits in pennies
0–12 decimal digits in pennies
0–12 decimal digits in pennies
0–12 decimal digits in pennies
0–12 decimal digits in pennies
1 digit 0 = FALSE, 1 = TRUE
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TABLE 6-continued

Sample Field Listing
Name

Purpose

Tag

Range

Card Type

Type of card

0x91 O = no card, 1 = player, 2 = employee,

Transaction ID

Identification of EFT transaction

0x92 Value ranges from 0 to 255

Partial Pay OK

Flag allowing Partial Pay

3 = Abandoned Card

Error Code
MaxXfer
GameType

0x93 “O = no partial pay allowed; “1” = partial
pay allowed
Error code of EFT transaction (see EFT error code table) 0x94 0–3 decimal digits
Max Credit Game can accept
0x95 0–12 decimal digits in pennies
Type of ecash game (See Ecash Game Type table.)
0x96 0–3 decimal digits

0216) Table 7 illustrates error electronic fund transfer
error codes that are used as values a message according to
one embodiment.
TABLE 7
EFT Error Code Field Walues

Error Code Error Description

1

End State Comments

WorkedEine

Xfer Good No Worries

EFTBusy

No Xfer

Retry later, some other eft xact in
progress

2

GameRejects

No Xfer

Game rejects amount for its own
reasons. (Supplementary error code
may explain why.)

3
4
5

GameComDownErr
GameBusy
NoGameAck

6
7

UnpleasantXactID
PlayerCardOutError

No Xfer GMU can't connect with game
No Xfer Game is busy, Retry later
Uncertain Game never (gmu timed out waiting)
responded to Xfer command. Not
known if money went to the game.
No Xfer Adjust Xact Id and retry.
No Xfer Player Card was out when Request

8
128

SDSLineDown
Partial Pay

No Xfer
Partia

129

NoGameStatus

was made.

Wait for line to be up and retry
Less money than requested was Xfred

payment

No Xfer

Game has not provided status yet.

May have status later.
130

NoGameEFTNow

No Xfer

Game claims no ecash ability. This

131

GameFull

No Xfer

has sometimes been temporary.
Game claims it has not enough room
or the amount to be Xfered (if
parial crsdit is allowed will

132

FractionalCredit

No Xfer

happen only if no room available)
Pennies request not a multiple of

133
134

SysGameDisabled
PwrDwnB4Xfr

No Xfer
No Xfer

iVIEW never enabled the game
GMU did a power down after the
iVIEW requested an xfr but before

he denomination

he GMU either sent funds to the

135

136

137

game or sent a jackpot to the
system. Supplemental Error code
field will have any error code
present before the power down.
PwrDwnB4Confirm
Uncertain GMU did a power down before either
he game confirmed the Xfer or the
system acked the jackpot.
Supplemental Error code field will
have any error code present before
he power down.
PwrDwnB4VIEWRspns Uncertain GMU did a power down before it
could send a response to the iVIEW.
Supplemental Error code field will
have any error code present before
he power down.
HandpayXCNack
Uncertain Network Nacked the Jackpot
exception code

US 2007/016721.0 A1

Jul. 19, 2007
21

TABLE 7-continued
EFT Error Code Field Walues

Error Code Error Description

End State

Comments

138

HandpayXCAckTimeout Uncertain Network never acked the handpay
exception code before before a

139

HandpayXCNetFail

timeout
Uncertain GMU detected a network line down

during handpay Xc.

0217 Table 8 illustrates field values that are used for cash
type in EFT transaction messages.
TABLE 8

EFT Cash Type Field Values.
Type Code

Type Description

O

No ecash Transactions

1
2

No Deposit
No Restricted Deposit

3

All ecash ok

0218 Table 9 illustrations field values for power down
fault entries according to one embodiment.
TABLE 9
Power Down Fault Field Values

Error Code

End State

Type Description

O
1

No Xfer
Uncertain

Reset before Xfer Request made to game.
Reset before Xfer Response received from

2

No Xfer

game

Reset after Xfer response received. Game

Rejected

3

0219. In one embodiment, once all of the base game play
data is received by the iVIEW interface 216, the iVIEW
interface 216 sends the game play data immediately to the
server 140, or to a buffer to accrue until such a time that the

game play data is required to be transmitted to the server 140
based on a server side request, or client iView interface 216
side transmit rules. In one embodiment, eGameCash data
accrues on the iVIEW interface 216, and not on the server
140. If in another embodiment, eGameCash data accrues on
the server, then network traffic is minimized with this data.

Any data that can be mined from the base game can be
transmitted to the GMU 218, and then forwarded to the

iVIEW interface 216, or gaming servers 140. In some
embodiments, other messages and data is sent from the base
game 202 and/or GMU 218 to fully support system games
on running on the iVIEW interface 216, or otherwise. Any
SAS, Super SAS, S2S+, or BOB query can receive results
from the base game 202 so this data is forward to the system
game servers 140 as necessary.
0220. In one embodiment, base game data is sent to older,
or legacy, protocol servers first, and then to the system
gaming servers 140. In this embodiment, data doesn’t have
to go to the iVIEW interface 216 before being sent to a
system gaming server 140. In this embodiment, for example,

any data fields that are not directly accessible from the base
game 202 can be gathered by the system gaming servers by
querying the a slot management server (SMS) to receive
detail gaming device 200 cabinet configurations. SMS serv
ers, and in one embodiment, casino player tracking and
promotion (CMP) servers collect regular floor and player
activity, and this data is mined by the system gaming servers
to accrue eGameCash, calculate tournament scores, advance

system games, or other system game functionalities.
0221) In one embodiment, base game to system game
messages alternatively come from other devices or servers,
or direct from the base game 202 itself, depending upon the
deployment. In this embodiment, system game servers can
be utilized with any partner server on any web site gaming
platform, or base game 202 platform. A 3rd party game
provider need only send its game play data to a system game
server engine on the client, or to the server 140, and system

games can be provided to 3" party devices too.

0222. With reference to FIG. 7, a block diagram illus
trates a third party system that can be used to play a system
game. In this embodiment a single or multi-screen personal
computer 2700 is connected to the Internet. A base game
2702 executes in a window on a display 2716. Personal
account data 2720 is displayed in a sub-window. The system
game 10 executes in a separate window. The personal
computer 2700 executes a GMU software module 2718 to
perform the same base game monitoring and transmission
functions as the GMU 218 of FIG. 2 described above. A

secure IP socket connection 2730 provides an Internet

connection from the base game 2716 to the 3' party server

2740, which is liked to the system gaming server. In one
embodiment, a direct secure IP socket link 2732 is provided
from the system game 10 executing on the personal com
puter 2700 to the system gaming server 140.
0223 Yield Analysis Engine
0224. As described above, in one embodiment, the
eGameCash award engine performs casino gaming machine
200 and player yield analysis to calculate how much eGame
Cash to award to whom, and when to create operational
efficiencies and optimal promotional effects. An eGameCash
award engine, which in one embodiment operates as a
Sub-process of the eGameCash award engine, has active and
staging accumulators. If real-time credit insertion into a
player's account is provided too slowly for a time period,
when compared to a number of players on the gaming floor,
then an extra eGameCash pot is used to “smooth out,” or
make more Volatile, the awarding of system to create the
desired and exciting effect for the players.
0225. For example, and not by way of limitation, the
yield analysis engine can inform the system to award
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eGameCash to players who are losing the most, playing the
most, coming to the casino more frequently and playing, or
based on other factors. Each day a player visits the casino,
the player, for example, receives S5.00 of un-cashable
eGameCash to play system games on the iView interface
216 if the player matches with S5.00 of play on the base
game 202. The yield analysis engines allow the system to
collect all player history of play and other casino activity to
be used to calculate how much eGameCash to give to
players. This is a dynamic eGameCash award engine for
carded and un-carded players.
0226. The yield analysis engine is used in other areas of
the system other than just the promotional eGameCash
accrual engine. For example, and not by way of limitation,
the denominations, speed of play, minimum wagers, games
available, system game configurations, advertisements seen,
and 3rd party services available, can be altered at will by the
system at different times of the day, week or for any other
reason to maximize revenue for the casino as determined by
the yield analysis engine.
0227. In another example, and not by way of limitation,
on busy Saturday nights, the yield analysis engine removes
penny denomination system games from play on the iView
interfaces 216 of gaming machines, or the yield analysis
engine only allows pay to play system games on those busy
nights. In one embodiment, casino funded promotional
eGameCash is not playable at all times.
0228. In one embodiment, individual players or groups of
players, and game configurations are stored in a central
database 160 of the system game server 140. This informa
tion can quickly be modified by the yield analysis engine to
create maximize casino revenue. Thus, the entire casino site,

or just a game device 200, can be modified by the yield
analysis engine.
0229. In one embodiment, the yield analysis engine ana
lyzes a player's system game 10 and base game 202 activity.
For example, and not by way of limitation, the site dynami
cally changes which tournaments are available based upon
gaming floor analysis, player yield, or group yield. Tourna
ments can change based upon the number of players at the
casino, and which type of players are present. In one
embodiment, the yield analysis engine changes tournament
prize award or speed of play or length of game data for a
tournament. A dynamic reconfiguration of the tournament
engine at the casino site is achieved by the yield analysis
engine. Other engines, services, or games are modified
accordingly. The process preformed by the yield analysis
engine is called dynamic yield analysis (DNA).
0230. In one embodiment, simulated players for tourna
ments, raffles, or other types of simulated players are gen
erated by the yield analysis engine to create a system that is
tuned to the activity on the floor in real time. For example,
and not by way of limitation, if there are only 5 players on
the casino floor at the time then simulated players can be
used to fill out tournaments played using the iView interface
216. The system creates virtual players to compete against in
tournaments to maintain the excitation level of the player. In
one embodiment, community based game dynamic tuning
using is used for games with virtual players. This is per
formed by taking scores and names from games played at
earlier times and using them for games being played on the

casino floor. The use of virtual or simulated players in this
way is called the instant-close tournament, and is described
in more detail below.

0231. In one embodiment, a system game can be auto
matically tuned by the DNA engine. Based upon casino
revenue and traffic patterns, available system games, tour
naments, raffles, Sweepstakes, pay tables of games, costs for
games, maximum credit allowed, which games are available
at different floor locations or groups of machines can be
changed. Further, the prize award event ID can be changed
for any event associated with a game. For example, and not
by way of limitation, longer play or lower fee system games
are turned off at certain times of the day to maximize
revenue during peak traffic hours. The settings determined
by the DNA engine for each game are stored in the system
game database 169. The client device, e.g., iView interface
216, retrieves these settings at each load of a system game
application, or loading occurs after periodic queries to the
server. A web page containing the list of games available for
play is dynamically rebuilt by the system game servers 140
using the database where the settings are stored. Further,
other casino services can be modified or removed to increase

throughput or limit browsing time on the iView interface
216. Different instant-prizes or their frequency of win are set
by the DNA engine.
0232. In one embodiment, extensive interfacing to direct
marketing or customer relationship Marketing (CRM) serv
ers (e.g., 180) to the system game server 140 helps tune the
site to specific players or groups of players visiting a casino.
For example, and not by way of limitation, if an airline or a
tour bus company exposes their database to the casino, the
system can use their database to target information directly
to the players that match in their database with the people in
the 3rd party database. The casino can direct market, instant
message, email or otherwise contact the matching players
even though the player hasn't checked arrived at the casino.
A message can be sent informing the player that the casino
knows they are coming to town, and the casino has S50 for
the player's account available for the next 3 days if the
player would like to come by or book a room or show
tickets.

0233. Other variables that can be modified dynamically
by the DNA engine include, for example, and not by way of
limitation, a game's odds table, the number of reel symbols,
the number of cards in a card game, the number of wild
cards, the number of bonus rounds, the length of a bonus
round, selection of a bonus round, the turning on or off of
progressives, the number rounds in a game, skill based
games initial playfields, the number of advertisements or
interstitials shown, the length of advertisements, the number
of denominations available, the number of reel lines play
able, match play rules, the number of bonus points accrued
per money played, and the personal progressive state or
growth rate, eGameCash purchase options (more or fewer),
a wide area progressive probability of win for a time period,
and a bonus wide area progressive accrual rate (tuned to
floor activity, or the number of carded players playing on
floor, day of week or time)
0234. In one embodiment, teasing of un-carded players
occurs, wherein they are shown that they are giving their
promotional money to the carded players, as described
above. The system optionally shows a player what the
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player's tournament score would have been if the player had
eGameCash in their account if they were carded. The system
shows big winners on the iView interface 216 to tease the
un-carded player into becoming carded players. In one
embodiment, un-carded players are able to play a system
game, but they can't win because they don’t have an account
in the system. In one embodiment, the system tracks the
number of “free un-carded system games played, and can
stop allowing free play after a few games, or an amount of
time.

0235 Gaming Environment
0236 Normally, in some embodiments, the iView inter
face 216 is used as the system gaming unit, or 'gaming
environment,” in which system games are played by a
player. However, as used herein, the term 'gaming environ
ment is intended to refer any location, public or private, in
which system games can be played. For example, and not by
way of limitation, public gaming environments include Such
places as arcades, stores, restaurants, bars, pubs, casinos,
bowling alleys, stations, hotels, airports, airplanes, cruise
ships, gymnasium, health club, or other public places that
can offer an interface for use by players, and which can
provide prizes and awards to players of the system games.
Agaming environment need not ordinarily provide games to
the public. In other embodiments, a gaming environment can
be a private place Such as a player's home or personal
residence, office or other place of employment, private club,
and the like. Other gaming environments include: pubs,
bars, Bingo halls, Internet cafes, family entertainment cen
ters, movie theaters, laundry mats, restaurants, malls, private
businesses, individual homes, apartments, town-homes, and
condos. A System Game on a wireless enabled handheld
device at a hotel casino pool is also considered a gaming
environment. A hotel room with a gaming interface of
Internet access is also a gaming environment.
0237 Client Side System Game Interface
0238. As stated above, in one embodiment, the iView
interface 216 servers as an additional user interface for
playing system games off of the system game server 140. As
further stated above, the gaming environment can include
other interfaces into the system, including, but not limited to,
personal computers (2716 in FIG. 7) connected to the
Internet, and it is understood that when an iView interface

216 is referred to herein, it is interchangeable with any
device capable of playing system games. In any case,
screens are presented to players of the systems games during
play. With reference to FIG. 8, a main game category
selection screen that is presented on the iView interface 216
(or any gaming environment) is shown. The screen of FIG.
8 is modifiable according to, for example, and not by way of
limitation, which accessing device (e.g., iView interface 216
or home personal computer) is being used for system
gaming, or which player is accessing System games. In one
embodiment, game costs are shown in System game credits
(e.g., 1 or S1.00) or as eGameCash (S1.00). In embodiment,
system games are automatically selected by the system, or
device used as the gaming environment, if player hasn’t
chosen a game in a certain period of time. System game
credits can decrement to automatically by playing system
games.

0239). With reference to FIG.9, a 3" party services screen

presented on the iView interface 216 is shown according to
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one embodiment. On this screen, players can access services
Such as, for example, and not by way of limitation: purchas
ing of tickers, checking plane reservations, checking traffic
conditions, viewing stock tickers, and the like. Some of
these services are free, and some charge a flat fee per unit
time or per unique transaction. In another example, Sports
book.com(R) lets a casino discard their sports book section in
there casino because each iVIEW interface 216 is able to
access their server. Keno.com(R) allows the casino to discard

the labor cost of Keno games for their facility by outsourcing
their Keno games. The iView interface 216 allows manual

registration and login to 3" party web sites, or automatic

registration and login can occur using player information
from the database 160 with automatic field fill-in on the
Internet.

0240. With reference to FIG. 10, a player login screen
used for carded players, un-carded players, new player
registrants, players that use biometric login (e.g., finger
prints), according to one embodiment, is shown. With ref
erence to FIG. 11, a the secondary login screen to which
players are taken on the iView interface 216 after the screen
of FIG. 10, according to one embodiment, is shown. The
screen of FIG. 11 is used for un-carded players, or in
addition to cards inserted into the card reader 212 of the

gaming device 200, or in addition to a biometric login check.
0241. With reference to FIG. 12, a personal identification
number (PIN) entry screen that is presented on the iView
interface 216 that can be used in combination with card

insertion or biometric entry, according to one embodiment,
is shown.

0242. With reference to FIG. 13, a sample screen
designed to attract players that is presented on the iView
interface 216 when the iView interface 216 is set to attracted

mode, according to one embodiment is shown. Similarly,
FIG. 14 illustrates another attract-mode screen or interstitial

advertisement that can be shown between system games,
during system games, or during player inactivity, according
to one embodiment. Further, FIG. 15 illustrates an attract

mode tease screen to encourage un-carded players to register
as carded players.
0243 With reference to FIG. 16, a sample group play
room screen presented on the iView interface 216, according
to one embodiment, is shown. In this embodiment, a specific
group of players can play against another group, or each
player can pick a virtual table and play against other players
at table. A player can enter a specific group of people they
want to play with, and can optionally block unauthorized
players from entering this table or group by using a pass
word, card number or the like.

0244 With reference to FIG. 17, a screen illustrating a
“luck meter tease” presented on the iView interface 216,
according to one embodiment, is shown. By monitoring the
wagers and wins verses the theoretical payout percentage the
iView interface 216 can display how “hot,” or prone to
provide a win, the gaming device 200 is, which can be
instructive to players. In another embodiment, the system
can display the phrase “This machine has been cold for a
while. Maybe it is going to turn HOT again.” This display
can further display information about the base game 2002 or
particular system games, or all system games played on the
iView interface 216.

0245 With reference to FIG. 18, a bingo game configu
ration screen that is presented on the iView interface 216,
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according to one embodiment, I shown. Similar features are
provided for each game or group of games. The auto play
feature shown on the screen allows the next begin game to
occur automatically without user interaction if the player
selects this option.
0246) With reference to FIG. 19, a screen presented on
the iView interface 216 during a triple progressive bingo
game, according to one embodiment, is shown. The game in
this embodiment can automatically advance upon base game
202 activity. For example, and not by way of limitation, each
ball is drawn for every maximum bet play of the base game
202, or for a specific amount of handle pull or win. This
encourages players to perform maximum bet plays to
advance the system game, in this case the bingo game, or to
bet more money. A win on a specific card wins a progressive
for that card (site wide, inter-site, cluster of games, and/or
player type progressives). Cards or balls gradually appear
from transparent to full color as the base game is played.
This encourages a player to play more money on the base
game 202 to advance the game and provides a tease for the
player. In one embodiment, the numbers on the ball or cards
can be drawn until full color has been achieved. In one

embodiment, there is a maximum play rate of approximately
1 ball per second even if a player is playing a base game very
fast with large wagers and accruing lots of eGameCash.
0247 eCameCash accrual is used to control the fre
quency of opportunity of play for the system games. The
Bingo game of this embodiment can automatically end itself
if no more moves or winning combinations are possible. In
another embodiment, the last few bingo balls are given for
“free all at once to ensure that, at any time, a winning
combination can be formed. For example, and not by way of
limitation, the first 10 balls cost 1 cent each, and the

remaining 10 balls are given after the 10th is paid for. In one
embodiment, receiving the last free balls requires a wager on
the base game. In another embodiment, various patterns on
the cards may be highlighted. If a pattern is completely filled
then the card is won and the award is paid. Prizes can be
progressives or fixed prizes, such as S10, S100, or S1000 for
each card respectively.
0248. The power bar on the left side of the bingo game
display is a closeness indicator that shows the closeness to
getting the next game element, which is in this case a bingo
ball. The power bar provides an indication to the player that
the player must keep playing the base game to advance his
system game, and approximately how much more the player
must play to get the next play element and/or system game
credit. The number system used for the game advance
indicator can be different for each game. In a non-limiting
example, bingo costs 1 cent per ball or 20 cents to get all 20
balls, and poker costs 2 cents per card used, or 14 cents per
game if 7 cards are used. In one embodiment, if player plays
the base game very fast with large wagers, the player accrues
so much eGameCash that many balls can auto play even
after the player stops playing the base game. The indicator
can be linear or non-linear in nature, and can include a

digital number to indicate specifically how many play ele
ments the player has left before the game stops.
0249. With reference to FIG. 20, a tournament selection
screen presented on the iView interface 216, according ton
one embodiment, is shown. In this embodiment, all types of
tournaments are shown on this screen. An embodiment of a

tournament countdown Screen presented on the iView inter
face 216 is shown in FIG. 21. In this embodiment, all players
in this type of tournament start at the same time, and end at
the same time. Their tournament score is be reset at the start

time. A player can play the player's base game 202 even
though the tournament hasn’t actually begun, as explained in
more detail below.

0250). With reference to FIG. 22, a raffle selection screen
presented on the iView interface 216, according to one
embodiment, is shown. In this embodiment, all raffle types
are shown on this screen. In FIG. 23, a screen used to

purchase raffle tickets presented on the iView interface 216
for this embodiment is shown. The screen of FIG. 23 is for

a fixed number of tickets type raffle (e.g., 16,000 tickets
purchased will force a raffle to be drawn). A ticket is drawn
from a fixed number of tickets so there is guaranteed a
winner, or winners if more than one ticket is drawn. In FIG.

24, another screen used to purchase raffle tickets presented
on the iView interface 216 for this embodiment is show. The

screen of FIG. 24 is for a specific time based raffle (e.g., a
daily raffle) in which there is a time period for the raffle.
0251 With reference to FIG. 25, a sample screen from a
video slot system game played on the iView interface 216,
according to one embodiment, is shown. In the embodiment
of FIG. 25, the system game is a multi-denomination,
multi-line, multi credit reel spinner game. Each reel or
symbol can fade in from transparent to full color as the base
game 202 is played. Once fully visible, then the symbols
spin, and the player is able to achieve a winning combination
to win in the system game. An optional progress indicator
indicates progress for the player until the player earns a spin
as they play the base game 202. In one embodiment, this
game also allows holds and re-spins of specific reels, or
nudges by the players to give them the ability to improve
their hand. In one embodiment, the system game played in
the iView interface 216 is pay to play, or free play. In one
embodiment, game winnings are re-playable if jurisdictional
or casino rules allow it.

0252 With reference to FIG. 26, a sample screen from a
video poker system game played on the iView interface 216,
according to one embodiment, is shown. In one embodi
ment, a player receives all cards at beginning of the video
poker game, or in another embodiment, each card is given as
the player spends money on the base game. In one embodi
ment, the cards may fade in from transparent to full color as
the base game 202 is played. The more base game 202 play
by the player, the faster the cards fade in or are dealt. Once
all 5 cards are dealt or fade in, then the player can hold and
draw new cards. In one embodiment, the system game auto
plays by automatically holding the best possible hold for
what is dealt, and drawing new cards for unheld cards. No
user interaction is required in this mode. In another embodi
ment, a normal skill-based player interaction is required. If
the player must earn cards (either the original 5 and/or each
draw card), then a progress indicator is used to show the
closeness to achieving the next card, which, in one embodi
ment, is achieved by letting the player earn eGameCash by
playing the base game 202. In one embodiment, the poker
system game is a 5, 6, 7, 8, 9, or 10 card stud game with no
user interaction. The best of the cards are used to calculate
the final score.

0253) With reference to FIG. 27, a sample player account
control screen presented on the iView interface 216 is
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Screen of FIG. 28. The screen in FIG. 29 is shown after the

0261) 3) Download services:
0262) 4) 3rd party services:
0263 5) Attendant Screens;
0264) 6) A slot accounting system or slot system server;
0265 7) Advertisement servers; and
0266 8) Chat engines.
0267 With reference to FIG. 34, a sample player account
preferences page presented on the iView interface 216,
according to one embodiment is shown. The screen of FIG.
34 is presented for changed player preferences if “Setup

player selects “Show Detail” from the screen of FIG. 28. The
screen of FIG. 29 lets the player view specifics of a win or
loss, other account activity, or current state of a game in
progress. A specific tournament result page is showing in the
example of FIG. 29.
0255 With reference to FIG. 30, a sample eGameCash
purchase screen presented on the iView interface 216 after

0268 A partial list of player configurable features, by
way of example, and not by way of limitation, include the
following:
0269. 1) Setup desired credit value or denomination (1
penny, nickel, quarter, dollar etc.). This helps determine
the rate that the games will play using promotional

account, cashout eGameCase, convert eGameCase to or

from other currencies, including base game credits, view
account history, set up player preferences, or view messages.
With reference to FIG. 28, a sample account history screen
presented on the iView interface 216, according to this
embodiment, is shown. The screen of FIG. 28 is displayed
after selection of the account history option from the screen
in FIG. 27. The player's recent activity is displayed in the
Screen of FIG. 28.

0254. With reference to FIG. 29, a detailed transaction
page screen for the player whose information is shown in the

selection of the “Get eGameCash' button on the screen of

FIG. 27. An interface for the player to put eGameCash into
the player's system gaming account is provided in this
screen according to one embodiment. In one embodiment,
micro-payment withdrawal from another banking institution
is further allowed as each system game or base game is
played.

0256 With reference to FIG. 31, an eGameCash account

withdrawal screen presented on the iView screen after
selection of the “cashout option on the screen of FIG. 27 is
shown. In this screen the player is provided with the option
to perform a cashout or conversion of eGameCash as
previous discussed and allowed by the casino. With refer
ence to FIG. 32, a promotional screen for a progressive game
that is presented on the iView interface 216 during attract
mode periods, according to one embodiment, is shown. In
another embodiment, casino site wide progressive awards
are given out to various players based upon the a promo
progressive engine, which determines at various intervals, or
due to various casino or player conditions, to provide
Surprise progressive prize awards. A sample announcement
of such an award is shown in FIG. 33, according to one
embodiment.

0257 With reference to FIG. 34, a notification of a hand
payout screen presented on the iView interface 216, accord
ing to one embodiment, is shown. If the base game 202 is
unable to process a funds transfer (EFT/AFT) request, then,
in one embodiment, the iVIEW interface 216 initiates a hand

payout request from the casino. The request is made by a
player request, or automatically after several normal cashout
attempts are made by the player. For the employee providing
the hand payout, an employee card number, date/time, and
amount provided to the player is logged in the system for
audit purposes.
0258. In addition to the above, the iVIEW interface 216
has many addition display screens that can be presented. By
way of example, and not by way of limitation, in one
embodiment, the following services further present screens
on the iView interface 216:

0259 1) Casino player marketing servers;
0260 2) System gaming server (also referred to as the
“system gaming engine':

Preferences’ button is selected on the screen of FIG. 27.

credits.

0270 2) Setup desired types of games and game
modes—This helps the player set up preferences of
system games. For example: only play poker games or
tournament games, and no other style of games, or the
player wants only progressive prize games, or floor
wide progressives, or the like.
0271 3) Setup auto-play settings—Sets whether the
player wants to auto play system games when the
player has enough credits, and which games the player
wants to autoplay and not autoplay.
0272 4) Cashout preferences. The player's Desired
cashout procedures are set—For example: send cashout
money to a player account, to a bank account, credit
card account, other financial account, or 3 party game
or web site account,

0273 5) Setup buddies list Sets up who is on a player
buddy list. As those other players play, the player can
receive and send information to them, or chat, or
exchange game play activity.
0274 6) Advertisements preferences—Determines
what type of ads or promotions the player wants to see
from a master list of promotions, which type of ads to
block.

0275 7) Setup email/mail/instant message/phone call
preferences:
0276 a) tell player when they are am knocked out of
a tournament or high score leader board
0277 b) tell player when new games are available
0278 c) tell player when buddies win
0279 d) tell player when new promotional oppor
tunities are available (opt in/opt out)
0280 e) tell player when buddies are gaming
0281 f) eGameCash or other account expiration
notification rules
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0282) 8) Setup video preferences. When a camera is
on the gaming device, the system can broadcast player
images to others.
0283 9) Configure automatic credit purchase
options—Gives the player options to setup automatic
credit purchase. As an example, and not by way of
limitation, when a player's system credits go to Zero,
then the system automatically takes out $20 from their
checking account or credit card account.
0284 10) Setup desired game site theme. In one
embodiment, the game site has multiple themes avail
able for the player to choose from. For example, and
not by way of limitation, the player can choose a
special iView interface 216 theme, web site them for
play at home, or the like.
0285) 11) Audio preferences—sets up sounds and vol
umes to use.

0286) 12) Setup alias names for presentation to others.
0287. 13) Setup bonusing preferences—Sets up what
types of bonus program is desired. For example, and
not by way of limitation, a player can select to receive
bonus points only, or system game credits only, or 25%
to their bonus account and 75% to their eGameCash
acCOunt.

0288 14) Setup default number of credits—Sets up
default wager to play.
0289) 15) Setup chat group preferences
16) Setup default currency to play with. For example, the
player may play their bonus points 1st then, eGame
Cash, and then eCash.

0290) 17) Privacy settings—Sets up how much of a
player's private information can be given out to others
in the casino, or at the web site, or on various wireless

gaming devices.
0291 System Game Download
0292. In one embodiment, system games are stored on a
data store of a download or system gaming server 140
accessible by the iView interface 216. The games are
downloaded upon player selection and installed and
executed on the iView interface 216. If the game is already
installed on the iView interface 216, its version is checked

against the version on the system gaming server 140 data
store 160, or other server where the system game is stored,
to ensure the player gets the latest version available to play.
If the software is out of date, then the latest software is
downloaded to the iView interface 218. In another embodi

ment, the systems games are downloaded as a background or
foreground process without user interaction. Server side
push or client side pull of game content and game settings
are work in various embodiments and per jurisdictional
requirements. Through a socket connection, server instruct
an iView interface 216 to perform a content update, either
through the same socket or through a web services call to a
Microsoft Internet Information(R) server running a download
server application. The games are digitally signed with a
public key. The iView interface 216 has a digital certificate
that allows it to authenticate that a game code and its assets
have not been tampered with either on the iView interface
216 or on the server 140. Also hypertext transfer protocol

service (HTTPS) is used to ensure only valid servers authen
ticated by certificate authorities can send system games. In
one embodiment, no download server spoofing is allowed.
HTTPS also ensures secure cryptographic transport of the
download package to the requesting iView interface 216.
Standard versioning control techniques are used to ensure
proper versioning and an audit trail.
0293. In one embodiment, download servers 140 are
local to the casino. In another embodiment, the download
servers 180 are situated at remote sites. In another embodi

ment, a multi-tiered download server system provides faster
downloads to specific iView interfaces 216, but still ensure
each middle tier download server has the latest approved
content from the master download servers. Microsoft’s

dot-NetR) technology and Java R Applet, ASP, ASPX.
HTML, and Java R Script technology allows any application
to be loaded from local media, Such as compact flash or a
hard drive, or from remote media download servers. In one

embodiment, Internet Explorer R caches the games in a
temporary Internet files directory. Each game is validated by
checking the date of the same files on the download server
140. If they differ, the server-based version downloaded to
the iView interface 216 to replace the version in the tem
porary Internet file system folder. Private encryption of the
application executable file and/or media, in one embodi
ment, is performed in addition to code signing authentica
tion. In one embodiment, bit-by-bit or file by file checksum
verification of the content is performed at boot time of the
iView interface 216, or at any time determined by the iView
interface 216 or initiated by a server 140, 180. Public key
infrastructure PKI allows for the public/private key
exchange and code signing, and server authentication

against 3" party certificate authorities such as Verisign R.

Microsoft System Management Server SMS deployment
technology is used in one embodiment to update to a latest
operating system, latest games, latest boot application, pub
lic keys, digital certificates, and the like. In this embodiment,
this SMS technology is used to ensure that each iView
interface has exactly what is required by the server 140. The
iView interface can request a download or “pull the content
using a SMS client.
0294. In another embodiment, the server pushes system
game content to the iView interface 216 at a selected time.
The physical download occurs while play is occurring.
However the installation of the download occurs instantly,
or, in another embodiment, occurs when certain business

rules are achieved. Such as no player actively for a certain
number of minutes. In another embodiment, an install

sequence for the gaming Software occurs in the middle of the
night.
0295). In one embodiment, software code is authenticated
prior to installation, and just after download completes. If a
download failure occurs, then a complete new download is
initiated, or once a reconnection to a download server 140

occurs. The remaining portion of the system game download
is downloaded, or the entire package is retransmitted.
0296. In some embodiments, the list of system games
available for play can exist on web page or shown on by
dedicated Software application. In one embodiment, the list
is player specific, and updated after a player has been
uniquely identified. Different have different games available
for play for jurisdictional, regulatory and business reasons.
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In one embodiment, only those games available for play are
authorized for download to the iView interface 216. The

system game server 140 is dynamically built for the player
or the iVIEW interface 216. This way the system game
servers 140 can test and run games in various locations in the
casino and/or for various players in the casino. The assign
ment of system games to specific iVIEW interfaces 216 or
players is fully configurable by the operator at the system
game server 140.
0297. In one embodiment, some games only include a
multimedia presentation of a game that is executing on the
server 140. If network speed is sufficient, then each frame
shown to the player is first rendered on the system game
servers 140, and downloaded to a iView interface 216 in
real-time. In one embodiment, server-side IP address veri

fication is used to ensure only authentic client devices are
capable of downloading code or communicating to server
140. A unique system gaming device ID is entered into the
system gaming servers at setup time to also ensure only
authentic client devices are capable of downloading code or
communicating with the servers. In one embodiment, the
download is carried over an IP pipe in an Ethernet network.
Secure HTTP and/or private encryption is used to ensure
privacy of the network traffic during download and server

limitation, a game of solitaire can be played in normal mode
for cash, or in tournament mode for prize points. The game
executable (EXE or DLL) is the same, but when the game
loads, it asks for game settings, and the server 140 returns
the appropriate game settings for the game chosen by the
player.
0301 In another example, if a tournament mode is cho
Sen for a poker game, then examples of name value pairs are
shown in Table 10.
TABLE 10
Name Value Pair Parameters For Tournament Poker Game Client

VarName=TOURNAMENT MODE
VarName=TOURNSCORE FORMULA

Value='ON'
Value= WAGERWIN *

10,000 * Theoretical
(AVE 10 GAMES)
WarName= Tourn)
VarName=GAME COST
VarName=Max Credits
VarName=Number of Rounds
VarName= Denomination
WarName= #Wild Cards

Value
Value
Value
Value

=
=
=
=

“83241-3242429'
"5 Credits'
“10
2

Value = S1.00

VarName= Royal Flush - Pays
VarName= Straight Flush - Pays

Value = 2
Value = 800 credits
Value = 200 credits

communication. Various attract mode media are also down

loaded to the iView interfaces 216 for presentation to the
USC.

0298. In one embodiment, authenticating iView inter
faces 216 as client gaming devices, and authorizing them for
play, involves authenticating players with some form of
login security. This way our system gaming server 140 can
be used with any client device accessing the system gaming
server 140. Users are pre-registered prior to playing system
games, and all wagers, wins, and other gaming activity is
tracked for players inside the system gaming servers. Player
specific meters or accounts are kept in the system gaming
servers 140, so security of these meters is ensured because
of the system gaming servers 140 secure network operations
center (NOC) in which they operate. In tone embodiment,
the client gaming devices are merely game presentation
devices and all actual gaming activity occurs on the system
gaming servers. This way, if the client device is hacked or
tampered with in any way, there is no effect on the outcome
of game play.
0299. In one embodiment, the player can only request to
play a game for a certain amount of dollars or system game
credits, and if the system authorizes play for this player and
amount, under jurisdictional rules, then the game starts on
the server 140, or the outcome is sent from the server 140 to

the client for presentation. Games that require user interac
tion, such as video poker have the player's user interaction
sent to the server 140 for processing. Appropriate results are
sent back to the client for the next stage in the game.
0300. In one embodiment, when a player selects a system
game, the game is downloaded from the server 140, or
launched from the local client (iView interface 216) storage
device. The game or other client side application fetches
from the server 140 game specific settings for in this
embodiment. An XML string is sent to the client with
name-value pairs of variables that allow a single application
to run in several different modes of play without changing
the main application code. For example, and not by way of

0302) If a regular (non-tournament) mode is selected for
a poker game, then, in one embodiment, by way of example
and not by way of limitation, Some of the name value pairs
of parameters include those shown in Table 11.
TABLE 10
Name Value Pair Parameters For Non-Tournament Poker Game Client

WarName=TOURNAMENT MODE
WarName=TOURNSCORE FORMULA
VarName=GAME COST
VarName=Max Credits
VarName=Number of Rounds
VarName= Denomination
WarName= #Wild Cards

VarName= Royal Flush - Pays
VarName= Straight Flush - Pays

Valle-OFF
Value= “NA
Value = 1 Credits'
Value = 1
Value = 1

Value = S.50
Value = 0

Value = 8000 Prize points
Value = 1000 Prize points

0303. In embodiment, registered children are only autho
rized to play in modes that are authorized by the jurisdiction
they are playing in. For example, and not by way of
limitation, children may only be able to play games that are
free and award prize points, and no cash. A jurisdictional
gaming engine' in the gaming server 140 ensure only proper
games, game modes, prizes, game settings, and the like, are
given to the proper players.
0304 Tournaments
0305 Tournaments are often arranged at a casino to
create an exciting activity to drive attendance and revenue
for the casino. A tournament is a group function wherein
several players pay a set amount of money to join a
tournament. These entry fees are usually manually collected
from the players, and typically are used to fund a prize pool
that is paid out to one or more tournament winners. The
casino will usually retain a percentage of the entry fees
running the tournament. The gaming devices used for the
tournament are those normally used on the casino floor, but
which have been re-configured so that upon the issuance of
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a 'start command, they allow the players to play as fast as
they can without requiring any funds to be deposited during
tournament play. Percentage options in the re-configured
gaming machines are standardized before play of the tour
nament. Most players start with the same amount of credits.
The wins, or “points.” are accumulated, held and displayed
by each machine. At the end of a specific period of time, a
“stop' command is sent to all of the gaming machines
participating in the tournament. The gaming machines then
become disabled. The winner is usually a person having the
highest accumulated score of win points obtained during the
tournament session. In most tournaments the winner takes

the entire pot.
0306 Currently, tournaments must be run on the afore
mentioned specially configured gaming machines, which are
required to be located in a special area in a casino floor, or
a separate room. At least one person is required as a
tournament administrator, and/or persons to monitor and run
the tournament. The tournament setup is configured, tested,
and certified as being equal in every respect on each gaming
machine so that all players have an equal chance to win. The
gaming machines used for the tournaments are carefully
selected from the gaming machines normally used in the
casino. The selected gaming machines are then enabled for
tournament players to play at a defined 'start time, and
disabled at a tournament “end” time. A tournament admin

istrator is responsible for acquiring the score from each
gaming machine. A winner is orally announced or otherwise
shown on a display device.
0307 Thus, in current tournaments, there is a require
ment to collect tournament fees manually, dedicate a portion
or room in the casino for the tournament location, and select

and specially configure gaming machines for re-location to
the tournament location. The selected Further, there is a

specific start and end time for the tournament, during which
all tournament play is required to start and complete. Finally,
the tournament scores are fetched manually. All of these
requirements limit the opportunity of the general public to
access the tournament. Further, they make the tournament
costly to conduct on the part of the gaming establishment as
it must provide tournament hosts or administrators, dedicate
certain machines to tournament use, and provide a suitable
casino area or room for the conduct of the tournament.

0308) Some prior art systems purportedly make tourna
ment play more available, and purportedly simplify the host
establishment's monitoring requirements to reduce overhead
expense. However, those systems still require participating
gaming machines to all be of a similar type, and have the
same win percentage (i.e., have standardized parameters
before tournament play). All gaming machines participate in
the tournament for the same period of time and must to be
dedicated to the tournament during the duration of the
tOurnament.

0309 Further, tournament close rate, turnover rate, or
tournament velocity rate are all terms describing a problem
atic area in tournament design. This is a constant issue that
needs to be considered by the tournament game administra
tors. Tournament operators must carefully choose the num
ber and size of tournaments available for a player so as
create what we call tournament velocity or turnover rate. If
there are too many tournaments for the player community
available then the tournament velocity is too little. Player

dissatisfaction occurs. If there are too few of tournaments for

the players then the player may post a score in all his desired
ones and may not have a place to spend any more tourna
ment entry fees until the tournaments close. An advantage of
closing tournaments quickly is that it gives the winning
players more money to play even more tournaments or other
types of games altogether.
0310 Thus, it would be desirable to be provide a tour
nament system and method without the need to dedicate a
separate part of a casino floor, limited the duration of the
tournament, specifically configure gaming machines of the
same type and move them to the tournament area, and
provide the amount of personnel typically needed to conduct
a tournament. Accordingly, in light of the discussion above,
those skilled in the art would recognize the need for a system
that is capable providing on-going tournament play over a
broad area, and over a broad spectrum of gaming machine
types.

0311 A preferred embodiment of a tournament system,
constructed in accordance with the claimed invention, is

directed towards a system and method that allows compe
tition between players of dissimilar gaming machines for
potentially varying periods of time while Such players are
concurrently playing their gaming machines in a normal
fashion or normal mode. In one aspect, the tournaments use
gaming machines with non-modified base games located
anywhere in a casino, or two or more casinos, while the
players of those gaming machines continue to participate in
normal play on the plurality of gaming machines.
0312. In one embodiment, a gaming server (140 in FIG.
1) performs as a tournament server that automatically com
municates with the plurality of the gaming machines 200 to
offer to the current or potential player of each gaming
machine 200 the opportunity to play in a tournament without
leaving the gaming machine 200 being played, and without
having to discontinue regular play of that gaming machine
200. Thus the offer leads to dual income and/or reward

potential from a gaming machine 200 for a given period of
time. The player plays their base game 202, and if the player
so chooses, can enter a tournament at the same time and

compete head to head with other players anywhere in the
facility in which they are playing, or in competition with
players in any other facility around the world if configured
to do so through, for example a wide area network 150. The
players do not have to all start at the same time. Each player
plays their base game 202 for a specific amount of time,
amount of money played, or money won, or combinations
there of to generate a tournament score. The tournament
servers 140 will group these factors dynamically against
other players to create competition for prizes or merely
entertainment. The tournaments can be provided for free
using promotional funds, or pay to play, which provides
incremental income per unit time per square foot of the
casino floor.

0313. In one embodiment, a preferred method for letting
players know that they can play a base game tournament is
by use of the iView interface 216. Alternate display devices
can be used including but not limited to, a second top box
monitor on a gaming machine, or a second window or frame
in the base game display (204 in FIG. 1). The player is
enticed to join a tournament using a gaming account by
which the player is identified by insertion of a card into the
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card reader 212. Alternatively, other types of accounts or
factors authorize play in a tournament. If the player chooses
to enter a tournament by selecting a begin tournament game
button on the iView interface 216, then the player merely
continues to play the base game 202 on the gaming machine
200 normally.
0314. In one embodiment, a fee, if any, for the tourna
ment game is deducted from the player's account. In one
aspect of this embodiment, the fee to play a tournament
game funds the tournament prize or other prizes as config
ured by the casino running the tournament. In one embodi
ment, a percentage of the wager amount is given back to the
winners of the tournament and a portion kept by the casino
as an operational management fee. In one embodiment, a
players tournament score is set to Zero after the player
begins the tournament.
0315. In one embodiment, the tournament server 140
groups the player with other players automatically. In
another embodiment, the player chooses which groups of
players against whom to compete by selecting specific
tournaments via a selection screen presented on the iView
interface 216.

0316. In one embodiment, there is no sectioning off of the
casino floor for tournament enabled gaming machines 200
and non-tournament enabled gaming machines 200. On each
gaming machine, a player plays the base game 202 as the
player normally plays by inserting enough money into the
gaming machine 200 to begin play of the base game 202. A
base game 202 is played, and each win per wager amount is
accounted for by the tournament servers 104 and/or the
iView interface 216 on the gaming machine 200.
0317. In one embodiment, this data is processed into a
tournament score by comparing what the player won verses
what was expected to win for the machine the player is
playing. In one example, not by way of limitation, a base
game 202 tournament score is normalized in the calculation
that follows:

0318 S1.00 wager on base game
0319 95% theoretical payout percentage for the base
game.

0320 Expected win amount: S0.95
0321) Actual win amount: S1.65
0322 S1.65/S0.95*Scaling factor=Tournament score
for this last game.
0323 In one embodiment, multiple scores are combined
to a tournament score and relayed to other players in the
tournament using a tournament score chat server 142. In one
embodiment, the tournament score is relayed to the other
participants of the tournament in real-time, or periodically
updated to create the competitive environment for the play
ers. Each players tournament score is posted at the end of
their tournament time (for example: 5 minutes of base game
play). At the completion of the tournament, the players are
notified on their iView interface 216 as to what their ranking
is for this tournament, and what any potential win may be.
Consolation prizes may go to any number of players of the
tOurnamentS.

0324. In one embodiment, no base game 202 reconfigu
ration is needed for a gaming machine 200 to participate in

a tournament. There is no requirement that gaming machines
200 are dedicated to tournament use or have special high
return tournament-only pay schedules. In one embodiment,
any gaming machine 200 in the casino can be used. In one
embodiment, all the gaming machines 200 on the floor are
capable of being played in tournament mode, even against
different base games 202 with different parameters. These
differences in parameters include, by way of example, and
not by way of limitation, different theme games with dif
ferent payout percentages, available denominations, differ
ent wager amounts, different pay tables, different volatilities,
different bonus rounds, and the like. In one embodiment, the

different parameters are normalized for the tournament by
the scaling or waiting factor applied to each score described
above.

0325 In one embodiment, a player can perpetually play
multiple tournament games, and continue to post scores
under one tournament identifier, which identifies a player in
one or more tournaments. Play in multiple tournament
games tends to improve upon the player's standing in what,
in effect is longer running tournament for the player. Alter
natively, in one embodiment, a player has the option to post
tournament scores using two or more completely different
tournament identifiers to play as multiple players in multiple
tournaments. In some embodiments, all or certain tourna

ments limit a player to a specific number of score posts into
specific tournaments.

0326 In one embodiment, as an alternative to tournament

play starting at the players choosing, players choose to enter
a tournament, and when a specific number of players have
also entered the tournament then the tournament begins. In
this embodiment, the players wait until the tournament
actually begins to play. However, while the players are
waiting, they continue to play their base game 202 on their
gaming machine 200 as normal. In one aspect of the
embodiment, the tournament server 140 notifies all players
automatically once tournament start criteria (e.g., number of
players entered) have been reached. All players then start at
the same time. In other embodiments, other criteria for

starting a tournament are time based (e.g., a specific start
time) verses a fixed number of players.
0327 In one embodiment, all players who have commit
ted to spending money from their player card account for a
specific tournament are considered eligible and thereby
allowed to play in a tournament that starts at a specific date
and time. An announcement is provided that a tournament is
to begin at a particular time to those eligible to play on the
additional user interface on the game machine 200 they are
playing (e.g., “Fifteen minutes until a new tournament
begins'). In one embodiment, the tournament completes at
a specific time. However, in another embodiment, the tour
nament finishes once a player achieves a specific score in
what is called a “sprint tournament.
0328. In other embodiments there are other criteria for
ending a tournament. For example, in one embodiment, only
a specific amount of money can be played on the base game
202 or other platform, including on the iView interface 216,
to create a tournament score. As such, in this embodiment,

devices force a cashout of all base game 202 credits over a
specific amount approved for the specific tournament play.
In another embodiment, only a specific amount of credits or
dollars can be spent on the base game 202 during a tourna
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ment period of time. This way all players can only spend a
specific amount of credits for a specific system tournament
game verses an unlimited amount as in our preferred
embodiment.

0329. In some embodiments, lower ranking or lower
scoring players are automatically eliminated from the tour
nament, freeing them to join another tournament. In another
embodiment, a player is dropped from the tournament if they
fail to achieve an intermediate tournament goal or score in
a specific amount of time, because the chance the player can
win is negligible or because of the tournament design.
0330. In another embodiment, a player drops out of a
tournament at the player's choice at any time. The players
points are optionally removed from the rankings entirely at
that point, or are frozen and retained in the rankings until the
tournament period expires and final scores are tabulated. In
one embodiment, the player loses his tournament entry fee
in this scenario. In one embodiment, there is an optional
short transition period at the beginning of the tournament
where a player is allowed leave the tournament without
losing money.
0331 In another embodiment, the tournaments are played
around the clock with no casino staffing required. Even if a
player is the only player, a tournament score accrual engine
of the tournament controller server 140 creates a tournament

score for the player and posts it to the proper their tourna
ment identifier in a table of scores in the database 160. Once

a tournament time completes, and a threshold number of
tournament players is achieved, or other tournament con
cluding criteria met, this score is judged against the others
for the tournament prize. In one embodiment, using the wide
area network 150, a single player in one casino can compete
head to head with other players in other casinos to create the
sense of a tournament player community.
0332. In one embodiment, tournament winnings will are
added to a winning player's account to allow replay of the
winnings, or cashing out, or redeeming for a prize at a later
time. In one embodiment, a prize award may be automatic
or manually paid out by casino personnel who are notified of
the win.

0333. In one embodiment, a tournament executes as a
perpetually executed depending on casino preferences. In
one embodiment, tournament completion rate display indi
cators are provided to the players on the iView interface 216
to project an expected tournament completion time. This is
helpful for players in deciding if it is worth waiting for a

current one is finished. A single tournament entry fee can
allow this tournament score to be posted into several poten
tial tournaments each with their own prizes associated
therewith. For example, a player scores 9,893 for the tour
nament the player enters. In the particular tournament, this
is not a very good score, and the player does not win. In one
embodiment, the tournament server 140 also enters the

player into a tournament competing for the lowest score of
the day tournament. The player could potentially win this
tournament if their score is bad enough.
0336. In one embodiment, on the additional user inter
face, a player is shown a player Velocity meter, and given a
velocity bonus for a tournament score. If the player plays the
base game 202, or a game executing on the tournament
server 140, at a certain velocity, then a bonus is added. In
one embodiment, the Velocity is calculated for example, and
not by way of limitation: the games per unit time, money per
unit time, or max bets per unit time.
0337. In one embodiment, a player only wins a prize if
the player is in the top few players at the end of the
tournament. In another embodiment, the system awards
other prizes for any number of players in the tournament.
Examples are, and not by way of limitation: raffle and
Sweepstakes tickets. In another embodiment, a player wins
prizes in the middle or at the end of the tournament for
reaching certain tournament score thresholds. In an aspect of
this embodiment, a tournament score-to-prize award lookup
table in the database 160 is used for a different prize for each
tournament score achieved. Partial sample records from the
score-to-price lookup table is shown in table 11 below.
TABLE 11
Tournament Score to Event ID table:
Event ID's will award a list of Prize ID's

Tourn. Score

Prize
Award
Event ID

>1,000

186

800
700
600

5
1

“one-time' event. In another embodiment, the tournament is

tournament to close, or whether to return at a later time for

tournament play. Players who want completion quickly
should choose tournaments that have a short completion
time.

0334. In one embodiment, player specific or group spe
cific messaging is provided to each player on the iView
interface 216, informing the player, for example, and not by
limitation, that the tournament is a daily tournament, and the
player should keep trying to post more tournament scores to
improve his chance of winning the tournament.
0335) In one embodiment, hidden tournaments are
executed by a tournament controller server 140. The player
is offered, or up-sold, to post their score in a tournament they
are playing to a hidden, or non-hidden, tournament after his

0338. In one embodiment, in order for a gaming machine
200 to be eligible for base game tournaments, it needs a
player either playing or waiting to play the base game 202.
In one aspect of this embodiment, there credits are required
on the base game 202 of the gaming machine 200. In one
embodiment, a base game 202 on a gaming machine 200 is
classified as idle based on several rules, for example, and not
by way of limitation: if no player is actively playing a game,
no credits are on the machine, if the gaming machine 200 is
presently in attract mode providing lights and Sounds, for
example, to attract a player, for a threshold number of
minutes, no player has played the base game 202, or of no
player card is inserted. In contrast, in one aspect of this
embodiment, a player is identified as eligible for the tour
nament according to rules that Suggest a player is either
playing or available at the gaming machine 200. For
example, and not by way of limitation, the gaming machine
200 is checked for whether credits have been inserted. An

announcement of an upcoming tournament is often sent to
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the gaming machine 200 if found eligible to entice the player
to enter the tournament. Optionally, in one embodiment, if
a gaming machine 200 is found to be sitting idle, the
tournament controller server 140 sends an advertisement

that a tournament is about to start to the idle gaming machine
200 in hope of attracting a new player.
0339. In one embodiment, players that do not have a play
card for insertion into the card reader 214, or that don't

otherwise have an account with the system (collectively
“uncarded players), are still allowed to play tournaments
that will close in a short time, or that the rate of closure is

fast enough to make it possible to reward the player at the
gaming device if that player wins an award. This is because,
for a player without an account with the system, wins cannot
be put into an account. In one embodiment, uncarded players
and carded players (players that do have an account) are
allowed to play free tournaments with or without a tourna
ment prize. This helps encourage or "tease' the player to
become a carded player to play for tournament prizes.
0340. In another embodiment, the casino floor is broken
up into groups that can only compete with other groups or
base games 202 identically or closely configured. In one
aspect of this embodiment, for certain types of tournaments,
it is required that, to join the certain base game tournament,
the players should be playing a certain base game 202 with
a 94% hold percentage. In another embodiment, all game
types that pay 96% or greater can join this the tournament.
In yet another embodiment, only skill base games 202 (such
as, without limitation, “video poker') can join a tournament.
In another embodiment, any way of breaking the gaming
floor down into denominations, themes, groups of games,
types of players, wager amounts, types of games, configu
rations of games, theoretical win percentage, Volatility, and
the like, is used to enable or disable different base games
from joining a specific tournament. While the breaking
down of the floor into Smaller groups is not necessarily a
preferred embodiment in all cases, in some causes, it pref
erable to create trust in the player that they are competing on
an even playing field with other players who are playing
similar base games 202. Also, in one embodiment, casino
run promotions are used to advertise theme tournaments, for
example, and not by way of limitation, a “Video Poker'
tournament where any video poker game can join a tourna
ment. In one embodiment, enabled machines are physically
grouped on the casino floor for marketing and promotional
reasons. The tournament servers 140 manage all of the
tournaments and which gaming machines 200 and players
are eligible to play against which other gaming machines
200 and players, removing the burden from the casino
management, except at tournament configuration setup time.
0341 In one embodiment. a player is allowed to buy
more tournament time in Some tournaments to improve the
players tournament score. By way of example, and not by
way of limitation, after a 5 minute tournament is completed,
the player is provided with the option to purchase 1 more
minute for S1.00 through their account. In one embodiment,
maximum up-charges are able to be set for these types of
tOurnamentS.

0342 Simulated Tournament Players
0343. In one embodiment, the system simulates a number
of players to meet the minimum gaming machine 200
requirement for a tournament. Simulation programs for
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players of games are known to those skilled in the art. For
example, SIM-EarthR), by Electronic Arts of Redwood City,
Calif., and other popular games, including casino-based
games, have used computer logic to simulate humans or
game play. In one embodiment, the simulated players of the
tournament play on behalf of the house, and should one of
the simulated players win the tournament, the winnings are
retained by the casino, or, for example, distributed to the top
human player, or use other distribution rules to distribute
winnings. In one embodiment, the simulated players and
their scores are based on players who played at previous
times. This is implemented by an “instant close' tournament
engine. The simulated players are used to tease a human
player to create real time interaction even when the casino
floor is very light and no one else in playing tournaments.
Simulated players win and lose tournaments to create any
desired competitive effect.
0344) Tournament Score Formula Calculation
0345. In one embodiment, each tournament has its own
tournament score accrual formula. Also each player has their
own tournament score equation for each tournament they
play. In one embodiment, this formula is downloaded to the
gaming machine, or calculated on the gaming servers 140.
For example, in one tournament, a two player 10 minute
tournament base game 202 may use a different tournament
score calculation than a 5 minute pyramid style tournament
(described below). Alternatively, in another embodiment,
the tournament score is calculated based upon different types
of players ("gold' and “silver player club levels, and the
like). In one embodiment, this dynamic modification of a
tournament score formula occurs in the middle of a running
tournament or individual game in a tournament. The gaming
systems auto-tune a tournament score calculation to get the
desired entertainment effect. The change is effected between
games, during individual games, or after a tournament
concludes prior to a tournament of the same type beginning
again. In one embodiment, the same game modifications,
tournament score formulas, and game variables are given to
all players in a specific tournament. In another embodiment,
players use different sets of these parameters.
0346. In one embodiment, any variable or meter that can
be read from the base game can be used to construct a
tournament score. In one embodiment, averages of multiple
base game plays are used to Smooth out the highs and the
lows in a scoring methodology. The higher and lower base
game plays are thrown out to normalize any statistical effect.
In one embodiment, tournament score formulas are designed
to grow only upward to help encourage players to keep
playing the base game if they want their tournament score to
grow. In another embodiment, a tournament score formula is
constructed such that the further the player is away from an
expected payout for the player's wager amount, and the
theoretical win for this wager amount for the gaming
machine 200, the larger the tournament score will be. For
example, and not by way of limitation: if a player plays 100
base games in a row with no wins whatsoever on a 95%
theoretical payout machine, then a tournament score could
be very large even as compared to player that won more
often on the same type of game machine with a 400% actual
payout win over the tournament duration. A non-linear curve
is shown as a non-limiting example in FIG. 35 that is used
in one embodiment to map or normalize a theoretical to
actual win ratio to a tournament score.
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0347 In other embodiments, other calculation techniques
are used. In one example, and not by way of limitation, the
player with the highest standard deviation from the expected
return is given the highest tournament score. In another
example, the score is calculated to give a player that has the
best rate of change (acceleration) of actual vs. theoretical
outcome a higher score. In another embodiment, the tour
nament score calculation is a simple addition of the win from
each game from one base game to the next, with or without
a comparison to the expected return.
0348 For some tournaments, the tournament scores are
positive or negative for an individual in a group of players.
Tournament scores are calculated based upon how a player
is doing compared to another player or group of players. The
player that does the best at the end of the tournament period
of time wins the prize. Any combination of the above
described scoring techniques can be used.
0349 Preferably tournament scores are calculated to
maximize the play activity, wager amount, time on machine,
entertainment effect, and to bring new monies into the
casino. In one embodiment, the tournament score calculation

normalizes the variations in the base game design including,
without limitation: denomination, wager, theoretical payout
percentage, game theme, game win/lose volatility, skill
games vs. chance games, pay table variations, bonus round
variations, wide area progressive wins, size of wide area
progressive wins, and the like. This feature reduces or
eliminates the need to section off the game floor to tourna
ments by the casino with same-type games. Any eligible
player can play any base game 202 at anytime, and if the
player selects and begins a base game tournament, the player
can immediately play a tournament. The player selection to
enter a tournament can occur on any display device, for
example, the base game display 204. In one embodiment,
selection is provided on the iView interface 216 due to its
touch screen capabilities.
0350. In another embodiment, players are provided with
a tournament score handicap, such as that in the game of
golf. This helps to make a fair playing field especially with
skill based games, or for low denomination verses high
denomination players since pay tables and theoretically
payout percentage are typically higher for the latter of the
two. In some embodiments, handicaps are game, tournament
or player specific to help create a fair tournament experi
CCC.

0351. In one embodiment, a dynamic yield analysis
engine in the tournament server 100 finds base games,
games that execute on the iView interface 216, or players
that should be grouped into new available tournaments to
create the optimal player excitement and revenue potential
for the casino. In one embodiment, the grouping occurs
automatically with no player interactions.
0352. In another embodiment, each gaming machine 200
has a separate tournament point table maintained in the
tournament servers 140, a iView interfaced 216, by which it
evaluates each normal gaming machine wager and win and
appropriately calculates tournament points for reporting to
the tournament server 140 in a manner that provides an equal
opportunity to accumulate tournament points to all tourna
ment participants. In one embodiment, there is a game point
to tournament score lookup table associated with each base
game 140, so no real-time calculation of the tournament

score needs to occur. In one embodiment, different tables are

used for different games, themes, denominations, wager
amounts, and the like.

0353. In another embodiment, tournaments are formed in
the backend server networks with player session data and/or
gaming device data that is collected in a day in the casino as
part of their player promotional processes, and slot manage
ment processes, executing on the servers 140, 180. This data
collected is not necessarily real-time data. In one embodi
ment, it is collected nightly or at Some other interval period
of time. Players base game 202 activity on gaming
machines 200 are used to create tournament scores that are

grouped in the tournament server 140 for competition.
0354) In one embodiment, a tournament consists of a
players best 5 minute moving window in his entire play
session. So for example if a player played for an hour and
had a very low payout for most of the hour, but had one good
5 minute window where payouts were high, then this slice
of time is be used for his tournament score post according to
this embodiment. This embodiment encourages players who
just won big to replay much of their money back into the
base game to “top off their tournament score to help ensure
no one else can beat them in the tournament. In the players
mind, the player believes the player is playing with the
casino's money so the is more willing to spend a sizeable
portion of the recent win to try to win again big.
0355 As stated above, in one embodiment, different
types of games, themes of games, denominations, game
Volatility, skill, chance, pay tables, optionally have their own
tournaments. So for, in this embodiment, only Poker games
compete head to head against other poker games due to the
skill nature of the game. The negative side of this embodi
ment is that the size of the group of players shrinks as
gaming machines 200 are Subdivided into Smaller groups.
Thus there is less chance that players compete against each
other due to the smaller number of machines allowed to play
in each group. Thus, the tournament, in many cases takes
longer to complete or close. Thus in one embodiment, it is
preferred to have tournaments of fewer quantity, shorter
duration, and Smaller numbers of players to create quick
turnOVer.

0356. In another embodiment, simultaneous tournaments
execute on the same client or for the same player. For
example, and not by way of limitation, in one embodiment,
a player posts one base game score to multiple different
tournaments at the same time. One option is to provide a
player choice to play in multiple tournaments, or to do so
without the player's choice. For example a player plays a
limited entry tournament against a small number of players
in which the player can win a prize for that tournament. In
addition the player has the same tournament score posted to
a daily tournament in an attempt to win another prize. As
described above, one form of this embodiment involves

entering a player into a tournament to achieve the highest
win rate over an expected win rate, and to also enter the
player into a tournament in which prizes are awarded to a
player with the lowest actual win rate of return verses an
expected rate of return. This way even if the player loses the
highest payout rate tournament, the player can still win in
the other tournament. The player can pay for both with
different wagers, or pay just once to play both tournaments.
Alternately, one or more tournaments are paid for and one or
more tournaments are free.
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0357. In one embodiment, a tournament score for a
period of time is calculated using all or a smaller group of
individual wager/outcomes from each base game play. A
single base game contribution to an overall tournament score
is calculated in this embodiment as follows.
10000* (LastGameCashWON/LastGameCashWA
GERED/PaytablePayoutPercent);
wherein “LastGameCashWON' is amount won in the last

game for cash that the player won, the “LastGameCash WA
GERED is the amount wagered in the last cash game, and
“PaytablePayoutlercent payout percentage for the player.
In one example base game 202 configuration, the following
parameters apply:
0358 S0.50 Denomination Machine
0359) 92% Theoretical win amount
The expected win can be calculated as follows:
0360 S0.50 play: 92%=S0.46 expected win
0361. An example Sequence of base game plays on this
base game configuration during a tournament follows:

1' base game played on this base game configuration
0362 S1 wager, 2 credits played
0363 S0.50 win
The single game tournament score contribution would be:
10,000*($0.50 win/S1 wager/92% theoretical win for

this wager-5,385 tournament points.

2" base game played on this base game configuration:
0364 S1 wager, 2 credits played
0365 S2.50 win
The single game tournament score contribution would be
10,000*($2.50 win/S1 wager/92% theoretical win for
this wager–27,173 tournament points.

0366. In one embodiment, the single game contributions

guarantee a top tournament score. A player needs to play
many base game plays to ensure the player is able to get 10
good individual base game contributions to the tournament
score. In one embodiment, a player's score never goes down,
and can only improve as the player plays and achieves better
wins on the base game 202. A skill-based game base game
202. Such as a video poker game, in one embodiment,
changes a player's play technique depending upon what the
player has achieved so far in the tournament. For example:
the player will most likely not hold a pair of jacks if it is not
going to improve the players tournament score. In one
embodiment, the tournament score formula is shown to the

user in a help screen on the additional user interface 216 to
help the player in the determination how to get the best
possible tournament score.
0368. In another embodiment, the tournament score for
mula is:
Tournament

score=Weighting

factor* (totalwager theoretical hold %)+abs(totalwin
(totalwager win %))

0369. Wherein the “Weighting factor” is determined
based on the skill required to play a base game, the “total
wager is the total wager placed by a player, the “theoretical
hold%' is the theoretical percentage of the player's wagers
that should be retained by the house or casino during game
play of the base game 202, “totalwin' is the total amount
won by the player, and win percentage is the actual percent
age won by the player.
0370. In another embodiment, the highest instantaneous
tournament score wins the tournament if the tournament

score goes up and down throughout the tournament period or
game play. The tournament server 140 records the peak
tournament score in the score table that was achieved by a
player in the tournament period, and this number is used for
the competition. Also the player with the most single game
tournament contributions over a certain score threshold wins

the tournament prize. In another embodiment, the player
with the highest Sustained average of single game contribu

are added to a score of these scores stored in the database

tions over time wins the tournament.

160 throughout the entire tournament time. Table 12 illus
trates an example part record listing of the score table.

used in the tournament score calculation for the last base

TABLE 12
Base Game ii and Tournament Score contribution table.

Base game # during tourn.

Single game contribution

1
2

5,385
27,173

3

O

0371. In one embodiment, maximum threshold values are
game played. For example, and not by way of limitation, in
one embodiment, 100,000 points is the maximum an indi
vidual single base game contribution to an overall tourna
ment score. So even if a player had a huge win on a base
game 202, it would not guarantee a tournament score that

would win at the tournament conclusion time.

0372 Tournament Score Weighting Factors
0373) In some embodiments, other variables are com
bined to the tournament score calculation. Those other

0367. In one embodiment, the score table is ranked by
sorting from highest score to lowest score. Alternative to
storage in the database 160, the score table may be stored in
the additional user interface 216. In another embodiment,

the table is concatenated to a specific number of elements
after ranking. For example, and not by limitation, only the
top 10 individual scores are summed to build the tournament
score shown to the player. In this embodiment, a score can
range from 0 to approximately 1,000,000. The score is
averaged for all 10 games, and stored in the score table. This
embodiment has the effect that one good game doesn’t

factors include, by way of example, and not by way of
limitation, a skill game weighting factor, a number of games
played weighting factor, a denomination weighting factor, a
maximum bet weighting factor, a wager weighting factor, a
player type weighting factor, a tournament type weighting
factor, a pay table weighting factor, a game Volatility weight
ing factor, actual lifetime wager/win weighting factors,
progressive win weighting factors, date/time weighting fac
tors, game theme weighting factors, a theoretical payout
percentage weighting factor, game location weighting factor,
and the like. In one aspect of this embodiment, one or more
of these weighting factors are added at any time for any
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specific tournament to create the fairest playing field as
possible for the different types of players playing at different
types of base games 202. In some embodiments, these
weighting factors are fixed numbers, lookup tables, or
formula based, to normalize or accentuate any type of
gaming activity the casino desires. For example, and not by
way of limitation, a casino can have a tournament that gives
a player more points if the player bets a maximum wager
than if the player didn't. The formulation above tends to
normalize out the denomination played by a player.
0374. In one embodiment, the casino encourages the
player to play S0.25 cent denomination machines or higher
to get the best score. The casino gives a 10% advantage to
players that play on those gaming machines 200. In another
embodiment, games that have an element of skill use a
weighting factor that is specific to the skill game played due
to the nature of the skill and the difficulty of generating a fair
tournament score against players playing on 100% random
chance machines. The weighting factors are inserted into the
final tournament score formulation mathematics at several

times or locations. For example, and not by way of limita
tion, the weighting factors are inserted after each base game
is played, after a group of base games have been played, or
after all base games have been played in the tournament. In
embodiment, these weighting factors are player specific, and
base game 202 specific, location specific, device specific,
gaming machine 200 configuration specific, or in one
embodiment, specific to a game played on the iView inter

instead. A goal of the tournament score formulation is to
provide many possible scores in a range of for example, and
not by way of limitation, 0-10,000,000. This gives fidelity of
the number system to ensure everyone has a chance of
beating the leader even if only by one point.
0380. In another embodiment, tournament scores are
calculated real-time as the player plays, after the player
finishes playing in a background processing job done on the
server or client. In yet another embodiment, tournament
scores are pre-calculated prior to playing the actual game by
using data collected on previous dates or times, or games
played. Tournament scores are generated by combining
several individual tournament scores or game scores into
one final score for the tournament. Tournament scores from

different types of tournaments or games are combined to
form tournament scores such as the Olympic decathlon
event.

0381. In another embodiment, each game has its own
tournament score calculation formula to normalize it against
the others it is playing against in this specific tournament.
Alternatively, in another embodiment, each player has their
own tournament score calculation for a specific tournament
identifier, to provide a fair playing field for players. For
example:
Player #1 or Base game config #1 =Use tournament score
accrual method #1

Player #2 or Base game config #2=Use tournament score

face 216.

accrual method #2

0375. In one embodiment, the tournament scores are
inserted real time with each single game contribution, or

accrual method #3

with the combined tournament score calculations. These

weighting factors can be added at the conclusion of the
player's play or at the conclusion of the entire tournament.
0376. In one embodiment, weighting factors may turn on
or off at various times throughout the tournament period or
if particular scoring thresholds have been achieved or not
achieved. The weighting factors in one embodiment are of
fixed value, linearly derived or non-linear derived formulas,
or tables.

0377. In one embodiment, the theoretical win percentage
is for a maximum bet game only, or it is for each type of win
in a pay table for each wager amount, and for each denomi
nation. In one embodiment, base games 202 are configured
to only give the theoretical win for a maximum bet on a
game play. More modern games, or server side games, can
give the GMU 218 the detail required calculate more accu
rate and fair tournament scores.

Player #3 or Base game config #3=Use tournament score

0382. In one embodiment, tournament scores calculation
formulas are sent down to the gaming machine 200 for each
base game 202 prior to the playing in the tournament, or
during or after play in the tournament. The formula may
either reside in the iView interface 216, or the base game 202
itself.

0383. The advantage of base game tournaments is that the
base game code is already certified by regulators and
approved for use on the casino floor. By actively monitoring
several variables on the base game by the tournament
servers 140 the system derives a tournament score through
mathematical manipulation of these base game wagers and
wins. In one embodiment, no random generator is used to
calculate the tournament score other than the already certi
fied base game software. Thus the gaming machine 200 is
easier to approve in regulated markets because there is no
chance element in the calculation of the tournament score

0378. In some embodiments, different tournament calcu
lation techniques include taking individual base game 202
contributions and calculating using different averaging tech
niques with prior wagers and wins, different Summation
techniques, using probability mathematics, standard devia
tion/variance mathematics, or remapping them through a
tournament score converter engine or look up table. In one

that is grouped with other tournament scores to determine a
tournament winner. Thus, quicker regulatory approval in
these jurisdictions can take place. In other embodiments
other game types are designed to calculate a winner using
data collected from the base games.
0384. In one embodiment, plasma screens throughout

embodiment, best and worst individual contributions are

local facility and inter-site leader boards.
0385 Players on the iView interface 216 are teased with
the pending tournament closings to encourage players to
currently play in the remaining time of a tournament, or the
remaining entries or prior to any other tournament end

thrown out, or best or worst moving cluster of individual
base game contributions are thrown out.
0379. In one embodiment, individual base game contri
butions are not used at all. Alternatively the entire cumula
tive wager/win for the entire tournament period is used

casino show the current tournament leaders on them for the

criteria.
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0386. In one embodiment, an alternative method of cre
ating tournament score for a base game 202 is performed
wherein scores are created by a ranked list of recent 5 minute
wagers/wins for that specific gaming machine, or identically
configured games. For example, and not by way of limita
tion, the tournament server 140 keeps the last wins for each
5 minute window of play, and sorts them in a ranked list. The
score to be inserted is found a position in the ranking list,
and the system calculates how far above and below entry
points are to the closest entries. The ratio of the distance
between the two scores calculates the “ones' digit of the
instantaneous tournament score. The first insertion point
generates the rank used in the tournament score calculation.
In one embodiment, the system uses a first-in-first-out
method to remove old players on the ranked list.
0387 Tournament Rooms
0388. In one embodiment, different tournament rooms,
tournament tables, or tournament identifiers are available to

allow players to get together and play against a group of
their friends if they so choose. In one example, a player
sends messages or calls friends to go to the “Solitaire Babes'
room so they can compete against each other even though
they are not required to sit next to each other on the casino
floor. This communal gaming creates a bond with the players
and their friends and the system. In one embodiment, players
are able to create their own rooms and even make them

restricted access to prevent unauthorized players from enter
ing the room. In another embodiment, the casino has
restricted rooms set up for specific players, groups of players
or types of players to create a special gaming arena for
special players. These rooms or tables for the players are
provided for non-tournament games too. Typically the
rooms or tables are setup and are game and mode specific.
Players are given options for configuring the players that are
allowed in their specific tournament rooms.
0389) Types of Tournaments—Dynamic Grouping
0390. As discussed above, several types of grouping
takes place for tournaments according to one embodiment.
The following list of tournament an grouping types are used
by this embodiment:
0391) Synchronized Tournaments Waits for 5 people
to join, then the tournament begins. Top scores wins the
pots.

0392 Team Based Tournaments Team A with 5 play
ers plays against Team B with 5 players. The best
combined team score splits the pot. Teams with differ
ent numbers of players are allowed to compete for
prizes. The tournament score calculation normalizes
out the extra players scores.
0393 Co-Op tournament—5 people combine their
gaming to one tournament score. This score is a house
generated score, or the current top Co-Op score
0394 Conquest Tournament—5 vs. 5 players. The
lowest players score after a round is eliminated. Then
it is 5 vs. 4 players. Rounds continue until a team is
eliminated. The last team standing collects the pot.
0395 Elimination—10 players start. At the end of a
round, the lowest score is eliminated. Then 9 players
are playing. The last player collects the pot.
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0396 Time based tournaments. There are an unlim
ited number of players for a fixed amount of time.
Prizes are fixed or progressive, based upon a percentage
of cost to play.
0397) Limited Entry tournaments—A fixed number of
players post scores. Top players win prizes.
0398 Sprint Tournament The first player(s) to
achieve a specific tournament score wins.
0399 Merchandise tournaments—Merchandise or ser
vice types of prizes are used verses cash.
0400 Other types of tournaments and player groupings
include:

0401 The largest posted tournament score for a time
period wins.
0402 Most money won or loss by any player in a time
period wins.
0403 Most money played in a time period wins.
0404 Most or least tournaments won/lost in a day or
other time period wins.
0405 Best cumulative tournament scores or average
for a period or number of tournaments.
0406 Largest number of tournament scores of the day
wins.

0407 Largest 10 or lowest 100 individual game tour
nament score contributions wins.

0408 Personal best tournament, or personal worst
tournament wins.

04.09 Groups of players compete against each other for
tournament prizes.
0410 Best number of minutes played in a tournament
of the day wins.
0411) If players are losing at a certain rate then they are
grouped into a tournament automatically.
0412 Visiting tour group tournaments—A specific
trade show group can all compete for a fixed list of
prizes. The system monitors their play and performs
statistical analysis for them to decide upon winners in
a group.

0413 Players who play longer are grouped. For
example, all players whose session time is over an hour
in length are grouped.
0414 Highest winner of the hour or other time period.
This is either absolute dollar amount, or the largest
amount over an expected win amount, or the best
tournament score achieved in the last hour.

0415 Players that play maximum bets on their base
game 202 a certain percentage of time are grouped.
0416 Players that play a specific denomination or
average wager size are grouped into tournaments.
0417 Players that play at a specific rate of play are
grouped. For example, fast poker players are grouped
because they are very skilled.
0418 Grouping players who play specific games titles.
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0419 Grouping players who play certain clusters of
gameS.

0420 Players who belong to a certain TYPE of group,
for example, gold, silver, or platinum players. In one
embodiment, this is calculated by player interval or
game session ratings.
0421 Grouping players by skill level, or rank level per
game.

0422 Grouping players automatically by time.
0423 Grouping players by demographic information

provided by players or 3" parties about players. (e.g.,

Age, race, sex, birthday, spouse name, anniversary
date, etc.)
0424 Grouping players by what services the player
like or use.

0425 Grouping players by Theoretical or Actual pay
out percentage of the machines they are playing on.
0426 Grouping by Casinos.
0427 Grouping by types of Players
0428 Grouping players with most number of tourna
ment score posts over a defined tournament score
threshold.

0429 Grouping players by their handicap level.
0430. In one embodiment, a player can use game play
from multiple gaming machines 202 simultaneously con
tributing to a tournament score. For example, and not by way
of limitation, a husband and wife can combine their play into
a combined tournament score, or a player can play two or
more base game 202 at the same time. The player identifier
allows this linking of the two machines into one tournament
score. If same card or account number is used on both

gaming devices, or a player logs onto both gaming devices,
then the player's combined gaming activity is monitored
into a single tournament score.
0431. In one embodiment, players are notified in the mail
of a promotion for different types of players stating that
when the players come to the casino next, then they are
going to be grouped and presented Some type of game mode
or tournament unique to them. These groups of players use
special game features or different games because of the
group they belong to.
0432. In one embodiment, a multiple overlapping tour
nament gaming system allows a player to post a score in one
tournament, and move on and play another, prior to the first
one concluding. This way a player has many pending results
at one time. The system automatically, or manually, config
ures the available tournaments to ensure the right amount
and types of tournaments are available to provide that the
player has enough places to play and post a score. If there
are too many, the tournament finish rate will not be fast
enough. If too few, then there is a risk of a player not playing
more if he has scores posted in all available types of
tournaments that he likes. Dynamic yield analysis (DNA)
help auto-tune this capability to provide an optimal tourna
ment Velocity, turnover, and money spent playing.
0433. In one embodiment, the tournament relay 140
relays in real-time tournament scores to various players in a

particular tournament without burdening a separate system
game server 140 with all of the transactions. As a players
score changes, then the additional user interface 216 sends
to the tournament score server the payer's score, the players
time left to play, the player's status, and other fields for
identification and statistics on the player. The tournament
score server forwards this information to only the players
that are playing against each other, and/or any overhead
displays in the casino for presentation to players. This is
done by establishing a socket based connection with each
particular iView interface 216 in the specific tournament.
0434. In some embodiments, other messaging technolo
gies are used to communicate to the additional user inter
face, and overhead displays, including XML messages over
web services. Periodically each client sends this tournament
data to the database server 140 at end the end of the players
specific game. After the tournament concludes the server
140 judges all of the posted scores and calculate winners.
This same engine can be used for chat and high score leader
board capabilities as well on the client devices.
0435. In one embodiment, a “Chance or Luck meter is
shown on the additional user interface 216 to indicate that a

player can play in tournaments of varying types (e.g., gold
players, large number of players, Small number of players,
time based, and the like). In one embodiment, a player is
eliminated from the tournament chooses to participate in a
different upcoming tournament, wherein the player believes
the chances are better. This chance meter provides the player
an idea of how the lucky the gaming machine 200 is
currently. One advantage of this is that when the meter is
low, the player can determine that the base game 202 is
ready to go "hot,” to keep playing. If the meter is very high,
the player can believe the gaming machine 200 is “hot,” and
they should keep playing. In some embodiments, this meter
can take the form of a digital number, a linear gauge, a radial
analogue “speedometer, gauge or other gage that easily
conveys the “luckiness” of the gaming machine 200 cur
rently, or averaged over several games.
0436 The data used to calculate the Luck Meter is
provided by the base game play, or a system game (run off
the tournament server 140) played on the iView interface
216. In one embodiment, the data used is the wager amount,
the win amount, and the theoretical payout percentage for
the entire pay table, or each winning combination on a game.
This data is collected by the GMU 218 from the base game
through standardized protocols (discussed above) Supported
by gaming machines 200 on the casino floor. Alternatively
this data is collected by the back end tournament or gaming
servers 140, accounting servers (shown as 180 in FIG. 1),
and player tracking (casino marketing servers shown as 140
in FIG. 1), and calculated in the back end tournament servers
140 for presentation the iView interfaces 216 of the gaming
machines 200.

0437. Further, in one embodiment, a “Win Meter” is
shown to the player to denote the player's frequency of
winning tournaments.
0438. With reference to FIG. 36, an example display
screen 500 for tournament play is shown according to one
embodiment. In one embodiment, the display screen 500 is
shown to the player on the iView interface 216. In the
embodiment of FIG. 5, play in a "pyramid tournament” is
shown on the display. The tournament includes a 5 minute
base game tournament played against 8 other players.

