
(19) United States 
(12) Patent Application Publication (10) Pub. No.: US 2012/0028703 A1 

Anderson et al. 

US 20120028703A1 

(43) Pub. Date: Feb. 2, 2012 

(54) VIRTUAL BANKS FOR COMMUNITY GROUP Publication Classification 
BONUS GAMES (51) Int. Cl. 

A63F 9/24 (2006.01) 
(75) Inventors: Peter R. Anderson, Glenview, IL (52) U.S. Cl. .......................................................... 463/25 

(US); Andrew C. Guinn, Chicago, 
IL (US); Daniel P. Louie, Chicago, (57) ABSTRACT 
IL (US); Joel R. Jaffe, Glenview, IL A wagering game system and its operations are described 
(US) herein. In some embodiments, the operations can include 

1nit1ating, at a Wagering game Server, a Wagering game Ses 
sion for a player atagaming machine. The operations can also 

(73) Assignee: WMS Gaming, Inc., Waukegan, IL include relating the wagering game session associated with 
(US) the player to a virtual bank of related wagering games ses 

sions associated with one or more additional players, where 
(21) Appl. No.: 13/191,675 the virtual bank of related wagering game sessions is associ 

ated with a community group bonus game. The operations 
can further include determining when the community group 

(22) Filed: Jul. 27, 2011 bonus game is triggered for the virtual bank of related wager 
ing game sessions, determining game results of the commu 

Related U.S. Application Data nity group bonus game, and determining an award for the 
player and for each of the one or more additional players 

(60) Provisional application No. 61/367,906, filed on Jul. associated with the virtual bank based, at least in part, on the 
27, 2010. 

C) RELATE THE 
PLAYERS WAGERING 
GAME SESSION TO A 
WIRTUALANK OF 

RELATED WAGERING 
GAMESESSIONS 

game results of the community group bonus game. 

G) DETERMINE 
GAME RESULTS 
OF COMMUNITY 
GROUP BONUS 

GAME 

E) DETERMINE 
ASSOCATED WITHA WHEN THE 

PLURALITY OF COMMUNITY GROUP H) DETERMINE AWARD 
ADDITIONAL PLAYERS BONUS GAMES FOREACH OF THE 

TRIGGERED FOR 
THE WIRTUAL BANK 
AND INITIATE THE 

AND THE COMMUNITY PLURALITY OF PLAYERS 
GROUP BONUS GAME BASED ON THE BONUS 

/ GAME RESULTS ANDA 
COMMUNITY GROUP MULTIPLIER EARNED BY 

“. . BONUS GAME f / / / EACHPLAYER WHILE 
1 f / / / PLAYING THE BASE 

s ; : * * WAGERING GAME 

160 

N GAMING 
B) INITIATEA MACHINE 

WAGERING GAME 
SESSION FOR THE - 

PLAYER 

ss. F) PRESENT THE 
. - COMMUNITY GROUP 

BONUS GAME 
A) PROVIDE PLAYER 
LOGIN INFORMATION 
AND PLAYER GAME 

D) PRESENT A GRAPHICAL 
RPRESENTATION OF THE 

WIRTUAL BANK OF 
SELECTION RELATED WAGERING 

INFORMATION TO THE GAMESESSIONS 
WAGERING GAME INCLUDING THE BASE 

SERVER WAGERING GAME 
SELECTED BY THE PLAYER 

  

  

  



Patent Application Publication 

C) RELATE THE 
PLAYERS WAGERING 
GAME SESSION TO A 
VIRTUAL BANK OF 

RELATED WAGERING 
GAME SESSIONS 

ASSOCATED WITH A 
PLURALITY OF 

ADDITIONAL PLAYERS 
AND THE COMMUNITY 
GROUP BONUS GAME 

B) INITIATE A 
WAGERING GAME 
SESSION FOR THE 

PLAYER 

w 

A) PROVIDE PLAYER 
LOGIN INFORMATION 
AND PLAYER GAME 

SELECTION 
INFORMATION TO THE 
WAGERING GAME 

SERVER 

Feb. 2, 2012 Sheet 1 of 8 

G) DETERMINE 
GAME RESULTS 
OF COMMUNITY 
GROUP BONUS 

US 2012/0028703 A1 

COMMUNITY GROUP ? 

E) DETERMINE 
WHEN THE 

BONUS GAMES ? 
TRIGGERED FOR f 
THE VIRTUAL BANK f / 
AND INITIATE THE f 
COMMUNITY GROUP f / 

BONUS GAME f / 

GAME 

H) DETERMINE AWARD 
FOREACH OF THE 

PLURALITY OF PLAYERS 
BASED ON THE BONUS 
GAME RESULTS ANDA 
MULTIPLIEREARNED BY 
EACHPLAYER WHILE 
PLAYING THE BASE 
WAGERING GAME 

COMMUNICATIONS 
NETWORK 

160 
8 

GAMING 
MACHINE 

D) PRESENT A GRAPHICAL 
REPRESENTATION OF THE 

VIRTUAL BANK OF 
RELATED WAGERING 
GAME SESSIONS 

INCLUDING THE BASE 
WAGERING GAME 

SELECTED BY THE PLAYER 

F) PRESENT THE 
COMMUNITY GROUP 

BONUS GAME 

FIG. 1 

  

  

  

  

  

  

  

  

  



Patent Application Publication Feb. 2, 2012 Sheet 2 of 8 US 2012/0028703 A1 

SYSTEMWIDE 
205 VIRTUAL PROGRESSIVE 

& 

a ta BANK ) is 221 

206 nu 7 1X 
BULLS FAN91 JACKPOT JO NYC GAL33 TX 2 STEP VIRTUAL 
2-, a GAMING 

f 
COMMUNITY 

i's s 222 

DA BEARS COWBOYS92 

GAME CHAT 
BUTTON 223 
PANEL 215 

NEWS FEED 
224 

BALANCE 230 

COMMUNICATIONS : 
NETWORK C 

i. 

r. 160 

FIG 2 

  



Patent Application Publication Feb. 2, 2012 Sheet 3 of 8 US 2012/0028703 A1 

WAGERING GAME SERVER 

352 
- 
? ACCOUNT 

GAME SERVER 

MANAGEMENT CNET 
UNIT 

VIRTUAL BANK COMMUNITY 
MANAGEMENT SERVER 

UNIT 

REMOTE 
WAGERING 
GAME 
SERVER 

COMMUNICATIONS 
NETWORK 

GAMING MACHINE 364 
& CASNO 

NETWORK 

INPUT GAME 
DEVICES MANAGEMENT 

UNIT 

CONTENT PRESENTATION 
STORE UNIT 

FIG. 3 

  



Patent Application Publication Feb. 2, 2012 Sheet 4 of 8 US 2012/0028703 A1 

- --> 

400 a 

BEGIN 

402 - INITIATEWAGERING GAME SESSIONS FOR A PLURALITY OF 
PLAYERS TO 

FIGURE 6 

DETERMINE THAT THE PLURALITY OF PLAYERS WANT TO 
PARTICIPATE IN A VIRTUAL BANK OF RELATED WAGERING 
GAME SESSIONS ASSOCATED WITH A COMMUNITY GROUP 

404 in 

BONUS GAME 

RELATE THE PLAYERS WAGERING GAME SESSIONS TO THE 
SAME COMMUNITY GROUP BONUS GAME TO ADD THE 

406 ru WAGERING GAME SESSIONS TO AN EXISTINGVIRTUAL BANK 
OR TO CREATE ANEWVIRTUAL BANK OF RELATED 

WAGERING GAME SESSIONS 

CAUSE EACH GAMING MACHINE ASSOCATED WITHEACH 
PLAYER TO PRESENT A GRAPHICAL REPRESENTATION OF 

THE VIRTUAL BANKINCLUDING THE BASE WAGERING GAMES 

AWARD A BONUS MULTIPLIER TO EACH PLAYER AND FROM 
410 in DYNAMICALLY UPDATE THE VALUE OF EACH PLAYERS FIGURE 6 

BONUS MULTIPLER BASED ONEACH PLAYER'S GAMING 
ACTIVITY IN THE BASE WAGERING GAME 

TO 
FIGURE 5 

FIG. 4 

  

  



Patent Application Publication Feb. 2, 2012 Sheet 5 of 8 US 2012/0028703 A1 

FROM 
FIGURE 4 

DETERMINE WHEN THE COMMUNITY GROUP BONUS GAMES 
512 ru TRIGGERED FOR THE VIRTUAL BANK OF RELATED 

WAGERING GAME SESSIONS 

CAUSE EACH GAMING MACHINE ASSOCATED WITHEACH 
514 in PLAYER TO PRESENT THE COMMUNITY GROUP BONUS GAME 

SELECT ONE OF THE PLAYERS ASSOCATED WITH THE 
516 u VIRTUAL BANK TO BE AN ACTIVE PARTICIPANT (E.G., “LUCKY 

PLAYER") IN THE COMMUNITY GROUP BONUS GAME 

DETERMINE BONUS GAME FEATURES ASSOCATED WITH THE 

518 - COMMUNITY GROUP BONUS GAMEBASED ON SELECTIONS 
MADE BY THE PLAYER SELECTED AS THE ACTIVE 

PARTICIPANT 

DETERMINE GAME RESULTS ASSOCIATED WITH THE 
> COMMUNITY GROUP BONUS GAME, AND DETERMINEAN 

20 AWARD FOREACHPLAYER BASED ON THE GAME RESULTS 
ASSOCATED WITH THE COMMUNITY GROUP BONUS GAME 

AND EACH PLAYERS BONUS MULTIPLER 

END 

FIG. 5 

  

  

  



Patent Application Publication Feb. 2, 2012 Sheet 6 of 8 

FROM 
-- ~s FIGURE 4 600 a 

JOINEXISTINGVIRTUAL 

ADD THE PLAYERTO 
AN EXISTINGVIRTUAL 

BANK 

FIGURE 4 

BANKP 

INITIATEA NEW 
VIRTUAL BANK AND 
ADD THE PLAYER AND 

ONE ORMORE 
ADDITIONAL PLAYERS 
TO THE NEW VIRTUAL 

BANK 

TO 

FIG. 6 

DOES PLAYER WANT TO 
CUSTOMIZE A NEW WIRTUAL 

US 2012/0028703 A1 

PRESENTA 
CUSTOMIZATION TOOL 
TO THE PLAYERTO 
CUSTOMIZE A NEW 
VIRTUAL BANK 

DETERMINE HOW TO 
CUSTOMIZE NEW 

VIRTUAL BANK BASED 
ON SELECTED 
CUSTOMIZATION 

OPTIONS 

ADD THE PLAYER AND 
ONE OR MORE 

ADDITIONAL PLAYERS 
TO THE CUSTOMZED 

VIRTUAL BANK 

  

  

    

  

  



Patent Application Publication Feb. 2, 2012 Sheet 7 of 8 US 2012/0028703 A1 

704 ru 

700 s. 706 

PAYOUT 
70 - MECHANISM EXTERNAL 

SYSTEM 
INTERFACE 

710 - PRIMARY x 738 
DISPLAY ^ 

LOCATION UNIT 

SECONDARY DISPLAY 

714 - VALUE INPUT CPU | 726 
DEVICE 

728 
716 - PLAYER INPUT 

DEVICE 
MAIN MEMORY 

WAGERING r 

718 - INFORMATION GAME UNIT 732 
READER 

730 - 
STORAGE UNIT 

ONLINE GAMING 
MODULE 

FIG. 7 

  



Feb. 2, 2012 Sheet 8 of 8 US 2012/0028703 A1 Patent Application Publication 

- 

828 

818 

SSS s&SES 

824 

FIG. 8 

  

  



US 2012/00287.03 A1 

VIRTUAL BANKS FOR COMMUNITY GROUP 
BONUS GAMES 

RELATED APPLICATIONS 

0001. This application claims the priority benefit of U.S. 
Provisional Application Ser. No. 61/367,906 filed Jul. 27, 
2010. 

LIMITED COPYRIGHT WAIVER 

0002. A portion of the disclosure of this patent document 
contains material which is subject to copyright protection. 
The copyright owner has no objection to the facsimile repro 
duction by anyone of the patent disclosure, as it appears in the 
Patent and Trademark Office patent files or records, but oth 
erwise reserves all copyright rights whatsoever. Copyright 
2011, WMS Gaming, Inc. 

FIELD 

0003 Embodiments of the inventive subject matter relate 
generally to wagering game systems, and more particularly to 
implementing virtual banks for community group bonus 
games in Wagering game Systems. 

BACKGROUND 

0004 Wagering game machines, such as slot machines, 
Video poker machines and the like, have been a cornerstone of 
the gaming industry for several years. Generally, the popu 
larity of such machines depends on the likelihood (or per 
ceived likelihood) of winning money at the machine and the 
intrinsic entertainment value of the machine relative to other 
available gaming options. Where the available gaming 
options include a number of competing wagering game 
machines and the expectation of winning at each machine is 
roughly the same (or believed to be the same), players are 
likely to be attracted to the most entertaining and exciting 
machines. Shrewd operators consequently strive to employ 
the most entertaining and exciting machines, features, and 
enhancements available because Such machines attract fre 
quent play and hence increase profitability to the operator. 
Therefore, there is a continuing need for wagering game 
machine manufacturers to continuously develop new games 
and gaming enhancements that will attract frequent play. 
0005 Traditionally, wagering game machines have been 
confined to physical buildings, like casinos (e.g., major casi 
nos, road-side casinos, etc.). The casinos are located in spe 
cific geographic locations that are authorized to present 
wagering games to casino patrons. However, with the prolif 
eration of interest and use of the Internet, some wagering 
game manufacturers have recognized that a global public 
network, Such as the Internet, can reach to various locations of 
the world that have been authorized to present wagering 
games. Consequently, Some wagering game manufacturers 
have created wagering games that can be processed by per 
Sonal computing devices and offered via online casino web 
sites (“online casinos’). 

BRIEF DESCRIPTION OF THE FIGURES 

0006 Embodiments are illustrated in the Figures of the 
accompanying drawings in which: 
0007 FIG. 1 is a conceptual diagram illustrating an 
example mechanism for implementing virtual banks of 
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related wagering game sessions associated with a community 
group bonus game in a wagering game system, according to 
Some embodiments; 
0008 FIG. 2 is an example graphical representation of a 
virtual bank of related wagering game sessions associated 
with a community group bonus game, according to some 
embodiments; 
0009 FIG. 3 is a conceptual diagram that illustrates an 
example of a wagering game system architecture, according 
to some embodiments; 
0010 FIG. 4 is a flow diagram illustrating operations for 
implementing a virtual bank of related wagering game ses 
sions associated with a community group bonus game in a 
wagering game system, according to some embodiments; 
0011 FIG. 5 is a flow diagram illustrating additional 
operations for implementing a virtual bank of related wager 
ing game sessions associated with a community group bonus 
game in a wagering game System, according to some embodi 
ments; 
0012 FIG. 6 is a flow diagram illustrating operations for 
forming a virtual bank of related wagering game sessions 
associated with a community group bonus game in a wager 
ing game system, according to some embodiments; 
0013 FIG. 7 is a conceptual diagram that illustrates an 
example of a wagering game machine architecture, according 
to some embodiments; and 
0014 FIG. 8 is a perspective view of a wagering game 
machine, according to example embodiments. 

DESCRIPTION OF THE EMBODIMENTS 

0015 This description of the embodiments is divided into 
five sections. The first section provides an introduction to 
Some embodiments, while the second section describes 
example wagering game machine architectures. The third 
section describes example operations performed by some 
embodiments and the fourth section describes example 
wagering game machines in more detail. The fifth section 
presents some general comments. 

Introduction 

0016. This section provides an introduction to some 
embodiments. 
0017 Wagering game systems offer wagering game play 
ers (“players') entertainment value and the opportunity to 
win monetary value. In some embodiments, a wagering game 
system can dynamically create and manage various virtual 
banks of related wagering game sessions for a plurality of 
players that want to play community group bonus games. The 
related wagering game sessions of each virtual bank are asso 
ciated with the same community group bonus game that can 
be triggered for all the players in the virtual bank while 
playing one or more types of base wagering games, as will be 
further described below with reference to FIGS. 1-6. Players 
can access the wagering game system to join a virtual bank of 
related wagering game sessions via one or more physical 
casinos and/or online casinos that are part of the wagering 
game System. 
0018 FIG. 1 is a conceptual diagram illustrating an 
example mechanism for implementing virtual banks of 
related wagering game sessions associated with a community 
group bonus game in a wagering game system, according to 
some embodiments. In the example shown in FIG. 1, the 
wagering game system (“system') 100 includes a wagering 
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game server 150 connected to one or more wagering game 
machines ("gaming machines”) 160 via a communications 
network 155 (e.g., a local area network (LAN), wireless LAN 
(WLAN), etc.). The wagering game server 150 is also con 
nected to other gaming machines 160 via the Internet 157. 
The gaming machines 160 can be primarily dedicated for use 
in conducting wagering games in one or more physical casi 
nos (e.g., casino floor standing models, handheld mobile 
units, bar-top models, etc.), and can access the communica 
tions network 155 to communicate with the wagering game 
server 150 via a wireless or wired connection. The gaming 
machines 160 can also include non-dedicated devices (e.g., 
desktop personal computers (PCs), mobile phones, personal 
digital assistants (PDAs), laptop computers, etc.), which can 
allow players to play wagering games remotely via the Inter 
net 157. 

0019. In one example, at stage A, the gaming machine 160 
provides a player's login information and game selection 
information to the wagering game server 150 via the Internet 
157 to gain access to wagering games offered by the wagering 
game system 100. For example, the player can gain access to 
an online casino implemented by the wagering game server 
150. The player's login information may include a username, 
password, player card information, biometric information, 
account number, and/or other information used for uniquely 
Verifying the identity of the player and locating the player's 
wagering game system account. The game selection informa 
tion may include a game ID or other type of information 
uniquely identifying the wagering game selected by the 
player at the gaming machine 160. In some examples, the 
game selection information can indicate that the player wants 
to join a virtual bank of related wagering game sessions that 
are associated with a community group bonus game. The 
player may also request to join a virtual bank after the player's 
wagering game session is initiated. 
0020. In some embodiments, the virtual bank of related 
wagering game sessions that are associated with the commu 
nity group bonus game may comprise a plurality of wagering 
game sessions (associated with the wagering game accounts 
of a plurality of players) that are associated with the same 
community group bonus game. The related wagering game 
sessions of the virtual bank can be associated with the same 
community group bonus game Such that, when the commu 
nity group bonus game is triggered for the virtual bank, all the 
related wagering game sessions are provided an award based 
on the game results of the same instance of the community 
group bonus game. In one example, each player associated 
with the virtual bank separately plays a base wagering game 
(which could be the same or different base wagering game as 
the other players) until the community group bonus game is 
triggered for the virtual bank. While each player plays the 
base wagering game, each player builds up a bonus multiplier 
based on the player's activity in the base wagering game. For 
example, the amount wagered and the speed of play while the 
player plays the base wagering game can all increase the 
value of the bonus multiplier. The bonus multiplier indicates 
the multiple by which the game results of the community 
group bonus game are multiplied by to determine each play 
er's award. Therefore, although all the players in the bank are 
provided an award based on the game results of the same 
instance of the community group bonus game, some players 
can win a larger award than other players by building up their 
bonus multiplier. 
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0021. At stage B, the wagering game server 150 initiates a 
wagering game session for the player. In one embodiment, the 
wagering game server 150 identifies the player's wagering 
game system account based on the login information received 
from the gaming machine 160. The wagering game server 150 
determines the player's account balance and other account 
related information used to initiate a wagering game session 
for the player. The wagering game server 150 also determines 
the base wagering game the player wants to play based on the 
game selection information received from the gaming 
machine 160. The wagering game server 150 can then prepare 
to present an instance of the base wagering game at the 
gaming machine 160. Furthermore, in one example, the 
wagering game server 150 can determine that the player 
wants to join a virtual bank of related wagering game sessions 
associated with the community group bonus game based on 
the received game selection information or Subsequent player 
input. 
0022. At stage C, the wagering game server 150 relates the 
player's wagering game session to a virtual bank of related 
wagering game sessions associated with a plurality of addi 
tional players and the community group bonus game. In one 
embodiment, the wagering game sessions of multiple players 
can be related to one another by associating the wagering 
game sessions to the same instance of the community group 
bonus game. In one example, the wagering game server 150 
can link the wagering game sessions to the same instance of 
the community group bonus game, such that all the wagering 
game sessions display the same instance of the community 
group bonus game (when the bonus game is triggered), and 
the game results of the community group bonus game are 
used to determine the award each player of the virtual bank 
earns from the bonus game, as will be further described 
below. Furthermore, the wagering game server 150 can pro 
vide an indication to each player that the wagering game 
sessions are linked to the same instance of the community 
group bonus game by presenting a graphical representation of 
the virtual bank on the display of each of the gaming 
machines 160 associated with the players, as will be further 
described below. 

0023. In some embodiments, the wagering game server 
150 can relate the player's wagering game session to an 
existing virtual bank of related wagering game sessions asso 
ciated with the community group bonus game. In one 
example, each virtual bank of related wagering game sessions 
may have a limit on the number of wagering game sessions 
that can join the virtual bank. For example, the wagering 
game server 150 can be configured to limit the number of 
related wagering game sessions in a virtual bank to 8 wager 
ing game sessions. The wagering game server 150 can deter 
mine which of the existing virtual banks of related wagering 
game sessions have not reach the predefined limit. The wager 
ing game server 150 may add the player's wagering game 
session to one of the existing virtual bank that have not 
reached the predefined limit. If all the existing virtual banks 
have reached the predefined limit, the wagering game server 
150 can create a new virtual bank for the player (and for one 
or more additional players). It is noted, however, that in other 
embodiments the players may be provided the option to ini 
tiate and customize new virtual banks and/or the players may 
be added to existing virtual banks by other techniques, as will 
be further described below with reference to FIG. 6. 

0024. At stage D, the gaming machine 160 presents a 
graphical representation of the virtual bank of related wager 
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ing game sessions on a display of the gaming machine 160 
associated with the player. In one embodiment, the wagering 
game server 150 can cause the gaming machine 160 associ 
ated with the player to present the graphical representation of 
the virtual bank of related wagering game sessions. For 
example, the wagering game server 150 can provide game 
content associated with the base wagering game, the player's 
wagering game System account information (e.g., account 
balance), the player's virtual gaming community information 
(e.g., virtual gaming community profile), information asso 
ciated with the other wagering game sessions of the virtual 
bank, and other game-related information, to cause the gam 
ing machine 160 to present the graphical representation of the 
virtual bank of related wagering game sessions. FIG. 2 illus 
trates an example graphical representation of the virtual bank 
of related wagering game sessions associated with the com 
munity group bonus game, according to Some embodiments. 
In this example, the graphical representation of the virtual 
bank 200 can include a plurality of graphical elements 205 
that represent each of the related wagering game sessions of 
the virtual bank and visually indicate the number of related 
wagering game sessions (and players) of the virtual bank. For 
example, as illustrated in FIG. 2, each of the graphical ele 
ments 205 can be an icon of a casino floor wagering game 
machine. The icons can be arranged in a row Such that they 
resemble a physical bank of wagering game machines in a 
casino floor. It is noted, however, that in other implementa 
tions the graphical elements 205 can be icons representing the 
theme of the base wagering game being played in the gaming 
machine 160, icons representing the theme of the community 
group bonus game, graphical elements that are customizable 
by each of the players (e.g., customizable avatars), a thumb 
nail graphical representation of the base wagering game each 
player is playing, or other types of graphical elements. The 
graphical representation of the virtual bank 200 can also 
include identification information associated with each 
player of the virtual bank (e.g., each player's virtual gaming 
community username, nickname, etc.), and player status and/ 
or performance information associated with each of the 
wagering game sessions. For example, as illustrated in FIG.2, 
each player's username 204 can be displayed below the cor 
responding graphical element 205. Also, an indication of each 
player's current bonus multiplier 206 can be superimposed 
over the graphical element 205. The value of the bonus mul 
tiplier associated with each player can be dynamically 
updated in all of the gaming machines 160 as the players build 
up their bonus multipliers while playing the base wagering 
games. In other examples, additional information associated 
with each player can be displayed along with the graphical 
elements 205, such as the amount each player wins after each 
round of the base wagering game, the amount each player 
wins after the community group bonus game, a graphical 
indication of each player's status and/or awards in the virtual 
gaming community, etc. Furthermore, the graphical represen 
tation of the virtual bank 200 displayed at each gaming 
machine 160 includes the base wagering game 210 being 
played by each player (e.g., video of reels spinning), a button 
panel 215, a balance indicator 230, and a side panel 220 for 
additional gaming-related features. For example, the side 
panel 220 can include a system wide progressive section 221 
(e.g., listing the jackpot amounts for one or more progres 
sives), a virtual gaming community section 222 (e.g., listing 
each player's friends from the virtual gaming community that 
are currently playing in a physical casino or online casino 

Feb. 2, 2012 

associated with the wagering game system 100), a game chat 
section 223 (e.g., chat for the players in the virtual bank), and 
a news feed section 224 (e.g., real-time reporting of casino 
related news, promotions, big wins, etc.). It is noted, however, 
that in other examples the graphical representation of the 
virtual bank 200 may include other features, such as display 
customization options, various menus listing options and fea 
tures for the casino, for the virtual bank and/or for the dis 
played games, etc. It is also noted that, in other examples, the 
default placement of the different graphical components of 
the virtual bank within the display window of a gaming 
machine 160 can vary and may be customizable by the player. 
The graphical elements 205 that represent all the related 
wagering game sessions and the corresponding players of the 
virtual bank can provide players a community gaming expe 
rience, whether the players are at one or more physical casi 
nos or online accessing one or more online casino websites. 
The community aspect of the virtual bank is further empha 
sized by having all the players of the virtual bank win an 
award that is based on the game results of the community 
group bonus game. 
0025. At stage E, the wagering game server 150 deter 
mines when the community group bonus game is triggered 
for the virtual bank of related wagering game sessions. In one 
embodiment, the community group bonus game is triggered 
randomly for the virtual bank while the players play the base 
wagering game. For example, the wagering game server 150 
can determine when the community group bonus game is 
triggered based on a random number generator. In another 
embodiment, the community group bonus game is triggered 
randomly but with a time limit. For example, the wagering 
game server 150 can start a timer after the community group 
bonus game is played out. If the community group bonus 
game is not randomly triggered once again within a pre 
defined time limit (e.g., 10 minutes), the wagering game 
server 150 detects that the time limit has been reached and 
automatically triggers the community group bonus game. It is 
noted, however, that in other embodiments the community 
group bonus game can be triggered based on other factors; 
e.g., the community group bonus game can be triggered based 
on the gaming activity of the players in the virtual bank (e.g., 
amounts wagered, number of max bets in a row, speed of play, 
etc.). After the wagering game server 150 determines that the 
community group bonus game is triggered, the wagering 
game server 150 initiates the community group bonus game 
for presentation on the gaming machines 160 associated with 
the virtual bank. For example, the wagering game server 150 
can provide game content, account information, and other 
game-related information to cause the gaming machines 160 
to present the community group bonus game to the players. In 
Some embodiments, when the community group bonus game 
is triggered for a virtual bank, all the players in the virtual 
bank are eligible to win bonus awards in the community 
group bonus game. In other embodiments, when the commu 
nity group bonus game is triggered, only the players that have 
wagered an extra amount (in addition to the regular wager for 
the base wagering game) will be eligible to participate and 
win bonus awards in the community group bonus game. 
0026. At stage F, the gaming machine 160 presents the 
community group bonus game. For example, the gaming 
machine 160 presents the community group bonus game to 
the player using the game content, account information, and 
other game-related information received from the wagering 
game server 150. In one embodiment, prior to starting the 
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community group bonus game, the wagering game server 150 
selects one of the players associated with the related wagering 
game sessions of the virtual bank to be an active participant in 
the community group bonus game (e.g., make selections in a 
picking bonus game), as will be further described below with 
reference to FIG. 5. The player that is selected to be the active 
participant in the community group bonus game may be 
referred to as the “lucky player of the virtual bank. 
0027. At stage G, the wagering game server 150 deter 
mines the game results of the community group bonus game. 
For example, in a slot-based bonus game, the wagering game 
server 150 determines the game results for each spin of the 
community group bonus game (e.g., using a random number 
generator). In one embodiment, when the community group 
bonus game is triggered, the wagering game server 150 deter 
mines how many free spins and related features (e.g., wild 
reels, extra free spins, extra bonus games, etc.) to award to the 
virtual bank of related wagering game sessions. In one 
example, the wagering game server 150 can determine how 
many free spins and other bonus features to award to the 
virtual bank based on selections made by the “lucky player 
of the virtual bank, as will be further described below with 
reference to FIG. 5. 

0028. At stage H, the wagering game server 150 deter 
mines the award (e.g., monetary award) each player wins 
based on game results of the community group bonus game 
and the value of each player's multiplier. For example, in a 
slot-based bonus game, the wagering game server 150 deter 
mines the monetary award each player wins after each spin of 
the community group bonus game. In one example, if the first 
spin of the community group bonus game results in a win of 
S10 for the virtual bank shown in FIG. 2, the player named 
BULLS FAN91 will be awarded S70 for the first spin 
because the player earned a 7x multiplier while playing the 
base wagering game. Similarly, the player named JACKPOT 
JO will be awarded only S10 for the first spin because the 
player only earned a 1x multiplier, and the player KA-CH 
ING 72 will be awarded S100 for the first spin because the 
player earned a 10x multiplier. 
0029. The graphical representation of the virtual bank 200 
shown in FIG. 2 is temporarily changed when the community 
group bonus game is triggered and presented at each of the 
gaming machines 160. For example, when the community 
group bonus game is triggered, the wagering game server 150 
causes each of the gaming machines 160 to Superimpose a 
notification message over the base wagering game 210 noti 
fying the players that the bonus game has been triggered. 
When the community group bonus game is presented at each 
gaming machine 160, the section of the graphical represen 
tation of the virtual bank 200 that displays the base wagering 
game 210 is changed to display the community group bonus 
game. Also, when the community group bonus game is 
started, the section that displayed the graphical elements 205 
may be changed to display a real-time leaderboard showing 
how much total money each player in the virtual bank has won 
after each spin. Also, at each gaming machine 160, the section 
that displayed the graphical elements 205 can display an 
indication of how much each player wins for each spin. After 
the community group bonus game is completed, the wagering 
game server 150 can Superimpose a Summary notification at 
each gaming machine 160 indication the total monetary 
award each player won based on the game results and the 
value of the player's multiplier. In some examples, when the 
wagering game server 150 selects a “lucky player for the 
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virtual bank, the wagering game server 150 can cause the 
gaming machines 160 to present a visual representation oran 
animation of the selection of the “lucky player” for the virtual 
bank, and also a visual representation of the “lucky player 
making bonus game selections for the virtual bank, as will be 
further described below. It is noted that the wagering game 
server 150 can also cause the gaming machines 160 to present 
other audio-visual elements within the graphical representa 
tion of the virtual bank 200. For example, for a slot-based 
game, the graphical elements 205 may be an animation of an 
avatar (customized by each player) pulling the slot handle 
(and increasing the value of the multiplier) as the player plays 
the base wagering game. The avatar may also have the same 
theme as the base wagering game or the community group 
bonus game. In another example, the graphical elements 205 
can comprise real-time (or slightly delayed) video of the base 
wagering game of each player (e.g., video of the reels spin 
ning and stopping). It is noted, however, that in other embodi 
ments the graphical representation of the virtual bank 200 
may be different; for example, the graphical representation of 
the virtual bank 200 can show the results after each spin of the 
community group bonus game and the amount awarded to 
each player next to the corresponding graphical element 205 
(instead of displaying a real-time leaderboard). Also, in some 
embodiments, the graphical representation of the virtual bank 
200 can be configurable by each of the players. 
0030. It is noted that the players associated with the virtual 
banks of related wagering game session may be online play 
ers that access the wagering game system 100 via the Internet 
157 (e.g., an online casino implemented within the wagering 
game server 150), or players at one or more physical casinos 
that are part of the wagering game system 100. Also, in some 
embodiments, a virtual bank of related wagering game ses 
sions can be comprised of online players and/or players at one 
or more physical casinos. 
0031. Although FIG. 1 describes some embodiments, the 
following sections describe many other features and embodi 
mentS. 

Operating Environment 

0032. This section describes example operating environ 
ments and networks and presents structural aspects of some 
embodiments. More specifically, this section includes discus 
sion about wagering game system architectures. 

Wagering Game System Architectures 

0033 FIG. 3 is a conceptual diagram that illustrates an 
example of a wagering game system architecture 300, accord 
ing to Some embodiments. As illustrated, the wagering game 
system architecture 300 includes a wagering game controller 
310 and a plurality of gaming machines 360. The wagering 
game controller 310 is configured to control game content 
(e.g., game elements, game updates, game results, etc.) and 
communicate game-related information and other informa 
tion (e.g., virtual gaming community services) to and from 
the plurality of gaming machines 360. In one example, the 
wagering game controller 310 includes a wagering game 
server 350, an account server 370, and a community server 
380. The wagering game controller 310 may be configured to 
communicate with other systems, devices, and networks. For 
example, the wagering game controller 310 may be config 
ured to communicate (e.g., via the Internet 392) with one or 
more additional physical casinos (e.g., casino network 398), 
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and/or one or more remote wagering game servers that host 
and manage one or more additional online casinos (e.g., 
remote wagering game server 395). For example, the wager 
ing game controller 310 can communicate with the casino 
network 398 and the remote wagering game server 395 to 
implement virtual banks of related wagering game sessions 
associated with a community group bonus game across mul 
tiple networks associated with the wagering game system 300 
(e.g., as described herein with reference to FIGS. 1-6). 
0034. The wagering game server 350 is configured to man 
age and control content for presentation on the gaming 
machines 360. As illustrated, in some embodiments, the 
wagering game server 350 includes a game management unit 
352 configured to manage game content and provide (e.g., 
stream) game content and other game-related information to 
the gaming machines 360 associated with primary (or base) 
wagering games and secondary wagering games (e.g., bonus 
games). The game management unit 352 is configured to 
generate (e.g., using a random numbers generator) game 
results (e.g., win/loss values), including win amounts, for 
wagering games played on the gaming machines 360. The 
game management unit 352 can communicate the game 
results to the gaming machines 360 via the network 355. In 
Some embodiments, the game management unit 352 can also 
generate random numbers and provide them to the gaming 
machines 360 So that the gaming machines 360 can generate 
game results. The wagering game server 350 can also include 
a content store 354 configured to store content used for pre 
senting wagering games (e.g., base games, secondary bonus 
games, etc.) and other game-related information associated 
with wagering games presented on the gaming machines 360 
of the system 300. The wagering game server 350 can also 
include a virtual bank management unit 356 configured to 
initiate and manage the virtual banks of related wagering 
game sessions, as described herein with reference to FIGS. 
1-2 and 4-6. 

0035. The account server 370 is configured to control 
player-related accounts accessible via the wagering game 
system 300. The account server 370 can manage player finan 
cial accounts (e.g., performing funds transfers, deposits, 
withdrawals, etc.) and player information (e.g., avatars, 
screen name, account identification numbers, social contacts, 
financial information, etc.). The account server 370 can also 
provide auditing capabilities, according to regulatory rules, 
and track the performance of players, machines, and servers. 
The account server 370 can include an account controller 
configured to control information for player wagering game 
system accounts. The account server 370 can also include an 
account store configured to store information for player 
wagering game System accounts. 
0036. The community server 380 is configured to provide 
a wide range of services to members of virtual gaming com 
munities. For example, the community server 380 may allow 
players to: 
0037 Create Social Networks When creating social net 
works, members can create electronic associations that 
inform network members when selected members are: 1) 
online, 2) performing activities, 3) reaching milestones, 4) 
etc. 

0038 Establish a Reputation—Community members can 
establish reputations based on feedback from other commu 
nity members, based on accomplishments in the community, 
based on who is in their social network, etc. 
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0039 Provide Content—Community members can pro 
vide content by uploading media, designing wagering games, 
maintaining blogs, etc. 
0040 Filter Content Community members can filter 
content by rating content, commenting on content, or other 
wise distinguishing content. 
0041 Interact with Other Members—Community mem 
bers can interact via newsgroups, chat, e-mail, discussion 
boards, instant messaging, etc. 
0042 Participate in Community Activities—Community 
members can participate in community activities. Such as 
multi-player games, bonus games, interactive meetings, dis 
cussion groups, real-life meetings, etc. 
0043 Connect Casino Players to Online Members— 
Community members who are playing in casinos can interact 
with members who are online. For example, online members 
may be able to: See activities of social contacts in the casino, 
chat with casino players, participate in community games 
involving casino players, etc. 
0044. In some embodiments, the community server 380 
enables online community members (e.g., operating a per 
sonal computer (PC) or a mobile device) to participate in 
and/or monitor wagering games that are being presented in 
one or more casinos. The community server 380 can enable 
community members to connect with and track each other. 
For example, the community server 380 can enable commu 
nity members to select other members to be part of a social 
network. The community server 380 can also enable mem 
bers of a social network to track what other social network 
members are doing in a virtual gaming community and a 
real-world casino. For example, in Some implementations, 
the community server 380 assists in enabling members of a 
Social network to see when network members are playing 
wagering game tables and machines in a casino, accessing a 
virtual gaming community web site, achieving milestones 
(e.g., winning large Wagers in a casino), etc. 
0045. The community server 380 can store and manage 
content for a virtual gaming community For example, in some 
embodiments, the community server 380 can host a web site 
for a virtual gaming community. In one example, the virtual 
gaming community website may include, or provide access 
to, one or more online casinos. Additionally, the community 
server 380 can enable community members and administra 
tors to add, delete, and/or modify content for virtual gaming 
communities. For example, the community server 380 can 
enable community members to post media files, member 
designed games, commentaries, etc., all for consumption by 
members of a virtual gaming community. 
0046. The community server 380 can track behavior and 
gaming activity of community members. In some embodi 
ments, the community server 380 tracks how individuals and/ 
or groups use the services and content available in a virtual 
gaming community. The community server 380 can then 
report the gaming activity of each player to the wagering 
game server 350. The community server 380 can analyze 
member behavior and categorize community members based 
on their behavior. The community server 380 can configure 
network components to customize content based on indi 
vidual and/or group habits. 
0047. The community server 380 can manage various pro 
motions offered to members of a virtual gaming community. 
For example, the promotions community server 380 can dis 
tribute promotional material when members achieve certain 
accomplishments (e.g., scores for online games) in a virtual 
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gaming community Members may use some of the promo 
tional material when playing wagering games in a casino. 
0048. The gaming machines 360 are configured to present 
wagering games and receive and transmit information (e.g., 
to/from the wagering game server 350) to control the content 
that is presented for the wagering games (e.g., base wagering 
games and secondary Wagering games). The gaming 
machines 360 can include input devices 362, a wagering 
game unit 364, a content store 366, and a presentation unit 
368. The input devices 362 may include buttons, joysticks, 
touch screens, cameras, etc., used to detect player input asso 
ciated with wagering games. The wagering game unit 364 is 
configured to manage and control the game content that is 
presented on the gaming machine 360. The wagering game 
unit 364 can also provide game activity information to the 
wagering game server 350 in order for the wagering game 
server 350 to monitor each player's gaming activity. Further 
more, the wagering game unit 364 can generate game results 
based on random numbers received from the wagering game 
server 350, or may communicate with the wagering game 
server 350 to obtain the game results. The content store 366 is 
configured to store content that is presented on the wagering 
game machine 360. The presentation unit 368 is configured to 
control the presentation of the game content on the wagering 
game machine 360. The presentation unit 368 can include one 
or more browsers and any other software and/or hardware 
Suitable for presenting audio and video content. It is noted, 
however, that in other implementations the game content can 
be presented using other display technologies. 
0049. The gaming machines described herein (e.g., gam 
ing machines 360) can take any Suitable form, such as floor 
standing models, handheld mobile units, bartop models, 
workstation-type console models, Surface computing 
machines, etc., and can access a communication network 355 
to communication with the wagering game controller 310 via 
a wireless or wired connection. Further, gaming machines can 
be primarily dedicated for use in conducting wagering games, 
or can include non-dedicated devices, such as personal com 
puters (PC), mobile phones, personal digital assistants 
(PDAs), laptop computers, etc. For example, the non-dedi 
cated devices can provide players access to wagering games 
via a wireless network within a physical casino, or remotely 
via the Internet 392. 

0050. In some embodiments, each of the gaming machines 
360 and the wagering game server 350 are configured to work 
together such that the gaming machine 360 can be operated as 
a thin, thick, or intermediate client. For example, one or more 
elements of game play may be controlled by the gaming 
machine 360 (client) or the wagering game server 350 
(server). Game play elements can include executable game 
code, lookup tables, configuration files, game results, audio 
or visual representations of the game, game assets or the like. 
In a thin-client example, the wagering game server 350 can 
perform functions such as determining game results or man 
aging assets, while the gaming machine 360 can present an 
audible/graphical representation of Such outcome or asset 
modification to the players. In a thick-client example, the 
gaming machine 360 can determine game outcomes and com 
municate the outcomes to the wagering game server 350 for 
recording or managing a player's Wagering game system 
acCOunt. 

0051. In some embodiments, either the gaming machines 
(client) or the wagering game server(s) can provide function 
ality that is not directly related to game play. For example, 
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account transactions and account rules may be managed cen 
trally (e.g., by the wagering game server(s)) or locally (e.g., 
by the gaming machines). Other functionality not directly 
related to game play may include power management, pre 
sentation of advertising, Software or firmware updates, sys 
tem quality or security checks, etc. 
0052 Each component shown in the wagering game sys 
tem architecture 300 is shown as a separate and distinct ele 
ment connected via the communications network 355. How 
ever, some functions performed by one component could be 
performed by other components. For example, the wagering 
game server 350 can be configured to perform some or all of 
the functions of the account server 370, and/or the game 
management unit 352 can be configured to perform some or 
all of the functions of the virtual bank management unit 356. 
Furthermore, the components shown may all be contained in 
one device, but some, orall, may be included in, or performed 
by multiple devices, as in the configurations shown in FIG.3 
or other configurations not shown, e.g., the virtual bank man 
agement unit 356 can be distributed across the wagering game 
server 350 and the gaming machines 360. Furthermore, the 
wagering game system architecture 300 can be implemented 
as Software, hardware, any combination thereof, or other 
forms of embodiments not listed. For example, any of the 
network components (e.g., the wagering game tables, 
machines, servers, etc.) can include hardware and machine 
readable media including instructions for performing the 
operations described herein. Machine-readable media 
includes any mechanism that provides (i.e., stores and/or 
transmits) information in a form readable by a machine (e.g., 
a wagering game table, machine, computer, etc.). For 
example, tangible machine-readable storage media includes 
read only memory (ROM), random access memory (RAM), 
magnetic disk storage media, optical storage media, flash 
memory machines, and other types of tangible medium Suit 
able for storing instructions. Machine-readable transmission 
media includes any media Suitable for transmitting Software 
over a network. 
0053 Although FIG. 3 describes some embodiments, the 
following sections describe many other features and embodi 
mentS. 

Example Operations 

0054. This section describes operations associated with 
some embodiments. In the discussion below, the flow dia 
grams will be described with reference to the block diagrams 
presented above. However, in Some embodiments, the opera 
tions can be performed by logic not described in the block 
diagrams. 
0055. In certain embodiments, the operations can be per 
formed by executing instructions residing on machine-read 
able storage media (e.g., Software), while in other embodi 
ments, the operations can be performed by hardware and/or 
other logic (e.g., firmware). In some embodiments, the opera 
tions can be performed in series, while in other embodiments, 
one or more of the operations can be performed in parallel. 
Moreover, some embodiments can perform less than all the 
operations shown in any flow diagram. 
0056. The following discussion of FIGS. 4-6 describes 
example mechanisms for implementing virtual banks of 
related wagering game sessions in a wagering game system. 
0057 FIG. 4 is a flow diagram (“flow”) 400 illustrating 
operations for implementing a virtual bank of related wager 
ing game sessions associated with a community group bonus 
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game in a wagering game System, according to some embodi 
ments. The flow of 400 will be described with reference to the 
example system architecture of FIG. 3. The flow diagram 
begins at block 402. 
0058 At block 402, the wagering game server 350 ini 

tiates a wagering game session for a plurality of players. In 
one embodiment, the game management unit 352 of the 
wagering game server 350 accesses the account server 370 to 
identify each player's wagering game system account based 
on the login information received from each of the gaming 
machine 360 associated with the players. The game manage 
ment unit 352 determines each player's account balance, and 
other account related information used to initiate a wagering 
game session for the player. The game management unit 352 
may also determine each player's virtual gaming community 
username, player preferences, avatar configurations, and 
other player profile related information. The game manage 
ment unit 352 also determines the base wagering game each 
player wants to play based on the game selection information 
received from each gaming machine 360. After block 402, the 
flow continues at block 404. 

0059. At block 404, the wagering game server 350 deter 
mines that the plurality of players want to participate in a 
virtual bank of related wagering game sessions associated 
with a community group bonus game. For example, the Vir 
tual bank management unit 356 of the wagering game server 
350 can detect when a player selects an option (e.g., button, 
menu item, etc.) at the corresponding gaming machine 360 
that indicates that the player wants to play a community group 
bonus game. The player can select the option to play the 
community group bonus game before or after the player 
selects the base wagering game. In one example, the virtual 
bank management unit 356 can provide various options for 
the type and/or themes of base wagering games that can be 
played within the virtual bank associated with the community 
group bonus game. The virtual bank management unit 356 
also determines whether each of the plurality of players want 
to join an existing virtual bank of related wagering game 
sessions, or whether one or more of the players want to create 
and customize a new virtual bank, as will be further described 
below with reference to FIG. 6. It is noted that the plurality of 
players can be online players accessing the wagering game 
system 300 via the Internet 392, and/or players at one or more 
physical casinos associated with the wagering game system 
300. After block 404, the flow continues at block 406. 
0060. At block 406, the wagering game server 350 relates 
the wagering game sessions associated with the plurality of 
players to the same community group bonus game to add the 
wagering game sessions to an existing virtual bank or to 
create a new virtual bank of related wagering game sessions. 
In one embodiment, the virtual bank management unit 356 
can relate the wagering game sessions associated with the 
players by associating the wagering game sessions to the 
same instance of the community group bonus game. In one 
example, the instance of the community group bonus game 
can be associated with an existing virtual bank of related 
wagering game sessions. In another example, the instance of 
the community group bonus game can be associated with a 
new virtual bank of related wagering game sessions. In one 
embodiment, the virtual bank management unit 356 can asso 
ciate the wagering game sessions to the same instance of the 
community group bonus game Such that all the wagering 
game sessions of the virtual bank display the same instance of 
the community group bonus game (when the bonus game is 
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triggered), and the game results of the community group 
bonus game are used to determine each player's award from 
the bonus game (as was described above with reference to 
FIGS. 1-2). Furthermore, the virtual bank management unit 
356 can provide an indication to each player that the wagering 
game sessions are related by presenting a graphical represen 
tation of the virtual bank on the display of each of the gaming 
machines 360 associated with the players of the virtual bank. 
After block 406, the flow continues at block 408. 
0061. At block 408, the wagering game server 350 causes 
each gaming machine 360 associated with each player that is 
part of the virtual bank to display a graphical representation of 
the virtual bank of related wagering game sessions including 
the base wagering game. For example, the virtual bank man 
agement unit 356 causes each gaming machine 360 to display 
the graphical representation of the virtual bank of related 
wagering game sessions, as was described above with refer 
ence to FIGS. 1 and 2. After block 408, the flow continues at 
block 410. 
0062. At block 410, the wagering game server 350 awards 
a bonus multiplier to each player and dynamically updates the 
value of each player's bonus multiplier based on each player's 
gaming activity associated with the base wagering game. In 
one embodiment, the virtual bank management unit 356 ini 
tially awards a 1x bonus multiplier to each player of the 
virtual bank of related wagering game sessions. The virtual 
bank management unit 356 determines each player's gaming 
activity associated with the base wagering game (e.g., by 
communicating with the game management unit 352 and/or 
the gaming machines 360) to dynamically update the value of 
each player's bonus multiplier. In one example, the players 
can build up the value of their bonus multiplier while playing 
the base wagering game based on gaming activity Such as the 
amount of each wager, the number of max bets in a row, the 
speed of play, the number of rounds played, etc. As described 
above, based on each player's gaming activity, the virtual 
bank management unit 356 can cause the gaming machines 
360 to dynamically update the value of each bonus multiplier 
that is awarded and displayed in conjunction with the graphi 
cal elements 205 (shown in FIG. 2) associated with the play 
ers within the graphical representation of the virtual bank 200 
at each gaming machine 360. After block 410, the flow con 
tinues at block 512 of FIG. 5. 
0063 FIG. 5 is a flow diagram illustrating additional 
operations for implementing a virtual bank of related wager 
ing game sessions associated with a community group bonus 
game in a wagering game System, according to some embodi 
ments. The flow shown in FIG. 5 is a continuation of the flow 
400 shown in FIG. 4, and begins at block 512. 
0064. At block 512, the wagering game server 350 deter 
mines when the community group bonus game is triggered 
for the virtual bank of related wagering game sessions. In one 
embodiment, the virtual bank management unit 356 deter 
mines when the community group bonus game is triggered 
based on a random number generator (i.e., triggered ran 
domly), based on a time limit, and/or based on the gaming 
activity of the players of the virtual bank, as was described 
above with reference to FIG. 1. After block 512, the flow 
continues at block 514. 
0065. At block 514, the wagering game server 350 causes 
the gaming machines 360 of the players associated with the 
virtual bank of related wagering game sessions to present the 
community group bonus game. For example, the virtual bank 
management unit 356 causes the gaming machines 360 to 
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present the community group bonus game in place of, or 
Superimposed over, the base wagering game within the 
graphical representation of the virtual bank, as was described 
above with reference to FIGS. 1 and 2. After block 514, the 
flow continues at block 516. 

0066. At block 516, the wagering game server 350 selects 
one of the players associated with the virtual bank of related 
wagering game sessions to be an active participant during the 
community group bonus game. The player selected as the 
active participant for the virtual bank is provided the oppor 
tunity to make one or more selections for all the players in the 
virtual bank that drive the community group bonus game, as 
will be further described below. The player that is selected to 
be the active participant during the community group bonus 
game may be referred to as the “lucky player of the virtual 
bank. In one embodiment, the virtual bank management unit 
356 can select the lucky player randomly. In another embodi 
ment, the virtual bank management unit 356 can select the 
lucky player based on the performance of the players in the 
base wagering games. For example, the player in the virtual 
bank that has won the most money in the base wagering game 
when the bonus game is triggered is selected as the lucky 
player. In another example, the player that has the highest 
multiplier is selected as the lucky player. In another embodi 
ment, the virtual bank management unit 356 can select the 
lucky player based on the cumulative game history and/or 
game achievements of the players. For example, the virtual 
bank management unit 356 can access the account server 370 
(or other network component) to determine the player of the 
virtual bank that has the most coin-in, or has played the most 
wagering games, or has won the most money in the wagering 
game system 300, and then select that player as the lucky 
player. In another example, the player that is ranked the 
highest is one or more leaderboards of certain wagering 
games (e.g., the base wagering game each player is playing) 
is selected as the lucky player. It is noted, however, that in 
other embodiments the virtual bank management unit 356 can 
select the lucky player based on other criteria; for example, 
the virtual bank management unit 356 can select the lucky 
player based on participation in the virtual gaming commu 
nity. For example, the player of the virtual bank that has the 
most friends in the virtual gaming community, or the player 
that has invited the most friends to join the virtual gaming 
community is selected as the lucky player. 
0067. In one embodiment, after the startup screen of the 
community group bonus game is displayed, each of the gam 
ing machines 360 of the players associated with the virtual 
bank can display a notification message indicating that the 
system is selecting the lucky player. In one example, within 
the graphical representation of the virtual bank 200 shown in 
FIG. 2, the gaming machines 360 may display an animation 
(e.g., an animated hot potato icon or an animated version of 
the graphical element 205) or other type of visual presenta 
tion or indicator (e.g., a highlighted background or spotlight) 
that moves from one graphical element 205 to the other, until 
it stops on the lucky player. The player that has been selected 
as the lucky player is displayed a congratulatory message 
(and/or a celebration presentation) indicating the player has 
been selected as the lucky player. The rest of the players are 
displayed a notification message indicating which player has 
been selected as the lucky player. It is noted, however, that in 
other implementations the selection of the lucky player can be 
presented to the players in various ways; e.g., the gaming 
machines 360 can display an animation of a horse race or 
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other type of race involving each player's avatars and the 
player whose avatar reaches the finish line first is selected as 
the lucky player. After block 516, the flow continues at block 
S18. 

0068. At block 518, the wagering game server 350 deter 
mines the bonus game features associated with the commu 
nity group bonus game based on selections made by the 
player selected as the active participant (“the lucky player'). 
In one embodiment, the lucky player makes selections for all 
the players in the virtual bank that drive the community group 
bonus game. For example, the virtual bank management unit 
356 causes the gaming machine 360 associated with the lucky 
player to present a picking screen that instructs the lucky 
player to select one of a predefined number of picking ele 
ments to reveal the bonus game features that will be associ 
ated with the community group bonus game. For instance, the 
gaming machine 360 can present a predefined number of 
graphical elements (e.g., icons, pictures, etc.) having the 
same theme as the community group bonus game and the 
player selects one of the graphical elements to reveal the 
bonus game features. In one example, for a slot-based bonus 
game, the bonus game features may include a number of free 
spins and some slot bonus features, such as wild reels (e.g., 
reel 2 wild, reel 4 wild, expanding wild, etc.) and extra free 
spins. The gaming machines 360 associated with the other 
players (that are not the lucky player) can display a live (or 
slightly delayed) video of the lucky player making the selec 
tion and the system revealing the bonus game features asso 
ciated with the selection. For example, if the lucky player 
selects a graphical element that is associated with 10 free 
spins and an expanding wild feature, all the gaming machines 
360 can display a notification and/or celebration indicating 
that the virtual bank will receive 10 free spins with an expand 
ing wild feature. After revealing the bonus game features, the 
community group bonus game is started by spinning the reels. 
After block 518, the flow continues at block 520. 
0069. At block 520, the wagering game server 350 deter 
mines the game results associated with the community group 
bonus, and also determines the award for each player based on 
the bonus game results and each player's multiplier, as was 
described above with reference to FIG.1. The wagering game 
server 350 also causes the gaming machines 350 to present 
the game results of the community group bonus game, and 
also present the award provided to each player of the virtual 
bank. After block 520, the flow ends. 
(0070 FIG. 6 is a flow diagram (“flow”) 600 illustrating 
operations for forming a virtual bank of related wagering 
game sessions associated with a community group bonus 
game in a wagering game System, according to some embodi 
ments. The flow of 600 will be described with reference to the 
example system architecture of FIG. 3. The flow diagram 
begins at block 602. 
0071. At block 602, for each player that wants to partici 
pate in a virtual bank of related wagering game sessions 
associated with a community group bonus game (e.g., deter 
mined in block 404 of FIG. 4), the virtual bank management 
unit 356 of the wagering game server 350 determines whether 
the player wants to customize a new virtual bank of related 
wagering game sessions. In one embodiment, in addition to 
being able to provide input at the gaming machine 360 (e.g., 
via buttons, touch screen, keyboard, mouse, etc.) indicating 
that the player wants to participate in a virtual bank, the player 
can also provide input indicating that the player wants to 
customize a new virtual bank (or join an existing virtual 
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bank). The gaming machine 360 then sends an indication of 
the player input to the wagering game server 350. If the player 
wants to customize a new virtual bank, the flow continues at 
block 604. Otherwise, the flow continues at block 610. 
0072 At block 604, the wagering game server 350 causes 
the gaming machine 360 to present a customization tool to 
allow the player to customize a new virtual bank of related 
wagering game sessions. In one embodiment, the virtual bank 
management unit 356 causes the gaming machine 360 to 
present a customization tool (e.g., a customization options 
menu) for customizing a new virtual bank. For example, the 
customization tool may allow the player to determine how 
many players to allow to join the virtual bank, the type of 
community group bonus game, the theme of the community 
group bonus game, the types of bonus game features offered 
for the community group bonus game, the type of graphical 
elements (e.g., graphical elements 205 shown in FIG. 2) 
displayed within the graphical representation of the virtual 
bank, the audio (e.g., music) that is played for the virtual 
bank, etc. The customization tool may also allow the player to 
designate the new virtual bank as “private” or “public'. The 
customization tool may allow the player to invite friends from 
the virtual gaming community to join the new virtual bank. If 
the new virtual bank is designated as a private virtual bank, 
only the friends that the player invites to the new virtual bank 
can join. If the new virtual bank is designated as a public 
virtual bank, in addition to the friends the player invites to join 
the new virtual bank, other players accessing the wagering 
game system 300 can also join. In one example, the virtual 
bank management unit 356 can provide players that are inter 
ested in joining a virtual bank a listing of all the existing 
virtual banks that are public to give players the option to join 
virtual banks that were created by other players. The gaming 
machine 360 provides the customization options selected by 
the player to the virtual bank management unit 356. After 
block 604, the flow continues at block 606. 
0073. At block 606, the wagering game server 350 deter 
mines how to customize the new virtual bank of related 
wagering game sessions based on the selected customization 
options. In one embodiment, the virtual bank management 
unit 356 determines how to customize the new virtual bank 
based on the customization options selected by the player, and 
prepares to initiate the new virtual bank. After block 606, the 
flow continues at block 608. 

0074 At block 608, the wagering game server 350 adds 
the player and one or more additional players to the custom 
ized virtual bank. For example, the virtual bank management 
unit 356 relates the player's wagering game session to the 
wagering game sessions of one or more of the player's friends 
that have indicated they want to join the customized virtual 
bank. The virtual bank management unit 356 relates the 
wagering game sessions by associating the wagering game 
sessions to the same community group bonus game, present 
ing the graphical representation of the customized virtual 
bank to the players, etc., as was described above with refer 
ence to FIG. 1. The player, however, does not have to wait 
until other players join the virtual bank. The virtual bank 
management unit 356 can relate the player's wagering game 
session to the community group bonus game and initiate the 
virtual bank with only the player's wagering game session to 
allow the player to play the base wagering game while the 
player waits for friends (or other players) to join the virtual 
bank. 
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(0075. At block 610, if the wagering game server 350 deter 
mines that the player wants to join an existing virtual bank (at 
block 602), the wagering game server 350 determines 
whether the player can join an existing virtual bank. In one 
embodiment, the virtual bank management unit 356 may be 
configured to limit the number of players that are added to 
each virtual bank of related wagering game sessions. For 
instance, the virtual bank management unit 356 can limit the 
number of related wagering game sessions in a virtual bank to 
8 wagering game sessions, or any other Suitable predefined 
number of related wagering game sessions. In one example, 
the virtual bank management unit 356 can determine whether 
any of the existing virtual banks of related wagering game 
sessions have not reach the predefined limit. If at least one of 
the existing virtual banks has not reached the predefined limit, 
the flow continues at block 612. Otherwise, if there are no 
open spots for the player in an existing virtual bank, the flow 
continues at block 614. 

0076. At block 612, the wagering game server 350 adds 
the player to an existing virtual bank of related wagering 
game sessions. For example, the virtual bank management 
unit 356 relates the wagering game sessions associated with 
the player to the existing virtual bank of related wagering 
game sessions, as was describe above with reference to FIG. 
1. In one embodiment, if there are multiple existing virtual 
banks that have not reached the predefined limit, the virtual 
bank management unit 356 can select the existing virtual 
bank that has the least number of players (i.e., related wager 
ing game sessions). In another embodiment, if there are mul 
tiple existing virtual banks that have not reached the pre 
defined limit, the virtual bank management unit 356 can give 
the player the option of which existing virtual bank to join. 
0077. At block 614, if all the existing virtual banks have 
reached the predefined limit of related wagering game ses 
sions, the virtual bank management unit 356 can automati 
cally initiate a new virtual bank with the default settings (i.e., 
not a customized version), and add the player to the new 
virtual bank. The virtual bank management unit 356 can also 
automatically add one or more additional players to the newly 
created virtual bank, as needed, until the predefined limit is 
reached. 

0078. After blocks 608, 612, and 614, the flow continues at 
block 406 of FIG.4, where the virtual bank management unit 
356 causes the gaming machines to present the graphical 
representation of the virtual bank to the players. It is noted, 
however, that in some embodiments the virtual bank manage 
ment unit 356 may not limit the number of related wagering 
game sessions in each virtual bank. In this example, the 
virtual bank management unit 356 may just evenly distribute 
the players across the existing virtual banks. In one example, 
as the virtual bank management unit 356 adds extra players to 
an existing virtual bank, the gaming machine 360 may auto 
matically scale the size of the sections within the graphical 
representation of the virtual bank 200 (e.g., shown in FIG. 2) 
to display all the graphical elements 205 associated with all 
the players, and/or may automatically scale the size of the 
graphical elements 205. 
0079. In some embodiments, while the players are playing 
their corresponding base wagering games, the virtual bank 
management unit 356 can offer players other ways to increase 
the value of their multiplier. For example, the virtual bank 
management unit 356 can initiate a “hot potato' style, multi 
plierpower-up game, where a cash register icon (or other type 
of icon) randomly bounces from one graphical element 205 
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associated with one player to another. In this example, the 
player's graphical element 205 that has the cash register icon 
when the community group bonus game is triggered wins a 
multiplier power-up bonus. For example, the value of the 
multiplier can be doubled. In another example, the virtual 
bank management unit 356 can introduce a bingo style mul 
tiplier power-up game, where each player is provided one or 
more bingo balls with a number in each ball. When the com 
munity group bonus game is triggered, an animation of a 
bingo ball being randomly selected is presented to the play 
ers. The player that has the bingo ball with the number that 
was randomly selected wins a multiplier power-up bonus. 
0080. In some embodiments, besides making selections 
that drive the community group bonus game, the lucky player 
may be provided additional benefits. For example, the value 
of lucky player's multiplier may be automatically increased 
(e.g., by +2x), or the lucky players total award after the 
community group bonus game may be increased by a certain 
percentage (e.g., 10%). In some embodiments, the player that 
is selected as the lucky player only has privileges during the 
community group bonus game. After the community group 
bonus game is played out, the virtual bank management unit 
356 removes the lucky player status from the player and the 
players of the virtual bank continue playing the base wagering 
game. In this example, next time the community group bonus 
game is triggered, the virtual bank management unit 356 will 
again go through one of the processes described above for 
selecting the lucky player for the new instance of the com 
munity group bonus game. In other embodiments, the player 
retains the lucky player status until the next instance of the 
community group bonus game is triggered and a new lucky 
player is selected. In one example, the player that retains the 
lucky player status after the community group bonus game 
may receive benefits during the base wagering game. For 
example, the lucky player may receive free spins, additional 
pay lines, and/or an improved pay table during the base 
wagering game and until the next instance of the community 
bonus game is triggered. 
0081. In some embodiments, the wagering game server 
350 may allow players to join two or more virtual banks of 
related wagering game sessions. For example, player P may 
join three different virtual banks: virtual bank A, a virtual 
bank B, and a virtual bank C. The wagering game server 350 
may encourage players to participate in multiple virtual banks 
concurrently by providing players extra incentives. In one 
embodiment, if a player is participating in multiple virtual 
banks, and the community group bonus is triggered in one of 
the player's virtual banks, all of the player's wagering game 
sessions associated with the player's other virtual banks are 
temporarily associated with the community group bonus 
game that has been triggered. The wagering game server 350 
then provides multiple awards to the player based on the 
bonus game results, i.e., the wagering game server 350 pro 
vides an award to the player for each wagering game session 
that is associated with the community group bonus game 
based on the bonus game results. For instance, in the example 
described above, if the community group bonus game is trig 
gered for the virtual bank A, the wagering game server 350 
determines whether the player is participating in any other 
virtual banks. In this example, since the player is also partici 
pating in virtual banks B and C, the player's wagering game 
session associated with virtual bank B is disassociated with 
virtual bank B and then associated with the instance of the 
community group bonus game that was triggered in virtual 
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bank A. Also, the player's wagering game session associated 
with virtual bank C is disassociated with virtual bank C and 
then is associated with the same instance of the community 
group bonus game that was triggered in virtual bank A. After 
the game results for the community group bonus game that 
was triggered are determined, the wagering game server 350 
determines a first award for the player's wagering game ses 
sion associated with virtual bank A, a second award for the 
player's wagering game session associated with virtual bank 
B, and a third award for the player's wagering game session 
associated with virtual bank C. based on the game results of 
the single instance of the community group bonus game that 
was triggered for virtual bank A. In one example, the first 
award for the player's wagering game session associated with 
virtual bank A can be determined based on the bonus game 
results and based on the bonus multiplier the player had 
earned for virtual bank A. The second award for the player's 
wagering game session associated with virtual bank B can be 
determined based on the bonus game results and based on the 
bonus multiplier the player had currently earned for virtual 
bank B. The third award for the player's wagering game 
session associated with virtual bank C can be determined 
based on the bonus game results and based on the bonus 
multiplier the player had currently earned for virtual bank C. 
In another example, the first award is the same as described 
above, but the second and third awards for the player's wager 
ing game session associated with virtual banks B and C. 
respectively, may only be based on the bonus game results 
(i.e., the multiplier will be the default multiplier 1x). 

Additional Example Operating Environments 

I0082. This section describes example operating environ 
ments, systems and networks, and presents structural aspects 
of some embodiments. 

Wagering Game Machine Architecture 

I0083 FIG. 7 is a conceptual diagram that illustrates an 
example of a wagering game machine architecture 700, 
according to some embodiments. In FIG. 7, the wagering 
game machine architecture 700 includes a wagering game 
machine 706, which includes a central processing unit (CPU) 
726 connected to main memory 728. The CPU 726 can 
include any suitable processor, such as an Intel(R) Pentium 
processor, Intel(R) Core 2 Duo processor, AMD OpteronTM 
processor, or UltraSPARC processor. The main memory 728 
includes a wagering game unit 732. In some embodiments, 
the wagering game unit 732 can present wagering games, 
Such as video poker, video black jack, video slots, video 
lottery, reel slots, etc., in whole or part. The wagering game 
unit 732 may also facilitate the implementation of virtual 
banks of related wagering game sessions associated with a 
community group bonus game in a Wagering game System, 
e.g., as described above with reference to FIGS. 1-6. 
I0084. The CPU 726 is also connected to an input/output 
(“I/O”) bus 722, which can include any suitable bus technolo 
gies, such as an AGTL+ frontside bus and a PCI backside bus. 
The I/O bus 722 is connected to a payout mechanism 708, 
primary display 710, secondary display 712, value input 
device 714, player input device 716, information reader 718, 
and storage unit 730. The player input device 716 can include 
the value input device 714 to the extent the player input device 
716 is used to place wagers. The I/O bus 722 is also connected 
to an external system interface 724, which is connected to 
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external systems 704 (e.g., wagering game networks). The 
external system interface 724 can include logic for exchang 
ing information over wired and wireless networks (e.g., 802. 
11g transceiver, Bluetooth transceiver, Ethernet transceiver, 
etc.) 
0085. The I/O bus 722 is also connected to a location unit 
738. The location unit 738 can create player information that 
indicates the wagering game machine's location/movements 
in a casino. In some embodiments, the location unit 738 
includes a global positioning system (GPS) receiver that can 
determine the wagering game machine's location using GPS 
satellites. In other embodiments, the location unit 738 can 
include a radio frequency identification (RFID) tag that can 
determine the wagering game machine's location using RFID 
readers positioned throughout a casino. Some embodiments 
can use GPS receiver and RFID tags in combination, while 
other embodiments can use other suitable methods for deter 
mining the wagering game machine's location. Although not 
shown in FIG. 7, in some embodiments, the location unit 738 
is not connected to the I/O bus 722. 
0.086. In some embodiments, the wagering game machine 
706 can include additional peripheral devices and/or more 
than one of each component shown in FIG. 7. For example, in 
Some embodiments, the wagering game machine 706 can 
include multiple external system interfaces 724 and/or mul 
tiple CPUs 726. In some embodiments, any of the compo 
nents can be integrated or Subdivided. 
0087. In some embodiments, the wagering game machine 
706 includes an online gaming module 737. The online gam 
ing module 737 can process communications, commands, or 
other information, where the processing can control and 
present online wagering games. In some embodiments, the 
online gaming module 737 can work in concert with the 
wagering game unit 732, and can perform any of the opera 
tions described above. 
0088. Furthermore, any component of the wagering game 
machine 706 can include hardware, firmware, and/or 
machine-readable storage media including instructions for 
performing the operations described herein. 

Example Wagering Game Machines 
0089 FIG. 8 is a perspective view of a wagering game 
machine, according to example embodiments. Referring to 
FIG. 8, a wagering game machine 800 is used in gaming 
establishments, such as casinos. In some embodiments, the 
wagering game machine 800 can implement some of the 
functionality described above for facilitating the implemen 
tation of virtual banks of related wagering game sessions 
associated with a community group bonus game in a wager 
ing game system, e.g., as described above with reference to 
FIGS 1-7. 
0090 According to embodiments, the wagering game 
machine 800 can be any type of wagering game machine and 
can have varying structures and methods of operation. For 
example, the wagering game machine 800 can be an electro 
mechanical wagering game machine configured to play 
mechanical slots, or it can be an electronic wagering game 
machine configured to play video casino games, such as 
blackjack, slots, keno, poker, blackjack, roulette, etc. 
0091. The wagering game machine 800 comprises a hous 
ing 812 and includes input devices, including value input 
devices 818 and a player input device 824. For output, the 
wagering game machine 800 includes a primary display 814 
for displaying information about a basic wagering game. In 
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Some implementations, the primary display 814 can also dis 
play information about a bonus wagering game and a pro 
gressive wagering game. The wagering game machine 800 
also includes a secondary display 816 for displaying bonus 
wagering games, Wagering game events, wagering game out 
comes, and/or signage information. While some components 
of the wagering game machine 800 are described herein, 
numerous other elements can exist and can be used in any 
number or combination to create varying forms of the wager 
ing game machine 800. 
0092. The value input devices 818 can take any suitable 
form and can be located on the front of the housing 812. The 
value input devices 818 can receive currency and/or credits 
inserted by a player. The value input devices 818 can include 
coin acceptors for receiving coin currency and bill acceptors 
for receiving paper currency. Furthermore, the value input 
devices 818 can include ticket readers or barcode scanners for 
reading information stored on Vouchers, cards, or other tan 
gible portable storage devices. The Vouchers or cards can 
authorize access to central accounts, which can transfer 
money to the wagering game machine 800. 
0093. The player input device 824 comprises a plurality of 
pushbuttons on a button panel 826 for operating the wagering 
game machine 800. In addition, or alternatively, the player 
input device 824 can comprise a touch screen 828 mounted 
over the primary display 814 and/or secondary display 816. 
0094. The various components of the wagering game 
machine 800 can be connected directly to, or contained 
within, the housing 812. Alternatively, some of the wagering 
game machine's components can be located outside of the 
housing 812, while being communicatively coupled with the 
wagering game machine 800 using any suitable wired or 
wireless communication technology. 
0.095 The operation of the basic wagering game can be 
displayed to the player on the primary display 814. The pri 
mary display 814 can also display a bonus game associated 
with the basic wagering game. The primary display 814 can 
include a cathode ray tube (CRT), a high resolution liquid 
crystal display (LCD), a plasma display, light emitting diodes 
(LEDs), or any other type of display suitable for use in the 
wagering game machine 800. Alternatively, the primary dis 
play 814 can include a number of mechanical reels to display 
the outcome. In FIG. 8, the wagering game machine 800 is an 
“upright version in which the primary display 814 is oriented 
vertically relative to the player. Alternatively, the wagering 
game machine can be a “slant-top' version in which the 
primary display 814 is slanted at about a thirty-degree angle 
toward the player of the wagering game machine 800. In yet 
another embodiment, the wagering game machine 800 can 
exhibit any Suitable form factor, such as a free standing 
model, bartop model, mobile handheld model, or workstation 
console model. 
0096. A player begins playing a basic wagering game by 
making a wager via the value input device 818. The player can 
initiate play by using the player input device's buttons or 
touch screen 828. The basic game can include arranging a 
plurality of symbols along a payline 832, which indicates one 
or more outcomes of the basic game. Such outcomes can be 
randomly selected in response to player input. At least one of 
the outcomes, which can include any variation or combina 
tion of symbols, can trigger a bonus game. 
0097. In some embodiments, the wagering game machine 
800 can also include an information reader 852, which can 
include a card reader, ticket reader, bar code scanner, RFID 
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transceiver, or computer readable storage medium interface. 
In some embodiments, the information reader 852 can be 
used to award complimentary services, restore game assets, 
track player habits, etc. 

General 

0098. This detailed description refers to specific examples 
in the drawings and illustrations. These examples are 
described in sufficient detail to enable those skilled in the art 
to practice the inventive subject matter. These examples also 
serve to illustrate how the inventive subject matter can be 
applied to various purposes or embodiments. Other embodi 
ments are included within the inventive Subject matter, as 
logical, mechanical, electrical, and other changes can be 
made to the example embodiments described herein. Features 
of various embodiments described herein, however essential 
to the example embodiments in which they are incorporated, 
do not limit the inventive subject matter as a whole, and any 
reference to the invention, its elements, operation, and appli 
cation are not limiting as a whole, but serve only to define 
these example embodiments. This detailed description does 
not, therefore, limit embodiments of the invention, which are 
defined only by the appended claims. Each of the embodi 
ments described herein are contemplated as falling within the 
inventive subject matter, which is set forth in the following 
claims. 

1. A computer-implemented method comprising: 
initiating, at a wagering game server of a wagering game 

System, a wagering game session for a player atagaming 
machine of the wagering game system; 

relating the wagering game session associated with the 
player to a virtual bank of related wagering games ses 
sions associated with one or more additional players, 
wherein the virtual bank of related wagering game ses 
sions is associated with a community group bonus game; 

determining when the community group bonus game is 
triggered for the virtual bank of related wagering game 
sessions associated with the player and the one or more 
additional players; 

determining game results of the community group bonus 
game; and 

determining an award for the player and for each of the one 
or more additional players associated with the virtual 
bank based, at least in part, on the game results of the 
community group bonus game. 

2. The method of claim 1, wherein said determining an 
award for the player and for each of the one or more additional 
players associated with the virtual bank based, at least in part, 
on the game results of the community group bonus game 
comprises: 

determining a gaming activity associated with a base 
wagering game for the player and for each of the one or 
more additional players associated with the virtual bank; 

determining a bonus multiplier to award to the player and 
to each of the one or more additional players based on 
each player's gaming activity; and 

determining an award for the player based on the game 
results of the community group bonus game and the 
bonus multiplier associated with the player, and deter 
mining an award for each of the one or more additional 
players based on the game results of the community 
group bonus game and the bonus multiplier associated 
with each of the one or more additional players. 
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3. The method of claim 1, further comprising, in response 
to determining that the community group bonus game is 
triggered: 

selecting one of the plurality of players associated with the 
virtual bank of related wagering game sessions to be an 
active participant in the community group bonus game, 
wherein the active participant makes selections for the 
virtual bank that drive the community group bonus 
game. 

determining bonus features associated with the community 
group bonus game based on one or more selections made 
by the player selected as the active participant; and 

determining the game results associated with the commu 
nity group bonus game based, at least in part, on the 
bonus game features. 

4. The method of claim 3, wherein, when the community 
group bonus game is a slot-based bonus game, the bonus 
features associated with the community group bonus game 
comprises a number of free spins of reels associated with the 
community group bonus game and at least one type of wild 
reel bonus feature. 

5. The method of claim 1, wherein said relating the wager 
ing game session associated with the player to a virtual bank 
of related wagering games sessions associated with the com 
munity group bonus game comprises associating the player's 
wagering game session to a same instance of the community 
group bonus game associated with the virtual bank of related 
wagering game sessions. 

6. The method of claim 5, wherein said relating the wager 
ing game session associated with the player to a virtual bank 
of related wagering games sessions associated with the com 
munity group bonus game further comprises causing a plu 
rality of gaming machines associated with the plurality of 
players of the virtual bank of related wagering game sessions 
to present a graphical representation of the virtual bank of 
related wagering game sessions including a plurality of 
graphical elements representing the plurality of players asso 
ciated with the virtual bank. 

7. The method of claim 6, wherein each of the plurality of 
graphical elements representing the plurality of players asso 
ciated with the virtual bank comprises an indication of each 
player's username associated with the wagering game system 
and an indication of each player's bonus multiplier awarded 
to each player based on each player's gaming activity inabase 
wagering game associated with each player's wagering game 
session, and the method further comprises dynamically 
updating the indication of each player's bonus multiplier 
when a value associated with each player's bonus multiplier is 
increased based on each player's gaming activity. 

8. The method of claim 1, wherein said relating the wager 
ing game session associated with the player to a virtual bank 
of related wagering games sessions comprises: 

determining that the player wants to participate in a virtual 
bank of related wagering game sessions associated with 
the community group bonus game; 

determining whether the player wants to customize a new 
virtual bank or join an existing virtual bank; 

if it is determined that the player wants to customize a new 
virtual bank: 

causing the gaming machine associated with the player 
to presenta customization tool to select customization 
options for customizing a new virtual bank; 
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determining how to customize the new virtual bank 
based on the customization options selected by the 
player; 

relating the wagering game session associated with the 
player to the new virtual bank customized according 
to the customization options selected by the player, 

causing the gaming machine associated with the player 
to presentagraphical representation of the new virtual 
bank customized according to the customization 
options selected by the player, 

if it is determined that the player wants to join an existing 
virtual bank: 
determining whether at least one of a plurality of exist 

ing virtual banks of related wagering game sessions 
has not reached a predefined limit of a maximum 
number of players that can join the existing virtual 
bank; 

if at least one of the plurality of existing virtual banks of 
related wagering game sessions has not reached the 
predefined limit, relating the player's wagering game 
session to the existing virtual bank of related wager 
ing game sessions; and 

if all the plurality of existing virtual banks of related 
wagering game sessions have reached the predefined 
limit, initiating a new virtual bank with a default con 
figuration and relating the player's wagering game 
session to the new virtual bank with the default con 
figuration. 

9. The method of claim 1, further comprising: 
determining whether the player has joined a second virtual 
bank of related wagering game sessions in response to 
determining that the community group bonus game 
associated with a first virtual bank of related wagering 
game sessions is triggered for the first virtual bank; 

if the player has joined a second virtual bank: 
associating the player's wagering game session associ 

ated with the second virtual bank to a same instance of 
the community group bonus game associated with the 
first virtual bank that has been triggered for the first 
virtual bank; 

determining an award for the player's wagering game 
session associated with the first virtual bank and for 
the player's wagering game session associated with 
second virtual bank based, at least in part, on the game 
results of the same instance of the community group 
bonus game that has been triggered for the first virtual 
bank. 

10. The method of claim 1, wherein the player and the one 
or more additional players participate in the virtual bank of 
related wagering game sessions via one or more physical 
casinos associated with the wagering game system and/or via 
one or more online casinos associated with the wagering 
game System. 

11. A wagering game server comprising: 
a game management unit configured to initiate a wagering 
game session for a player at a gaming machine of a 
wagering game system; and 

a virtual bank management unit configured to determine 
that the player wants to participate in a virtual bank of 
related wagering game sessions associated with a com 
munity group bonus game, and the virtual bank manage 
ment unit is further configured to: 
relate the wagering game session associated with the 

player to the virtual bank of related wagering games 
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sessions associated with one or more additional play 
ers, wherein the virtual bank of related wagering 
game sessions is associated with the community 
group bonus game; 

determine a bonus multiplier to award to the player and 
to the one or more additional players based on each 
player's gaming activity associated with a base 
wagering game; 

determine when the community group bonus game is 
triggered for the virtual bank of related wagering 
game sessions associated with the player and the one 
or more additional players; 

determine game results of the community group bonus 
game; and 

determine an award for the player based on the game 
results of the community group bonus game and the 
bonus multiplier associated with the player, and an 
award for each of the one or more additional players 
based on the game results of the community group 
bonus game and the bonus multiplier associated with 
each of the one or more additional players. 

12. The wagering game server of claim 11, wherein, in 
response to determining that the community group bonus 
game is triggered for the virtual bank of related wagering 
game sessions, the virtual bank management unit is further 
configured to: 

select one of the plurality of players associated with the 
virtual bank of related wagering game sessions to be an 
active participant in the community group bonus game, 
wherein the active participant makes selections for the 
virtual bank that drive the community group bonus 
game. 

determine bonus features associated with the community 
group bonus game based on one or more selections made 
by the player selected as the active participant; and 

determine the game results associated with the community 
group bonus game based, at least in part, on the bonus 
game features. 

13. The wagering game server of claim 11, wherein the 
virtual bank management unit configured to relate the wager 
ing game session associated with the player to a virtual bank 
of related wagering games sessions associated with one or 
more additional players and the community group bonus 
game comprises the virtual bank management unit configured 
to relate the player's wagering game session to a same 
instance of the community group bonus game associated with 
the virtual bank of related wagering game sessions, such that 
when the instance of the community group bonus game is 
triggered the player and the one or more additional players are 
provided an award based, at least in part, on the results of the 
instance of the community group bonus game. 

14. A computer-implemented method comprising: 
relating, at a wagering game server of a wagering game 

system, a plurality of wagering game sessions associated 
with a plurality of players to a community group bonus 
game to initiate a virtual bank of related wagering games 
sessions associated with the plurality of players and the 
community group bonus game; 

determining a bonus multiplier to award to each of the 
plurality of players based on each player's gaming activ 
ity in a base wagering game associated with each play 
er's Wagering game session; 

causing each of a plurality of gaming machines associated 
with the plurality of players to present, within a graphi 
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cal representation of the virtual bank of related wagering 
game sessions, a plurality of graphical elements repre 
senting the plurality of players and an indication of each 
player's bonus multiplier that has been awarded based 
on each player's gaming activity in the base wagering 
game associated with each player's wagering game ses 
sion; 

determining when the community group bonus game is 
triggered for the virtual bank of related wagering game 
sessions; 

Selecting a player, from the plurality of players, to be an 
active participant in the community group bonus game; 

determining bonus features associated with the community 
group bonus game based on one or more bonus game 
initialization selections made by the player selected as 
the active participant; 

determining game results associated with the community 
group bonus game based, at least in part, on the bonus 
game features; and 

determining an award earned by each of the plurality of 
players associated with the virtual bank of related 
wagering game sessions based on the game results of the 
community group bonus game and the game multiplier 
associated with each of the plurality of players. 

15. The method of claim 14, wherein said relating the 
plurality of wagering game sessions associated with the plu 
rality of players to the community group bonus game to 
initiate the virtual bank of related wagering games sessions 
associated with the plurality of players and the community 
group bonus game comprises associating the plurality of 
wagering game sessions associated with the plurality of play 
ers to a same instance of the community group bonus game, 
Such that when the instance of the community group bonus 
game is triggered each of the plurality of players are provided 
an award based, at least in part, on the results of the instance 
of the community group bonus game. 

16. The method of claim 14, wherein said relating the 
plurality of wagering game sessions associated with the plu 
rality of players to the community group bonus game to 
initiate the virtual bank of related wagering games sessions 
associated with the plurality of players and the community 
group bonus game comprises: 

determining that each of the plurality of players wants to 
participate in a virtual bank of related wagering game 
sessions associated with the community group bonus 
game; and 

for each of the plurality of players, determining whether 
the player wants to customize a new virtual bank or join 
an existing virtual bank of related wagering game ses 
sions. 

17. The method of claim 16, further comprising, if it is 
determined that the player wants to customize a new virtual 
bank: 

causing a gaming machine associated with the player to 
present a customization tool to select customization 
options for customizing the new virtual bank; 

determining how to customize the new virtual bank based 
on the customization options selected by the player; 

relating the wagering game session associated with the 
player to the new virtual bank customized according to 
the customization options selected by the player, and 
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causing the gaming machine associated with the player to 
present a graphical representation of the new virtual 
bank customized according to the customization options 
selected by the player. 

18. The method of claim 17, wherein said determining how 
to customize the new virtual bank based on the customization 
options selected by the player comprises: 

determining one or more customization options associated 
with the graphical representation of the new virtual bank 
that the player selected via the customization tool; 

determining whether the player indicated that the new vir 
tual bank should be private or public; and 

determining whether the player indicated to invite one or 
more friends from a virtual gaming community associ 
ated with the wagering game system to join the new 
virtual bank, and sending invitations to the one or more 
friends from the virtual gaming community if the player 
indicated to invite the one or more friends. 

19. The method of claim 16, further comprising, if it is 
determined that the player wants to join an existing virtual 
bank of related wagering game sessions: 

determining whether at least one of a plurality of existing 
virtual banks of related wagering game sessions has not 
reached a predefined limit of a maximum number of 
players that can join the existing virtual bank; 

if at least one of the plurality of existing virtual banks of 
related wagering game sessions has not reached the pre 
defined limit, relating the player's wagering game ses 
sion to the existing virtual bank of related wagering 
game sessions; and 

ifall the plurality of existing virtual banks of related wager 
ing game sessions have reached the predefined limit, 
initiating a new virtual bank with a default configuration 
and relating the player's wagering game session to the 
new virtual bank with the default configuration. 

20. A wagering game server of a wagering game system, 
the wagering game server comprising: 
means for relating a plurality of wagering game sessions 

associated with a plurality of players to a community 
group bonus game to initiate a virtual bank of related 
wagering games sessions associated with the plurality of 
players and the community group bonus game; 

means for determining a bonus multiplier to award to each 
of the plurality of players based on each player's gaming 
activity in a base wagering game associated with each 
player's Wagering game session; 

means for determining when the community group bonus 
game is triggered for the virtual bank of related wagering 
game sessions: 

means for selecting a player, from the plurality of players, 
to be an active participant in the community group bonus 
game. 

means for determining bonus features associated with the 
community group bonus game based on one or more 
bonus game initialization selections made by the player 
Selected as the active participant; 

means for determining game results associated with the 
community group bonus game based, at least in part, on 
the bonus game features; and 

means for determining an award earned by each of the 
plurality of players associated with the virtual bank of 
related wagering game sessions based on the game 
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results of the community group bonus game and the 
game multiplier associated with each of the plurality of 
players. 

21. The wagering game server of claim 20, wherein said 
means for relating the plurality of wagering game sessions 
associated with the plurality of players to the community 
group bonus game to initiate the virtual bank of related 
wagering games sessions associated with the plurality of 
players and the community group bonus game comprises 
means for associating the plurality of wagering game sessions 
associated with the plurality of players to a same instance of 
the community group bonus game, such that when the 
instance of the community group bonus game is triggered 
each of the plurality of players are provided an award based, 
at least in part, on the results of the instance of the community 
group bonus game. 

22. The wagering game server of claim 20, wherein said 
means for relating the plurality of wagering game sessions 
associated with the plurality of players to the community 
group bonus game to initiate the virtual bank of related 
wagering games sessions associated with the plurality of 
players and the community group bonus game comprises 
means for causing a plurality of gaming machines associated 
with the plurality of players of the virtual bank of related 
wagering game sessions to present a graphical representation 
of the virtual bank of related wagering game sessions includ 
ing a plurality of graphical elements representing the plurality 
of players associated with the virtual bank. 

23. One or more machine-readable storage media, having 
instructions stored therein, which, when executed by one or 
more processors causes the one or more processors to per 
form operations that comprise: 

initiating a wagering game session for a player of the 
wagering game system; 

relating the wagering game session associated with the 
player to a virtual bank of related wagering games ses 
sions associated with one or more additional players, 
wherein the virtual bank of related wagering game ses 
sions is associated with a community group bonus game; 
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determining when the community group bonus game is 
triggered for the virtual bank of related wagering game 
sessions associated with the player and the one or more 
additional players; 

determining game results of the community group bonus 
game; and 

determining an award for the player and for each of the one 
or more additional players associated with the virtual 
bank based, at least in part, on the game results of the 
community group bonus game. 

24. The machine-readable storage media of claim 23, 
wherein said operation of determining an award for the player 
and for each of the one or more additional players associated 
with the virtual bank based, at least in part, on the game 
results of the community group bonus game comprises: 

determining a gaming activity associated with a base 
wagering game for the player and for each of the one or 
more additional players associated with the virtual bank; 

determining a bonus multiplier to award to the player and 
to each of the one or more additional players based on 
each player's gaming activity; and 

determining an award for the player based on the game 
results of the community group bonus game and the 
bonus multiplier associated with the player, and deter 
mining an award for each of the one or more additional 
players based on the game results of the community 
group bonus game and the bonus multiplier associated 
with each of the one or more additional players. 

25. The machine-readable storage media of claim 23, 
wherein the operations further comprise: 

selecting one of the plurality of players associated with the 
virtual bank of related wagering game sessions to be an 
active participant in the community group bonus game; 

determining bonus features associated with the community 
group bonus game based on one or more bonus game 
initialization selections made by the player selected as 
the active participant; and 

determining the game results associated with the commu 
nity group bonus game based, at least in part, on the 
bonus game features. 
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