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Abstract

The present invention provides a gaming method, comprising: designating a gaming 
tournament time of a gaming tournament, the gaming tournament time having a start time and 
an end time; receiving enrolment data from a plurality of first players at respective player 
computers; enabling each of the player computers for playing at least one game in the gaming 
tournament during the gaming tournament time; authorizing a software agent to play games in 
the gaming tournament on behalf of at least one player, the software agent to be executed by a 
proxy computer or a computer gaming system; enabling the software agent to play at least one 
game during the gaming tournament time; determining a first winning player, if any, from the 
plurality of first players and the at least one player based on outcomes of the games played by 
the plurality of first players and the software agent; and if the first winning player is 
determined, generating data indicative of a first value payout to be awarded to the first 
winning player.
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Binh T Nguyen
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Invention title: TOURNAMENT GAMING METHOD AND SYSTEM

The following statement is a full description of this invention, including the best method of performing it 
known to us.
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1 TOURNAMENT GAMING METHOD AND SYSTEM

CROSS-REFERENCES TO RELATED APPLICATIONS

This application is related to the following commonly-owned, co-pending 

5 patent applications:

U.S. Patent Application No.___________(Attorney Docket No. 29757/P-835),

entitled "System and Method for Permitting a Tournament Game on Different 

Computing Platforms;’' and

U.S. Patent Application No.___________(Attorney Docket No. 29757/P-836),

10 entitled "Tournament Game System and Method Using a Tournament Game Card."

These applications are hereby incorporated by reference herein, in their 

entireties, for all purposes.

BACKGROUND

15 The present disclosure is related to gaming systems, and, more particularly, to

gaming systems for facilitating tournament·games.

Various tournament gaming techniques have been previously described. For 

example, U.S. Patent No. 6,224,486 issued to Walker et al., describes a distributed 

electronic tournament system that allows remotely located players to be identified via

20 a player tracking system, and allows the identified players to participate in

tournaments such as chess, bridge, computer golf games, poker and the like from their 

homes. In addition to player tracking, a database, maintained at a central location, 

enables registration of players, acceptance of entry fees, and coordination of prize 

money.

25 Another patent directed toward online tournament games, U.S. Patent No.

6,039,648, issued to Guinn et al., describes an apparatus and method for an automated 

tournament gaming system utilizing a computer network coupled to a number of 

gaming machines. The Guinn patent also provides for a multi-site progressive 

automated tournament. The automation is provided by a central server computer

30 coupled to a tournament schedule computer.
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2 Additionally, U. S. Patent No. 6,287, 202, issued to Pascal et al., describes a gaming system 

that includes a plurality of gaming terminals connected together and to a master gaming terminal to 

form a network. People may participate in a tournament by signing up and playing at the gaming 

terminals. In one specific example, if a predetermined number of people at the gaming terminals have 

5 signed up for a tournament, a tournament game is started at an announced time. If, at the announced, 

time, the number of people who have signed up is less than the predetermined number, a number of 

real or virtual gaming terminals may be designated to run in an automatic play mode in order to meet 

the predetermined number. If an automatic terminal wins the tournament, the winnings are retained 

by the house.

0 SUMMARY

According to a first aspect of the invention there is provided a gaming method, comprising: 

designating a gaming tournament time of a gaming tournament, the gaming tournament time 

having a start time and an end time;

receiving enrollment data from a plurality of first players at respective player computers;

5 enabling each of the player computers for playing at least one game in the gaming

tournament during the gaming tournament time;

enabling the software agent to play at least one game via a proxy computer during the

gaming tournament time;

receiving enrollment data from a second player including authorization data authorizing the 

!0 software agent to play games in the gaming tournament on behalf of the second player, the software

agent to be executed by a proxy computer;

configuring a game playing behavior of the software agent to allow the second player to 

select game playing behavior corresponding to selected categories of particular predetermined high.

moderate or low skill levels:

25 determining a first winning player, if any, from the plurality of first players and the second

player based on outcomes of the games played by the plurality of first players and the software agent; 

and

if the first winning player is determined, generating data indicative of a first value payout to 

be awarded to the first winning player.

30 According to a second aspect of the invention there is provided a tournament server,

comprising:

a network interface;

a controller operatively coupled to the network interface, the controller comprising a 

processor and a memory operatively coupled to the processor, the controller configured to:

35
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2 designate a gaming tournament time of a gaming tournament, the gaming tournament time 

having a start time and an end time;

receive enrollment data from a plurality of first players at respective player computers 

operatively coupled to the tournament server via the network interface;

5 enable each of the player computers for playing at least one game in the gaming tournament

during the gaming tournament time;

receive enrollment data from a second player via the network interface, the enrollment data 

including authorization data indicative of the second player authorizing a software agent to play 

games in the gaming tournament on behalf of the second player, the software agent to be executed by 

0 a proxy computer;

enable the software agent to play at least one game via the proxy computer during the 

gaming tournament time;

configure a game playing behavior of the software agent to allow the second player to select

game playing behavior corresponding to selected categories of particular predetermined high,

15 moderate or low skill levels;

determine a first winning player, if any, from the plurality of first players and the second 

player based on outcomes of the games played by the plurality of first players and the software agent; 

and

if the first winning player is determined, generating data indicative of a first value payout to 

>0 be awarded to the first winning player.

3
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Additional aspects of the invention will be apparent to those of ordinary skill 

in the art in view of the detailed description of various embodiments, which is made 

with reference to the drawings, a brief description of which is provided below.

BRIEF DESCRIPTION OF THE DRAWINGS

5 Fig. 1 is a block diagram of an embodiment of a gaming system;

Fig. 2 is a block diagram of the electronic components of an embodiment of a 

tournament server;

Fig. 3 A is a perspective view of an embodiment of one of the gaming unit? 

shown schematically in Fig. 1;

10 Fig. 3B illustrates an embodiment of a control panel for a gaining unit;

Fig. 4 is a block diagram of the electronic components of the gaming unit of 

Fig. 3A;

Fig. 5 is a flowchart of an embodiment of a main routine that may be 

performed during operation of the tournament server,

15 Fig. 6 A is a flowchart of one embodiment of a tournament enrollment routine

that may be performed during operation of the tournament server,

Fig. 6B is a flowchart of one embodiment of a tournament routine that may be 

performed during operation of the tournament server;

Fig. 7A is a flowchart of one embodiment of a tournament enrollment routine 

20 that may be performed during operation of one or more of the gaming units;

Fig. 7B is a flowchart of one embodiment of a tournament routine that may be 

performed during operation of one or more of the gaming units;

Fig. 8A is a flowchart of another embodiment of a tournament enrollment 

routine that may be performed during operation of the tournament server;

25 Fig. 8B is a flowchart of another embodiment of a tournament routine that

may be performed during operation of the tournament server;

Fig. 9A is a flowchart of another embodiment of a tournament enrollment 

routine that may be perfo rmed during operation of one or more of the gaming units;

-7-
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Fig. 9B is a flowchart of another embodiment of a tournament routine that 

may be performed during operation of one or more of the gaming units;

Fig. 10A is a flowchart of yet another embodiment of a tournament enrollment 

routine that may be performed during operation of the tournament server,

5 Fig. 10B is a flowchart of yet another embodiment of a tournament routine

that may be performed during operation of the tournament server,

Fig. 11A is a flowchart of yet another embodiment of a tournament enrollment 

routine that may be performed during operation of one or more of the gaming units;

Fig. 1 IB is a flowchart of yet another embodiment of a tournament routine 

10 that may be performed during operation of one or more of the gaming units;

Fig. 12 is a flowchart of still another embodiment of a tournament routine that 

may be performed during operation of the tournament server;

Fig. 13 is a flowchart of still another embodiment of a tournament routine that 

may be performed during operation of one or more of the gaming units;

15 Fig. 14 is a flowchart of an embodiment of a team enrollment routine that may

be performed during operation of the tournament server;

Fig. 15 is a flowchart of an embodiment of a tournament routine that may be 

performed during operation of the tournament server,

Fig. 16 is a flowchart of one embodiment of a team enrollment routine that 

20 may be performed during operation of one or more of the gaming units;

Fig. 17 is a flowchart of an embodiment of a tournament routine that may be 

performed during operation of one or more of the gaming units;

Fig. 18 is a flowchart of an embodiment of a software loading routine that may 

be performed during operation of the tournament server;

25 Fig. 19 is a flowchart of yet another embodiment of a tournament routine that

may be performed during operation of one or more of the gaming units;

Fig. 20 is a flowchart of another embodiment of a tournament routine that may 

be performed during operation of one or more of the gaming units;

-8-
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Fjg. 21 is a flowchart of still another embodiment of a tournament routine that 

may be performed during operation of one or more of the gaming units;

Fig. 22 is a flowchart of an embodiment of a tournament routine that may be 

performed during operation of the tournament server;

5 Fig. 23 is an illustration of an embodiment of a visual display that may be

displayed during performance of the video poker routine of Fig. 24;

Fig. 24 is a flowchart of an embodiment of a video poker routine that may be 

performed by one or more of the gaming units;

Fig. 25 is an illustration of an embodiment of a visual display that may be 

10 displayed during performance of the video blackjack routine of Fig. 26;

Fig. 26 is a flowchart of an embodiment of a video blackjack routine that may 

be performed by one or more of the gaming units;

Fig. 27 is an illustration of an embodiment of a visual display that may be 

displayed during performance of the slots routine of Fig. 28;

15 Fig. 28 is a flowchart of an embodiment of a slots routine that may be

performed by one or more of the gaming units;

Fig. 29 is an illustration of an embodiment of a visual display that may be 

displayed during performance of the video keno routine of Fig. 30;

Fig. 30 is a flowchart of an embodiment of a video keno routine that may be 

20 performed by one or more of the gaming units;

Fig. 31 is an illustration of an embodiment of a visual display that may be 

displayed during performance of the video bingo routine of Fig. 32;

Fig. 32 is a flowchart of an embodiment of a video bingo routine that may be 

performed by one or more of the gaming units; and

25 Figs. 33A, 33B, 33C, 33D, and 33E are a flowchart of an embodiment of

another tournament routine.

-9-
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DETAILED DESCRIPTION OF VARIOUS EMBODIMENTS

Although the following text sets forth a detailed description of numerous 

different embodiments of the invention, it should be understood that the legal scope of 

the invention is defined by the words of the claims set forth at the end of this patent.

5 The detailed description is to be construed as exemplary only and does not describe 

every possible embodiment of the invention since describing every possible 

embodiment would be impractical, if not impossible. Numerous alternative 

embodiments could be implemented, using either current technology or technology 

developed after the filing date of this patent, which would still fall within the scope of

10 the claims defining the invention.

It should also be understood that, unless a term is expressly defined in this 

patent using the sentence “As used herein, the term ‘’ is hereby defined to 

mean...” or a similar sentence, there is no intent to limit the meaning of that term, 

either expressly or by implication, beyond its plain or ordinary meaning, and such

15 term should not be interpreted to be limited in scope based on any statement made in 

any section of this patent (other ,than the language of the claims). To the extent that 

any term recited in the claims at the end of this patent is referred to in this patent in a 

manner consistent with a single meaning, that is done for sake of clarity only so as to 

not confuse the reader, and it is not intended that such claim term by limited, by

20 implication or otherwise, to that single meaning. Finally, unless a claim element is 

defined by reciting the word “means” and a function without the recital of any 

structure, it is not intended that the scope of any claim element be interpreted based 

on the application of 35 U.S.C. § 112, sixth paragraph.

Fig. 1 illustrates one possible embodiment of a tournament gaming system 10

25 in accordance with the invention. Referring to Fig. 1, the tournament gaming system 

10 may include one or more groups or networks 12 of gaming units 20a, 20b, 20c, and 

20d operatively coupled to a network computer 22 via a network data link 24. The 

network data link 24 may comprise, for example, a bus, a wired local area network 

(LAN), a wireless LAN, Bluetooth™ communication links, a wide area network

30 (WAIT), etc. Different networks 12 may be operatively coupled together via a 

netwoik 40 and a communication link 42. The network 40 may comprise, for 

example, a wired LAN, a wireless LAN, Bluetooth™ communication links, a cellular 

network, a satellite network, a WAN, an intranet, an extranet, the Internet, etc. The

- 10-
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1 network 40 may include a plurality of network computers or server computers (not 

shown), each of which may be operatively interconnected. The communication link 

42 may comprise a wired and/or wireless communication link.

As one example, a first network 12 of gaming units 20a, 20b, 20c, and 20d 

5 may be provided at a first location (e.g., a casino, a hotel, a restaurant, a tavern, etc.),

and a second network 12 of gaming units 20a, 20b, 20c, and 20d maybe provided at a

second location (e.g., a casino, a hotel, a restaurant, a tavern, etc.) geographically

separate from the first location. For instance, the two casinos may be located in

different areas of the same city, or they may be located in different states.,

10 The network computer 22 may be a server computer and may be used to

accumulate and analyze data relating to the operation of the gaming units 20a, 20b, 

20c, and 20d. For example, the network computer 22 may continuously receive data 

from each of the gaming units 20a, 20b, 20c, and 20d indicative of the dollar amount 

and number of wagers being made on each of the gaming units 20a, 20b, 20c, and

15 20d, data indicative of how much each of the gaming units 20 is paying out in

winnings, data regarding the identity and gaming habits of players playing each of the 

gaming units 20a, 20b, 20c, and 20d, etc.

Although the network 12 is shown to include one network computer 22 and 

four gaming units 20a, 20b, 20c, and 20d, it should be understood that different

20 numbers of computers and gaming units may be utilized. For example, the network .

12 may include a plurality of network computers 22 and tens or hundreds of gaming 

units 20, all of which may be interconnected via the network data link 24. Although 

the data link 24 is shown as a single data link 24, the data link 24 may comprise 

multiple data links.

25 The tournament gaming system 10 may additionally comprise a plurality of

gaming units 20e and 20f operatively coupled to the network 40 via respective 

communication links 44a and 44b. The communication links 44 may each comprise a 

wired and/or wireless link.

The tournament gaming system 10 also may comprise a tournament server 46,

30 which may be operatively coupled to the network 12 via a communication link 47 

and/or a communication link 48. The tournament server 46 may be used to facilitate, 

monitor, etc., tournament games played on the gaming units 20. The tournament

-11-
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1 server 46 may be operatively coupled to the gaming units 20 via a communication 

link 47 and/or a communication link 48. The communication links 47 and 48 may 
each comprise a wired and/or wireless communication link.

In one embodiment of the system 10, a player may choose to play a casino

5 game such as poker, keno, blackjack, slots, bingo, pachinko, card games, or any 
games of chance and the like, via a gaming unit 20. Additionally, the player may 
choose to play individually or to play in a tournament. Tournament play may include 
various tournament modes such as single player mode or multiplayer mode, or teams. 
Tournament play may also include various tournament games, for example, games of

10 chance such as slots, poker, blackjack, etc., games of skills such as trivia games, or 

combinations of games of chance and skill such as user-controlled reel-stop slot 
games, games such as Family Feud®, Jeopardy®, Wheel-of-Fortune®, etc. 
Tournament play may also include a progressive type jackpot where tournament prize 
amounts are proportional to the number of tournament players, the type of game,

15 whether the prize is awarded as one large jackpot or smaller secondary jackpots, etc.
In addition, tournament play may include multi-site tournaments where each site is 
made up of one or more teams. The teams may compete with each other in a round- 
robin type elimination, single elimination, double elimination, etc., until there is one 
remaining winning team. Thus, a team located in New Jersey can compete against

20 teams in Las Vegas and Australia.

Tournament Server Electronics

The tournament server 46 may comprise a computer such as a desk top 
computer, a lap top computer, a work station, a server, a mainframe, etc. Although in 
Fig. 1, the tournament server 46 is illustrated as being separate from the network

25 computer 22 and the gaming units 20, the tournament server 46 may be implemented 
by, for example, the network computer 22 and/or one of the gaming units 20.

Fig. 2 is a block diagram of a number of components that may be incorporated 
in one embodiment of the tournament server 46. The tournament server 46 may 
include a controller 100 that may comprise a program memory 102, a microcontroller

30 or microprocessor (MP) 104 (hereinafter referred to as microprocessor 104), a
random-access memory (RAM) 106, and an input/output (I/O) circuit 108, all of
which may be interconnected via an address/data bus 110. It should be appreciated

- 12 -
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1 that although only one microprocessor 104 is shown, the controller 100 may include 
multiple microprocessors 104. Similarly, the memory of the controller 100 may 
include multiple RAMs 106 and multiple program memories 102. Although the I/O 
circuit 108 is shown as a single block, it should be appreciated that the I/O circuit 108

5 may include a number of different types of I/O circuits. The RAM(s) 104 and 
program memory (or memories) 102 may be implemented as semiconductor 
memories, magnetically readable memories, and/or optically readable memories, for 

example. The program memory 102 may be a RAM, a ROM, a read/write or alterable 

memory such as a hard disk, etc. In the event a hard disk is used as a program
10 memory 102, the address/data bus 110 shown schematically in Fig. 2 may comprise 

multiple address/data buses, which may be of different types, and there may be an I/O 
circuit disposed between the address/data buses.

A display 112 and one or more input devices 114 may be operatively coupled 

to the I/O circuit 108, each of those components being so coupled by either a
15 unidirectional or bidirectional, single-line or multiple-line data link, which may 

depend on the design of the component that is used. As shown in Fig. 2, the 
components 112 and 114 may be coupled to the I/O circuit 108 via a respective direct 
link. Different connection schemes could be used. For example, these components 
may be coupled to the I/O circuit 108 via a common bus or other data link that is

20 shared by a number of components. Furthermore, some of the components may be 

directly coupled to the microprocessor 104 without passing through the I/O circuit 
108.

Gaining Units .

Fig. 3 A is a perspective view of one possible embodiment of one or more of
25 the gaming units 20. It should be understood that the design of one or more of the 

gaming units 20 may be different than the design of other gaming units 20. Some 
gaming units 20 (e.g., 20a, 20b, 20c, and 20d) may be any type of casino gaming unit 
and may have various different structures and methods of operation. Additionally, 
other gaming units 20 (e.g., 20e and 20f) may be a casino gaming unit, or may be a

30 general purpose computer (e.g., a desk top computer, lap top computer, tablet

computer, server, work station, main frame, personal digital assistant (PDA), cellular 
phone, etc.). Further some gaming units 20 may be incorporated into other devices 
such as a cable or satellite set-top box, a video game system (e.g., a PLAYSTATION

-13 -
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1 1™ or PLAYSTATION 2™ video game system from Sony, an XBOX™ video game 
system from Microsoft, a GAMECUBE™ video game system from Nintendo, etc.), a 

hand-held game system (e.g., a GAME BOY™ hand-held game system from 

Nintendo), etc. Various example designs and configurations of the gaming units 20

5 are described below, but it should be understood that numerous other designs may be 
utilized.

Referring to Fig. 3A, one example of a gaming unit 20 may include a housing 
or cabinet 150 and one or more input devices, which may include a coin slot or

. acceptor 152, a paper currency acceptor 154, a ticket reader/printer 156 and a card 
10 reader and/or writer (hereinafter "card reader/writer") 158, which may be used to

input value to the gaming unit 20. A value input device may include any device that 
can accept value from a customer. As used herein, the term “value” may encompass 
gaming tokens, coins, paper currency, ticket vouchers, credit or debit cards, and any 
other object representative of value.

15 If provided on the gaming unit 20, the ticket reader/printer 156 may be used to

read and/or print or otherwise encode ticket vouchers 160. The ticket vouchers 160 
may be composed of paper or another printable or encodable material and may have

, one or more of the following informational items printed or encoded thereon: the 
casino name, the type of ticket voucher, a validation number, a bar code with control

20 and/or security data, the date and time of issuance of the ticket voucher, redemption 
instructions and restrictions, a description of an award, and any other information that 
may be necessary or desirable. Different types of ticket vouchers 160 could be used, 
such as bonus ticket vouchers, cash-redemption ticket vouchers, casino chip ticket 
vouchers, extra game play ticket vouchers, merchandise ticket vouchers, restaurant

25 ticket vouchers, show ticket vouchers, etc. The ticket vouchers 160 could be printed
• with an optically readable material such as ink, or data on the ticket vouchers 160 

could be magnetically encoded. The ticket reader/printer 156 may be provided with 
the ability to both read and print ticket vouchers 160, or it may be provided with the 

ability to only read or only print or encode ticket vouchers 160. In the latter case, for
30 example, some of the gaming units 20 may have ticket printers 156 that may be used 

to print ticket vouchers 60, which could then be used by a player in other gaming 
units 20 that have ticket readers 156.

- 14-
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01 If provided, the card reader/writer 158 may include any type of card reading 
and/or writing device, such as a magnetic card reader or an optical card reader, and 

may be used to read (and, optionally, write) data from (to) a card offered by a player, 
such as a credit card, a player tracking card, a PC card, a smart card, etc. If provided

5 for player tracking purposes, the card reader/writer 158 may be used to read data 
from, and/or write data to, player tracking cards that are capable of storing data 

representing the identity of a player, the identity of a casino, the player’s gaming 
habits, etc.

The gaming unit 20 may include one or more audio speakers 162, a coin
10 payout tray 164, an input control panel 166 and a display unit 170 for displaying

display data relating to the game or games provided by the gaming unit 20. The audio 
speakers 162 may generate audio representing sounds such as the noise of spinning 
slot machine reels, a dealer’s voice, music, announcements or any other audio related 
to a casino game. The input control panel 166 may be provided with a plurality of

15 pushbuttons or touch-sensitive areas that may be pressed by a player to select games, 
make wagers, make gaming decisions, etc. The display unit 170 may be two 

dimensional display unit such as a color video display unit displaying images. 
Additionally, the display unit 170 may include a three dimensional display unit such 
as a holographic display, a stereoscopic display, a three dimensional display volume,

20 etc.

Fig. 3B illustrates one possible embodiment of the control panel 166, which 
may be used where the gaming unit 20 is a slot machine having a plurality of 
mechanical or “virtual” reels. In this embodiment, the control panel 166 may include 
a “See Pays” button 172 that, when activated, causes the display unit 170 to generate

25 one or more display screens showing the odds or payout information for the game or 
games provided by the gaming unit 20. As used herein, the term “button” is intended 
to encompass any device that allows a player to make an input, such as an input 
device that must be depressed to make an input selection or a display area that a 
player may simply touch, select with a mouse, etc. The control panel 166 may

30 include a “Cash Out” button 174 that may be activated when a player decides to 
terminate play on the gaming unit 20, in which case the gaming unit 20 may return 
value to the player, such as by returning a number of coins to the player via the payout 
tray 164.

- 15 -
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1 If the gaming unit 20 provides a slots game having a plurality of reels and a 
plurality of paylines which define winning combinations of reel symbols, the control 

panel 166 may be provided with a plurality of selection buttons 176, each of which 
allows the player to select a different number of paylines prior to spinning the reels.

5 For example, five buttons 176 may be provided, each of which may allow a player to 

select one, three, five, seven or nine paylines.

If the gaming unit 20 provides a slots game having a plurality of reels, the 
control panel 166 may be provided with a plurality of selection buttons 178 each of 
which allows a player to specify a wager amount for each payline selected. For

10 example, if the smallest wager accepted by the gaming unit 20 is a quarter ($0.25), the 
gaming unit 20 may be provided with five selection buttons 178, each of which may 
allow a player to select one, two, three, four or five quarters to wager for each payline 

selected. In that case, if a player were to activate the “5” button 176 (meaning that 
five paylines were to be played on the next spin of the reels) and then activate the “3”

15 button 178 (meaning that three coins per payline were to be wagered), the total wager 
would be $3.75 (assuming the minimum bet was $0.25).

The control panel 166 may include a “Max Bet” button 180 to allow a player 
to make the maximum wager allowable for a game. In the above example, where up 
to nine paylines were provided and up to five quarters could be wagered for each

20 payline selected, the maximum wager would be 45 quarters, or $ 11.25. The control 
panel 66 may include a spin button 182 to allow the player to initiate spinning of the 
reels of a slots game after a wager has been made.

In Fig. 3B, a rectangle is shown around the buttons 172,174,176, 178, 180, 
182. It should be understood that that rectangle simply designates, for ease of

25 reference, an area in which the buttons 172,174, 176,178,180,182 may be located. 
Consequently, the term “control panel” should not be construed to imply that a panel 
or plate separate from the housing 150 of the gaming unit 20 is required, and the term 
“control panel” may encompass a plurality or grouping of player activatable buttons.

Although one possible control panel 166 is described above, it should be
30 understood that different buttons could be utilized in the control panel 166, and that 

the particular buttons used may depend on the game or games that could be played on 
the gaming unit 20. Although the control panel 166 is shown to be separate from the

- 16-
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1 display unit 170, it should be understood that the control panel 166 could be generated 
by the display unit 170. In that case, each of the buttons of the control panel 166 
could be a colored area generated by the display unit 170, and some type of 
mechanism may be associated with the display unit 170 to detect when each of the

5 buttons was touched, such as a touch-sensitive screen.

Gaming Unit Electronics

Fig. 4 is a block diagram of a number of components that may be incorporated 
with the gaming unit 20. The gaming unit 20 may include a controller 200 that may 
comprise a program memory 202, a microcontroller or microprocessor (MP) 204 ’

10 (hereinafter referred to as microprocessor 204), a random-access memory (RAM) 206, 
and an input/output (I/O) circuit 208, all of which may be interconnected via an 
address/data bus 210. It should be appreciated that although only one microprocessor 
204 is shown, the controller 200 may include multiple microprocessors 204.
Similarly, the memory of the controller 200 may include multiple RAMs 206 and

15 multiple program memory (or memories 202). Although the I/O circuit 208 is shown 

as a single block, it should be appreciated that the I/O circuit 208 may include a 
number of different types of I/O circuits. The RAM(s) 206 and program memories 
202 may be implemented as semiconductor memories, magnetically readable 
memories, and/or optically readable memories, for example.

20 The program memory 202 may include a RAM, a read-only memory (ROM)
102, a read/write or alterable memory, such as a hard disk, etc. In the event a hard 
disk is used as a program memory, the address/data bus 210 shown schematically in 
Fig. 4 may comprise multiple address/data buses, which may be of different types, 
and there may be an I/O circuit disposed between the address/data buses.

25 Fig. 4 illustrates that the control panel 166, the coin acceptor 152, the bill .

acceptor 154, the card reader 158, the ticket reader/printer 156, and the display unit 
170 may be operatively coupled to the I/O circuit 208, each of those components 
being so coupled by either a unidirectional or bidirectional, single-line or multiple
line data link, which may depend on the design of the component that is used. The

30 speaker(s) 162 may be operatively coupled to a sound circuit 212, that may comprise 

a voice- and sound-synthesis circuit or that may comprise a driver circuit. The sound 
generating circuit 212 may be coupled to the I/O circuit 208.
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1 As shown in Fig. 4, the components 152,154,156, 158, 166,170, 212 may be 
coupled to the I/O circuit 208 via a respective direct line or conductor. Different 
connection schemes could be used. For example, one or more of the components . 

shown in Fig. 4 may be coupled to the I/O circuit 208 via a common bus or other data
I

5 link that is shared by a number of components. Furthermore, some of the components 
may be directly coupled to the microprocessor 204 without passing through the I/O 
circuit 208.

Although the example gaming unit 20 described with reference to Figs. 3A,

3B, and 4 is generally a casino gaming machine, some or all of the gaming units 20
10 may be a general purpose computer. Thesegaming units need not, for example, be 

incorporated in a casino game housing, or include many of the components described 
with reference to Fig. 4 (e.g., coin acceptor 152, bill acceptor 154, ticket reader/writer 
156, etc.). Additionally, such a gaming unit 20 may include other components such as 
a keyboard, key pad, mouse, joystick, etc.

15 Additionally, although the example gaming unit 20 described with reference
Fig. 3A is generally a floor-based casino gaming machine, some or all of,the gaming 
units 20 may be casino gaming machine configured for placement on, for example, a 
desk top, table top, etc. Further, a gaming unit may be incorporated into a table, a 

wall, etc.

20 Tournament Operation

In general, the embodiments described herein may allow more flexible 
approaches to tournament gaming. For example, some embodiments may allow 
players to join a tournament already in progress, or to participate in the tournament 
for only a subset of the tournament time. Additionally, some embodiments may

25 permit a player to participate in a tournament using a variety of types of gaming units, 
rather than being restricted to using a casino game machine from a set of casino game 
machines specifically allocated by a casino for the tournament.

Fig. 5 is a flow diagram illustrating one embodiment of a tournament gaming 
method. The method 250 may be implemented by a gaming system such as the

30 tournament gaming system 10 of Fig. 1, and will be described with reference to Fig.
. 1. At block 254, a tournament time may be determined. The tournament time may be

defined by, for example; a start time and duration, a start time and an end time, etc.
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1 The tournament time may be determined, for example, manually by a tournament host 
person, according to a predetermined schedule (e.g., at certain times of the day, at 

certain times of certain days, every 3 hours, etc.), upon a certain number of persons 
indicating they wish to play in a tournament, upon a group of persons deciding

5 amongst themselves to start a tournament, etc. The tournament time may be any 
suitable length of time. For example, the tournament time may be one minute, five 

minutes, ten minutes, one hour, several hours, one day, several days, one week, 
several weeks, etc. Additionally, the tournament time may be one contiguous block 

of time, or a plurality, of time segments. As one example, a tournament may comprise
10 several different rounds, where each round is a time period separated in time from the 

other rounds. For example, each round may be spaced from other rounds by 30 
minutes, one hour, one day, etc. In other embodiments, the tournament time may be 
contiguous, but segmented into a plurality of rounds.

At block 258, the tournament may be advertised. For example, the tournament
15 server 46 may transmit a message to some or all of the gaming units 20 that indicates 

a tournament will be held. The message may indicate the tournament time 
(determined at block 254). The message may be transmitted according to one or more 
of any appropriate communication protocols such as an internet protocol (IP), a 
wireless communication protocol, an e-mail protocol, a hyper text transfer protocol

20 (HTTP), etc. Additionally or alternatively, an advertisement of the tournament could 
be published on a web site, in a newspaper, in a magazine, etc. The advertisement 
may include instructions on how to enroll in the tournament. For example, for a 
gaming unit 20 located in a casino, a player may be instructed to select a particular 
button if he or she wishes to play in the tournament As another example, people may

25 be directed to a web site via which they may enroll using, for example, a general 
purpose computer.

At block 262, players wishing to play in the tournament may enroll in the 
tournament prior to the tournament beginning. Enrolling in the tournament may 

include transmitting enrollment data to the tournament server 46 from, for example, a
30 gaming unit 20. The enrollment data may include one or more of data indicating the 

player wishes to play in the tournament, data indicating a particular gaming unit 20 at 
which the player wishes to play, data indicating a fee has been received from the 
player, data for charging the fee to a credit card, debit card, account, etc., a name,
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•t nickname, or other identifier associated with the player. As will be described in more 
detail below, the enrollment data may additionally or alternatively include data 
indicative of a subset of the tournament playing time that the player wishes to play.
The data indicative of the subset may include, for example, a time, after the

5 tournament has already started, at which to begin playing, a time slot within the 
tournament time during which the player wishes to play, etc. The enrollment data 
may be indicative of a subset of time merely by when the enrollment data is received. 
For example, if the enrollment data is received after the tournament has already 
started, the enrollment data may indicate that the player wishes to play during the

10 remaining time of the tournament. As will also be described below, the enrollment 
data may include data indicating that the player wishes to have a software agent play 
autonomously on behalf of the player. Additionally, the enrollment data may include 
data indicating that several players wish to play as a team.

At block 266, the tournament may begin at the start time of the tournament.
15 For example, the tournament server 46 may begin the tournament by starting a timer 

at the appropriate time, monitoring a clock, etc.

At block 270, gaming units 20 at which enrolled players are present may be 
enabled for permitting tournament play. Once a gaming unit 20 is enabled, the player 
may play games and accumulate a score. For players that are enrolled and that have

20 chosen to begin playing from the beginning of the tournament, their gaming units 20 
may be enabled at substantially the same time as the beginning of the tournament 
(block 266). As will be described below, gaming units 20 may also be enabled at a 
time subsequent to the beginning of the tournament.

In one embodiment, the tournament server 46 may enable a gaming unit 20 by
25 sending an enable signal to the gaming unit 20 at substantially the same time as the 

gaming unit 20 is to be enabled. The enable signal may be, for example, an analog or 
digital signal, a code, an alpha-numeric number, etc. In another embodiment, the 
tournament server 46 may enable a gaming unit 20 by sending an enable signal to the 

gaming unit at a time prior to when the gaming unit 20 is to be enabled (including at a
30 time prior to the beginning of the tournament). In this embodiment, the enable signal 

may include or be associated with an indication of the time at which the gaming unit 
20 is to be enabled. The gaming unit 20 may then analyze the enable signal received
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from the tournament server 46 to determine when it is to be enabled, and may then 
enable itself at the appropriate time.

. At block 274, gaming units 20 at which enrolled players are present may be

disabled for permitting tournament play. Once a gaming unit 20 is disabled, the
5 player may no longer play games in the tournament. For players that have chosen to 

play until the end of the tournament, their gaming units 20 may be disabled at 
substantially the same time as the end of the tournament. As will be described below, 

gaming units may also be disabled at a time prior to the end of the tournament.

In one embodiment, the tournament server 46 may disable a gaming unit 20 by
10 sending a disable signal to the gaming unit 20 at substantially the same time as the 

gaming unit 20 is to be disabled. The disable signal may be, for example, similar to 
the enable signal described above. In another embodiment, the tournament server 46 
may disable a gaming unit 20 by sending a disable signal to the gaming unit at a time 
prior to when the gaming unit 20 is to be disabled (including at a time prior to the

15 beginning of the tournament). In this embodiment, the disable signal may include or 
be associated with an indication of the time at which the gaming unit 20 is to be 
disabled. The gaming unit 20 may then analyze the disable signal received from the 
tournament server 46 to determine when it is to be enabled, and may then disable 
itself at the appropriate time. In one specific embodiment, the enable signal and the

20 disable signal may be a common signal that includes, or is associated with, both a 
time at which to enable the gaming unit 20 and a time at which to disable the gaming 
unit 20. .

At block 278, the tournament server 46 may update tournament standings. For 
example, the tournament server 46 may receive updated player scores from the

25 participating gaming units 20, and may generate current tournament standings based 

on these updates. Then, the tournament server 46 may transmit the tournament 
standings to some or all the participating gaming units 20.

At block 282, players wishing to play in the tournament may enroll in the 
tournament after the tournament has started. Players may enroll in a manner similar

30 to that described with reference to block 262.

At block 286, it may be determined whether the tournament should be ended. 
For example, the tournament may end when the tournament time expires, upon a

-21 ··



20
11

20
04

34
 

02
 F

eb
 20

11

I

player achieving a predetermined score, result, etc. The tournament server 46 may 
determine whether the tournament should be ended by, for example, monitoring a 
clock, monitoring a timer, monitoring the tournament standings, monitoring results of 

individual players, etc.

5 At block 290, winners of the tournament may be determined. A tournament
may have zero, one, or a plurality of winners. The tournament server 46 may 
determine winners based on, for example, the tournament standings, monitoring 
results of individual players, etc. At block 294, if winners have been determined, the 
tournament server 46 may instruct the gaming units 20 corresponding to the winners 

10 to provide value payouts to the winning players. Providing value payouts may
include dispensing money, dispensing a voucher that the player may "cash in" or use 
to play other games, make purchases, etc. A voucher may also permit a player to 
obtain a non-monetary prize such as a dinner at a restaurant, tickets to a show, a paid- 
for trip, a car, etc. Providing value payouts may also include transferring value to an 

15 account, smart card, etc.

The above-described embodiments provide a player with more flexibility in 
participating in a tournament game. For example, the player need not join the 
tournament for the entire tournament time, but may merely join the tournament for a 
subset of the tournament time or may elect to have a software agent play on his or her

20 behalf. Various additional embodiments that permit a player to flexibly participate in 
a tournament will now be described.

"Time Slot" Tournament Participation

Fig. 6A is a flow diagram illustrating one embodiment of an enrollment 
method that may be implemented by the tournament server 46 of Fig. 1. In this

25 embodiment, the tournament time may be partitioned into a plurality of time slots, and 

a player may join the tournament for one or more of these time slots. Each time slot 
may be non-overlapping and/or overlapping in time with other time slots. 

Additionally, all the time slots may be of the same duration or of differing durations. 
If the aggregate amount of time corresponding to the time slot(s) selected by a player

30 is less than the total tournament time, the fee charged to the player may be lower as 
compared to the fee for playing for the total tournament time.
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01 At block 304 of the method 300, the time slots available in the tournament 
may be advertised. For example, the tournament server 46 may transmit information 

to some or all of the gaming units 20 that indicates available time slots. The 

information may be transmitted according to one or more of any appropriate

5 communication protocols such as IP, a wireless communication protocol, an e-mail 
protocol, HTTP, etc. A gaming unit 20 may display indications of the available time 
slots on a display so that a player can view the available time slots. Additionally or 

alternatively, an advertisement of the available time slots could be published on a web 
site, in a newspaper, ip a magazine, etc. The advertisement may include instructipns

10 on how to select one or time slots in which to participate. As an example, for a
gaming unit 20 located in a casino, a player may be instructed to select a particular 
button, an area of a touch screen, etc., if he or she wishes to play in a particular time 
slot. As another example, people may be directed to a web site via which they may 
choose one or more time slots using, for example, a general purpose computer. The

15 player may select time slots that form a contiguous segment of time or non
contiguous segments of time.

After the player has chosen one or more time slots, the tournament server 46 
may receive a request to purchase the right to play in the tournament during the 
selected time slots (block 308). For example, the gaming unit 20 on which a player

20 has selected one or more time slots may transmit a message to the tournament server 
46 indicating that the player wishes to purchase the right to play in the tournament 
during the selected time slots.

At block 312, the tournament server 46 may determine the fee corresponding 
to the selected time slots. This may comprise calculating the fee and/or looking up a

25 fee or fees associated with each selected time slot in a look-up table or database. The 

fee may be based on one or more of the number of selected time slots, the particular 
time slots selected, the aggregate amount of time corresponding to the selected time 
slots, etc. In one specific example, the fee may be based on a ratio of the aggregate 
amount of selected time and the total tournament time. For instance, if a player

30 selects time slot(s) that, in the aggregate, correspond to half of the total tournament 
time, the fee for those selected time slot(s) may be one half the fee for playing for the 
entire tournament time. Many other types of fee arrangements may be used as well. 
For example, time slots may be priced according to their relative position within the
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total tournament time. For instance, time slots at the beginning of the tournament 
may be cheaper than time slots at the end of the tournament. As another example, if 
the tournament comprises several rounds, a player may be given the option to skip 
one or more of the initial rounds by paying an increased fee for time slot(s) in a

5 subsequent round.

At block 316, the tournament server 46 may transmit a request for payment to 
the gaming unit 20. The request may include an indication of the amount of payment 

required to purchase the selected time slots. At block 320, the tournament server 46 
may receive an indication that the requested payment was received. For example, the

10 gaming unit 20 may transmit to the tournament server 46 an indication that the player 
submitted the requested payment to the gaming unit 20 by, for example, inserting 
currency, deducting value from a smart card, authorizing a charge to a credit card or 
debit card, authorizing a deduction from an account, etc. Additionally or 
alternatively, the gaming unit 20 may transmit to the tournament server 46

15 information for charging the fee to a credit card or debit card, for deducting the fee 
from an account, etc.

At block 324, an "admission ticket" may be generated. The "admission ticket" 
may comprise information for allowing the player entry into the tournament. Such 
information may be stored on a computer readable medium, printed on paper, etc.

20 The "admission ticket" may include one or more identifiers (the identifier). The
identifier may be, for example, indicative of the particular time slot(s) purchased by 
the player, the particular tournament, the player, etc. The "admission ticket" may 
include additional information such as the fee paid by the player, the player's name, 
the date of the tournament, the time of the tournament, etc.

25 At block 328, the "admission ticket" may be sent to the player at block 328.
For example, the tournament server 46 may transmit the "admission ticket" to the 
gaming unit 20. Additionally, or alternatively, the "admission ticket" may be sent to 
an e-mail associated with the player, printed on paper and mailed to the player, etc.

If the player plans to play in the tournament using a different gaming unit 20

30 than the player used to enroll, the player may use the "admission ticket" to be

admitted to the tournament using the different gaming unit, as will be described in 
more detail below. Similarly, if the player has enrolled far in advance of the
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1 tournament, the player may use the "admission ticket" to be admitted to the 

tournament at an appropriate time.

Fig. 6B is a flow diagram illustrating one embodiment of a method that may 

be implemented by the tournament server 46 of Fig. 1. The method 330 is for

5 facilitating play of a tournament.

At block 332, the tournament server 46 may receive a request to be admitted 
to the tournament from a gaming unit 20. The request may include information from 
an "admission ticket" generated at block 324 of Fig. 6A. For example, the request 
may include an identifier indicative of, for example, the particular time slot(s)

10 purchased by the player, the particular tournament, the player, etc.

At block 334, the tournament server 46 may enable the gaming unit 20 for 
tournament play at the appropriate time. For example, if the purchased time slot(s) 
represent a contiguous segment of time, the tournament server 46 may enable the 
gaming unit 20 at the beginning of that time segment. If a plurality of time slots were

15 purchased that form a plurality of non-contiguous time segments, the tournament 
server 46 may enable the gaming unit 20 at the beginning of each of those time 
segments. The gaming unit 20 may be enabled in a manner similar to those described 
with reference to block 270 of Fig. 5. In some embodiments, the gaming unit 20 may 
enable itself at the appropriate time.

20 At block 336, the tournament server 46 may disable the gaming unit 20 for
tournament play at the appropriate time. For example, if the purchased time slot(s) 
represent a contiguous segment of time, the tournament server 46 may disable the 
gaming unit 20 at the end of that time segment. If a plurality of time slots were 
purchased that form a plurality of non-contiguous time segments, the tournament

25 server 46 may disable the gaming unit 20 at the end of each of those time segments. 
Additionally, the tournament server 46 may disable the gaming unit 20 if the 
tournament ends prior to the end of a purchased time slot (e.g., if another player has 
already won the tournament). The gaming unit 20 may be disabled in a manner 

similar to those described with reference to block 274 of Fig. 5. In some
30 embodiments, the gaming unit 20 may disable itself at the appropriate time.

' Fig. 7A is a flow diagram illustrating one embodiment of an enrollment 
method that may be implemented by a gaming unit 20 of Fig. 1. In this embodiment,
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the tournament time may be subdivided into a plurality of time slots, and a player may 
choose to join the tournament for one or more of these time slots. Each time slot may 
be non-overlapping and/or overlapping in time with other time slots. Additionally, 
all the time slots may be of the same duration or of differing durations.

5 At block 344 of the method 340, a player may choose one or more time slots
I

in which to play in the tournament. For example, the tournament server 46 may 

transmit information to the gaming units 20 that indicates available time slots in a 

manner similar to that described with reference to block 304 of Fig. 6. A gaining unit 

20 may display indications of the available time slots on a display so that a player can
10 view the available time slots. As one example, for a gaming unit 20 located in a 

casino, the player may select a particular button, an area of a touch screen, etc., to 
select a particular time slot. As another example, the player may choose one or more 
time slots via a web site using, for example, a general purpose computer.

After the player selects the time slot(s), the gaming unit 20 may send a request
15 to purchase the right to play in the tournament during the selected time slot(s) (block 

348). For example, the gaming unit 20 on which a player has selected one or more 
time slots may transmit a message to the tournament server 46 indicating that the 
player wishes to purchase the right to play in the tournament during the selected time 
slots.

20 At block 352, the gaming unit 20 may receive an indication of the fee required
to participate during the requested time slot(s). An indication of the required fee may 

then be displayed to the player. At block 356, the gaming unit 20 may receive from 

the player payment of the fee. For example, the player may submit the requested 
payment to the gaming unit 20 by, for example, inserting currency, authorizing

25 deduction of value from a smart card, authorizing a charge to a credit card or debit 
card, authorizing a deduction from an account, etc.

At block 358, the gaming unit 20 may transmit to the tournament server 46 an 
indication that the requested payment was received. For example, the gaming unit 20 
may transmit to the tournament server 46 an indication that the player submitted the

30 requested payment to the gaming unit 20. Additionally or altemativeiy, the gaming 

unit 20 may transmit to the tournament server 46 information that the tournament
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01 server 46 may then use to, for example, charge the fee to a credit card or debit card, 

deduct the fee from an account, etc.

At block 360, the gaming unit 20 may receive the "admission ticket" from the 

server, and at block 362, the "admission ticket" may be printed on, for example, a

5 piece of paper. The printed "admission ticket" may include a bar code, or the like, 
representative of information needed to gain admission to the tournament. In other 
embodiments, the "admission ticket" may be stored on a smart card, player tracking 
card, etc.

Fig. 7B is. a flow diagram illustrating one embodiment of a method that may
10 be implemented by a gaming unit 20 of Fig. 1. At block 368, the gaming unit 20 may 

receive an admission ticket from the player. For example, the player may insert a 
printed "admission ticket" into a ticket reader of the gaming unit 20. As another 
example, the player may insert a smart card into a card reader, where the "admission 
ticket" has been stored on the smart card. As yet another example, the player may

15 enter (using, for example, a keyboard, keypad, touch screen, etc., of the gaming unit 
20) an identifier that will allow the player to be admitted to the tournament.

At block 370, the gaming unit 20 may send to the tournament server 46 a 
request for admission to the tournament. The request may include an identifier or 
identifiers indicative of, for example, the particular time slot(s) purchased by the

20 player, the particular tournament, the player, etc.

At block 372, the gaming unit 20 may receive an enable signal from the 
tournament server 46 that enables the gaming unit 20 for tournament play at the 
appropriate time. For example, if the purchased time slot(s) represent a contiguous 
segment of time, the gaming unit 20 may be enabled at the beginning of that time

25 segment. If a plurality of time slots were purchased that form a plurality of non
contiguous time segments, the gaming unit 20 may enabled at the beginning of each 
of those time segments. The gaming unit 20 may be enabled in a manner similar to 
those described with reference to block 270 of Fig. 5. In some embodiments, the 
gaming unit 20 may enable itself at the appropriate time.

30 While enabled, the gaming unit 20 may permit the player to play games in the
tournament (block -374). Games that may be played in a tournament may include 
casino games such as poker, keno, blackjack, slots, bingo, pachinko, card games, or
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1 any games of chance and the like. Other games that may be played include trivia 
games, user-controlled reel-stop slot games, Family Feud®, Jeopardy®, Wheel-of- 
Fortune®, etc. The games may be played in single player mode, multiplayer mode, 
and/or team mode.

5 At block 376, the gaming unit 20 may receive a disable signal from the

tournament server 46 that disables the gaming unit 20 for tournament play at the 
appropriate time. For example, if the purchased time slot(s) represent a contiguous 
segment of time, the gaming unit 20 may be disabled at the end of that time segment. 
If a plurality of time slots were purchased that form a plurality of non-contiguous time

10 segments, the gaming unit 20 may be disabled at the end of each of those time
segments. Additionally, the gaming unit 20 may be disabled if the tournament ends 
prior to the end of a purchased time slot (e.g., if another player has already won the 
tournament). The gaming unit 20 may be disabled in a manner similar to those 
described with reference to block 274 of Fig. 5. In some embodiments, the gaming

15 unit 20 may disable itself at the appropriate time.

At block 378, the gaming unit 20 may report the player's score to the 

tournament server 46. The score may be reported after the player has finished playing 
in the tournament (e.g., the player's final score). Additionally, the player's current 
score may be reported once, several times, or numerous times, during the player's

20 participation in tournament. Using this information, the tournament server 46 may be 
able to provide tournament players with current standings while the tournament is in 
progress.

If a winning player had played for less than the total tournament time, the 
winning player may be awarded a less valuable prize. For example, if the prize were

25 $1,000, a player playing for 50% of the total time could win $500. In other
embodiments, a player may be eligible for the full prize even if playing for less than 
the total tournament time.

In some embodiments, an "admission ticket" may not be needed. For 
example, if the player is to remain on the same gaming unit 20 for both enrolling and

30 playing in the tournament, generation of an "admission ticket" may be omitted. Thus, 

in some embodiments blocks 324 and 328 of Fig. 6A, block 332 of Fig. 6B, blocks 
360 and 362 of Fig. 7A, and blocks 368 and 370 of Fig. 7B may be omitted if desired.
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1 In these embodiments, the methods 300 and 330 of Figs. 6A and 6B may be combined 

into a single method where the method proceeds from block 320 to block 334. 

Similarly, the methods 340 and 366 of Figs. 7A and 7B may be combined into a 

single method where the method proceeds from block 358 to block 372.

5 "Flex-Time" Tournament Participation

Fig. 8A is a flow diagram illustrating one embodiment of an enrollment 
method that may be implemented by the tournament server 46 of Fig. 1. In this 
embodiment, a player may join the tournament after the tournament has already 
begun. If the tournament has already begun, the player may be charged a reduced fee.

10 At block 384 of the method 380, the tournament server 46 may receive a
request to purchase the right to play in the tournament. For example, the gaming unit 
20 on which a player wants to play may transmit a message to the tournament server 
46 indicating that the player wishes to purchase the right to play in the tournament.

At block 388, the tournament server 46 may determine the fee to be charged to
15 the player for playing in the tournament. This may comprise calculating the fee

and/or looking up a fee in a look-up table or database. The fee may be based on, for 
example, the time at which the request was received (block 384) as compared to the 
time at which the tournament is to start or has started. In one specific example, if the 

request is received prior to the tournament starting, the fee may be the fee for playing
20 for the entire tournament time. If the request is received after the tournament starting, 

the fee may be based on a time left in the tournament as compared with the total 
tournament time. For instance, if a player chooses to join the tournament at the half 
way mark, the fee may be one half the fee for playing for the entire tournament time. 
In determining the fee, delays that will occur before the player actually may begin

25 playing may be taken into account. For example, the player may be allowed to start 

playing 5 minutes after the request is received (block 384), and the fee may be based 
on that start time rather than when the request was received.

At block 392, the tournament server 46 may transmit a request for payment to 
the gaming unit 20. The request may include an indication of the amount of payment

30 required to buy in to the tournament. At block 396, the tournament server 46 may 
secrave an indication that the requested payment was received. For example, the . 
gaming unit 20 may transmit to the tournament server 46 an indication that the player
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submitted the requested payment to the gaming unit 20 by, for example, inserting 
currency, deducting value from a smart card, authorizing a charge to a credit card or 
debit card, authorizing a deduction from an account, etc. Additionally or 

alternatively, the gaming unit 20 may transmit to the tournament server 46

5 information for charging the fee to a credit card or debit card, for deducting the fee 
from an account, etc.

At block 398, an "admission ticket" may be generated similar to the 
"admission ticket" described with reference to Figs. 6A, 6B, 7A, and 7B. The 

"admission ticket" may include one or more identifiers that may be, for example,
10 indicative of the particular time at which the player may start playing, the particular 

tournament, the player, etc. At block 400, the "admission ticket" may be sent to the
player in a same or similar manner as described with reference to Fig. 6A.

I
Fig. 8B is a flow diagram illustrating one embodiment of a method that may 

be implemented by the tournament server 46 of Fig. 1. At block 406 of the method
15 404, a request for admission may be received in a same or similar manner as

described with reference to Fig. 6B.

At block 408, the tournament server 46 may enable the gaming unit 20 for 
tournament play at the appropriate time. For example, if the indication of payment 
was received prior to the start of the tournament, and the player paid a fee

20 corresponding to playing for the full tournament time, the tournament server 46 may 
wait to enable the gaming unit 20 substantially at the same time as the beginning of 
the tournament. As another example, the tournament server 46 may enable the 
gaming unit 20 at a time that corresponds to the amount paid by the player. The 
gaming unit 20 may be enabled in a manner similar to those described with reference

25 to block 270 of Fig. 5. In some embodiments, the gaming unit 20 may enable itself at 
the appropriate time.

At block 410, the tournament server 46 may disable the gaming unit 20 for
tournament play at the appropriate time. For example, the tournament server 46 may

disable the gaming unit 20 when the tournament ends (e.g., at the end of the
30 to’B'nsjij.ent time, if another player has already won the tournament, etc.). The gaming

unit 20 may be disabled in a manner similar tc those described with reference to block

30



20
11

20
04

34
 

02
 F

eb
 2

01
1

274 of Fig. 5. In some embodiments, the gaming unit 20 may disable itself at the 
appropriate time.

Fig. 9A is a flow diagram illustrating one embodiment of an enrollment 
method that may be implemented by a gaming unit 20 of Fig. 1. In this embodiment,

5 a player may join the tournament after the tournament has already begun. If the 
tournament has already begun, the player may be charged a reduced fee.

At block 424 of the method 420, the gaming unit 20 may send a request to 
purchase the right to play in the tournament to the tournament server. At block 428, 

the gaming unit 20 rriay receive an indication of the fee required to play in the
10 tournament. An indication of the required fee may then be displayed to the player. At 

block 432, the gaming unit 20 may receive from the player payment of the fee. For 
example, the player may submit the requested payment to the gaming unit 20 in a 
manner similar to that described with reference to block 356 of Fig. 7.

At block 436, the gaming unit 20 may transmit to the tournament server 46 an
15 indication that the requested payment was received. For example, the gaming unit 20 

may transmit to the tournament server 46 an indication that the player submitted the 
requested payment to the gaming unit 20. Additionally or alternatively, the gaming 

unit 20 may transmit to the tournament server 46 information that the tournament 
server 46 may then use to, for example, charge the fee to a credit card or debit card,

20 deduct the fee from an account, etc.

At blocks 438 and 440, the gaming unit 20 may receive and print an 
"admission ticket" in the same or similar manner as described with reference to Fig. 
7A.

Fig. 9B is a flow diagram illustrating one embodiment of a method that may 
25 be implemented by a gaming unit 20 of Fig. 1. At blocks 446 and 448, the gaming

unit 20 may receive and "admission ticket" from the player and may send a request 
for admission to the tournament in a same or similar manner as described with 
reference to Fig. 7B.

At block 450, the gaming unit 20 may receive an enable signal from the 
30 tournament server 46 that enables the gaming unit 20 for tournament play at the

appropriate time. The gaming unit 20 may be enabled in a manner similar to those 
described with reference to block 270 of Fig. 5. In some embodiments, the gaming
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1 unit 20 may enable itself at the appropriate time. While enabled, the gaming unit 20 
may permit the player to play games in the tournament (block 452).

At block 454, the gaming unit 20 may receive a disable signal from the 

tournament server 46 that disables the gaming unit 20 for tournament play at the

5 appropriate time. The gaming unit 20 may be disabled in a manner similar to those 

described with reference to block 274 ofFig. 5. In some embodiments, the gaming 

unit 20 may disable itself at the appropriate time.

At block 456, the gaming unit 20 may report the player's score to the 
tournament server 46. The score may be reported after the player has finished playing

10 in the tournament (e.g., the player's final score). Additionally, the player's current 
score may be reported once, several times, or numerous times, during the player's 
participation in tournament.

In some embodiments, a player may be allowed to specify a start time and, 
optionally, an end time for playing in the tournament. In these embodiments, the fee

15 could be determined based on, for example, one or more of the amount of time

between the start time and the end of the tournament or the end time chosen by the 
player, the chosen start time as compared to the start time of the tournament, etc. If 
an end time is chosen, the gaming unit 20 could be disabled at the chosen end time.

If a winning player had played for less than the total tournament time, the
20 winning player may be awarded a less valuable prize. For example, if the prize were 

$1,000, a player playing for 50% of the total time could win $500. In other 
embodiments, a player may be eligible for the full prize even if playing for less than 
the total tournament time.

Similar to Figs. 6A, 6B, 7A, and 7B, an "admission ticket" may not be needed.
25 Thus, in these embodiments, the methods 380 and 404 of Figs. 8A and 8B may be 

combined into a single method where the method proceeds from block 396 to block 
408. Similarly, the methods 420 and 444 of Figs. 9A and 9B may be combined into a 
single method where the method proceeds from block 436 to block 450.

"Purchased-Time" Tournament Participation

30 In a variation of the embodiments described with reference to Figs. 8A, 8B,
9A and 9B, the tournament could be scheduled to run over a relatively long period of 
time, such as a week, but where players generally participate for much shorter
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1 periods, such as one hour. In these variations, the fee may be based on, for example, 
the amount of time the player desires to participate in the tournament. Further, the 
gaming unit 20 could be disabled after the player had participated in the tournament 

for the purchased amount of time. The player could utilize his or her purchased

5 tournament time in one shot, or the player could utilize the purchased tournament time 
over several discrete intervals. For example, if the player purchased one hour of 
playing time, the player could play for 15-minute intervals over several days. At the 
end of the tournament time, the winning players (if any) could be announced.

In such a tournament, a standard playing time may be set prior to the
10 tournament beginning. As just one specific example, if the total tournament time 

were 3 days, a standard time might be 1 hour. If a winning player had played for 
more or less than the standard playing time, the winning player maybe awarded a 
more or less valuable prize. For example, if the prize were $ 1,000, a player playing 
for 50% of the standard time could win $500. In other embodiments, a player may be

15 eligible for the full prize even if playing for more or less than the standard time.

"Compressed-Time" Tournament Participation

Fig. 10A is a flow diagram illustrating one embodiment of an enrollment 
method that may be implemented by the tournament server 46 of Fig. 1. In this 
embodiment (method 460), a player may join the tournament after the tournament has

20 already begun. If the tournament has already begun, the player may be charged the 
same fee as someone who has joined the tournament for the full tournament time. For 
each game played by the player during the tournament, however, the player may 
receive more points for a given game outcome as compared with a player who plays 
for the full tournament time. For example, each game played by a player in the

25 tournament may be initiated with a predetermined "credits-in" amount, where the 
points awarded for a given game outcome is based on the credits-in amount. For 
example, if the credits-in amount is doubled, the points awarded for a given game 
outcome may be doubled. Thus, if a player joins the tournament after it has already 
started (but pays the full tournament fee), each game played by the player may be

30 initiated with a higher credits-in amount as compared with a player that started at the 
beginning of the tournament.
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1 The tournament server 46 may receive a request to purchase the right to play 
in the tournament (block 464). For example, the gaming unit 20 on which a player 

wants to play may transmit a message to the tournament server 46 indicating that the 

player wishes to purchase the right to play in the tournament.

5 At block 468, the tournament server 46 may determine the fee to be charged to

the player for playing in the tournament. This may comprise calculating the fee 

and/or looking up a fee in a look-up table or database.

At block 472, the tournament server 46 may transmit a request for payment to 

the gaming unit 20. The request may include an indication of the amount of payment
10 required to buy in to the tournament. At block 476, the tournament server 46 may

receive an indication that the requested payment was received. Receiving the 
indication may occur in a manner similar to that described with reference to block 396 
of Fig. 8.

At block 480, the tournament server 46 may determine the credits-in value
15 with which games played by the player will be initiated. This may comprise

calculating the credits-in value and/or looking up a credits-in value in a look-up table 

or database. The credits-in value may be based on, for example, the time at which the 
request was received (block 464) as compared to the time at which the tournament is 
to start or has started. In one specific example, if the request is received prior to the

20 tournament starting, the credits-in value may be the credits-in value for playing the 
entire tournament time. If the request is received after the tournament starting, the 
credits-in value may be based on a ratio of the time left in the tournament and the 

total tournament time. For instance, if a player chooses to join the tournament at the 
half way mark, the credits-in value may be double the credits—in value for playing for

25 the entire tournament time. In determining the credits-in value, delays that will occur 
before the player actually may begin playing may be taken into account. For 
example, the player may be allowed to start playing 5 minutes after the request is 
received (block 464), and the credits-in value may be based on that start time rather 
than when the request was received.

• 30 At block 482, an "admission ticket" may be generated similar to the

"admission ticket" described with reference to Figs. 6A, 6B, 7A, and 7B. The 
"admission ticket" may m.ch’de or more identifiers that may be, for example,
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indicative of the particular time at which the player may start playing, the credits-in 
value determined at block 480, the particular tournament, the player, etc. At block 

484, the "admission ticket" may be sent to the player in a same or similar manner as 

described with reference to Fig. 6A.

5 Fig. 10B is a flow diagram illustrating one embodiment of a method that may

be implemented by the tournament server 46 of Fig. 1. At block 490 of the method 
488, a request for admission may be received in a same or similar manner as 
described with reference to Fig. 6B. At block 492, an indication of the credits-in 

value determined at block 480 may be sent to the gaming unit 20.

10 At block 494, the tournament server 46 may enable the gaming unit 20 for
tournament play at the appropriate time. For example, if the indication of payment 
was received prior to the start of the tournament, the tournament server 46 may enable 
the gaming unit 20 substantially at the same time as the beginning of the tournament. 
Also, if the tournament has already started, the tournament server 46 may enable the

15 gaming unit 20 shortly after receiving the indication of payment (block 476). As 
another example, the tournament server 46 may enable the gaming unit 20 at a time 
that corresponds to the credits-in amount determined at block 480. The gaming unit 
20 may be enabled in a manner similar to those described with reference to block 270 
of Fig. 5. In some embodiments, the gaming unit 20 may enable itself at the

20 appropriate time.

At block 496, the tournament server 46 may disable the gaming unit 20 for 
tournament play at the appropriate time. For example, the tournament server 46 may 
disable the gaming unit 20 when the tournament ends (e.g., at the end of the 
tournament time, if another player has already won the tournament, etc.). The gaming

25 unit 20 may be disabled in a manner similar to those described with reference to block 
274 of Fig. 5. In some embodiments, the gaming unit 20 may disable itself at the 
appropriate time.

Fig. 11A is a flow diagram illustrating one embodiment of an enrollment 

method that may be implemented by a gaming unit 20 of Fig. 1. In this embodiment,
30 a player may join the tournament after the tournament has already begun. If the 

tournament has already begun, each game the player plays may be initiated with a 
higher credits-in value.
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At block 504 of the method 500, the gaming unit 20 may send a request to 
purchase the right to play in the tournament to the tournament server. At block 508, 

the gaming unit 20 may receive an indication of the fee required to play in the 

tournament. An indication of the required fee may then be displayed to the player. At

5 block 512, the gaming unit 20 may receive from the player payment of the fee. For
example, the player may submit the requested payment to the gaming unit 20 in 

manner similar to that described with reference to block 356 of Fig. 7.

At block 516, the gaming unit 20 may transmit to the tournament server 46 an 
indication that the requested payment was received. For example, the gaming unit 20

10 may transmit to the tournament server 46 an indication that the player submitted the 
requested payment to the gaming unit 20. Additionally or alternatively, the gaming 
unit 20 may transmit to the tournament server 46 information that the tournament 
server 46 may then use to, for example, charge the fee to a credit card or debit card, 
deduct the fee from an account, etc.

15 At blocks 518 and 520, the gaming unit 20 may receive and print an
"admission ticket" in the same or similar manner as described with reference to Fig. 
7A.

Fig. 1 IB is a flow diagram illustrating one embodiment of a method that may 

be implemented by a gaming unit 20 of Fig. 1. At blocks 526 and 528, the gaming
20 unit 20 may receive and "admission ticket" from the player and may send a request 

for admission to the tournament in a same or similar manner as described with 
reference to Fig. 7B.

At block 530, the gaming unit 20 may receive an indication of a credits-in 
value from the tournament server 46. The gaming unit 20 may initiate each game

25 played by the player with the received credits-in value.

At block 532, the gaming unit 20 may receive an enable signal from the 
tournament server 46 that enables the gaming unit 20 for tournament play at the 
appropriate time. The gaming unit 20 may be enabled in a manner similar to those 
described with reference to block 270 of Fig. 5. In some embodiments, the gaming

30 unit 20 may enable itself at the appropriate time. While enabled, the gaming unit 20 
may permit the player to play games in the tournament (block 534).
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1 At block 536, the gaining unit 20 may receive a disable signal from the 
tournament server 46 that disables the gaming unit 20 for tournament play at the 
appropriate time. The gaming unit 20 may be disabled in a manner similar to those 

described with reference to block 274 of Fig. 5. In some embodiments, the gaming

5 unit 20 may disable itself at the appropriate time.

At block 538, the gaming unit 20 may report the player's score to the 
tournament server 46. The score may be reported after the player has finished playing 
in the tournament (e.g., the player's final score). Additionally, the player's current 

score may be reported once, several times, or numerous times, during the player's
10 participation in tournament.

In some embodiments, a player may be allowed to specify a start time and, 
optionally, an end time for playing in the tournament. In these embodiments, the 
credits-in value could be determined based on, for example, one or more of the 
amount of time between the start time and the end of the tournament or the end time

15 chosen by the player, the chosen start time as compared to the start time of the
tournament, etc. If an end time is chosen, the gaming unit 20 could be disabled at the 
chosen end time.

Additionally, aspects of the embodiments described with reference to Figs. 10 
and 11 could be combined with aspects of the embodiments described with reference

20 to Figs. 6 and 7. For example, if a player chooses to play in a particular time slot or 
slots, the player could be charged a full tournament fee, but play each game with a 
higher credits-in value.

In other embodiments, the score awarded for a particular outcome of a game 
could be adjusted in another manner than by varying a credits-in value. For example,

25 game software, firmware, and/or hardware could provide a parameter that could be 
adjusted to vary the scores awarded for particular outcomes of a game.

Similar to Figs. 6A, 6B, 7A, and 7B, an "admission ticket" may not be needed.
Thus, in these embodiments, the methods 460 and 488 of Figs. 10A and 10B may be
combined into a single method where the method proceeds from block 780 to block

30 492. Similarly, the methods 500 and 524 of Figs. 11A and IB may be combined into
a single method where the method proceeds from block 516 to block 530.
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01 Tournament Participation Using Software Agent

Fig. 12 is a flow diagram illustrating one embodiment of a method that may be 

implemented by the tournament server 46 of Fig. 1. In this embodiment (method 

540), a player may direct a software agent to play in a tournament on behalf of the

5 player. Thus, the player may participate in the tournament without having to devote 

substantial amounts of his or her time to actual play. After the tournament' ends, for 

example, the player may check to see, or may be notified, whether he or she won.

The tournament server 46 may receive a request from a player to play in the 
tournament via a software agent (block 542). For example, a gaming unit 20 operated

10 by a player may transmit a message to the tournament server 46 indicating that the 
player wishes to play in the tournament via a software agent.

At block 546, the tournament server 46 may determine the fee to be charged to 
the player for playing in the tournament. This may comprise, for example, calculating 

the fee and/or looking up a fee in a look-up table or database.

15 At block 550, the tournament server 46 may transmit a request for payment to
the gaming unit 20. The request may include an indication of the amount of payment 
required to buy in to the tournament. At block 554, the tournament server 46 may 
receive an indication that the requested payment was received. Receiving the 
indication may occur in a maimer similar to that described with reference to block 396

20 ofFig. 8.

At block 558, the tournament server 46 may enable a software agent to play in 
the tournament on behalf of the player, starting at the appropriate time. For example, 
if the indication of payment was received prior to the start of the tournament, the 
tournament server 46 may wait to enable the software agent substantially at the same

25 time as the beginning of the tournament. Also, if the tournament has already started, 
the tournament server 46 may enable the software agent shortly after receiving the 
indication of payment (block 554). In some embodiments, the device that implements 
the software agent, and/or the software agent itself, may be provided with an 
indication of the appropriate time at which to start playing on behalf of the player.

30 The software agent may be enabled by, for example, sending a software agent

enable signal to the device that is implementing the software agent at substantially the 
same time as the software agent is to be enabled. The software agent enable signal
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1 may include, for instance, an analog or digital signal, a digital code, a software 
command, etc. Receiving the enable signal may cause a subroutine to be called, a 

program to be launched, an object to be executed, etc. In embodiments where the 
tournament server 46 implements the software agent, software agent may be enabled

5 by, for example, a software routine call, a launch command, etc., issued by software 

running on the tournament server 46.

In some embodiments, the software agent may already be running, but waiting 
for a command to start playing games. In these embodiments, the software agent may 

begin playing games upon detection of the enable signal. In other embodiments, the
10 software agent may be provided with an indication of the time at which to begin

playing games. Then, the software agent may monitor a clock or timer to determine 
when to start playing games.

The software agent may be implemented by a proxy computer such as the 
tournament server 46, by one of the gaming units 20, or by some other device. Once

15 enabled and at the appropriate time (e.g., at the beginning of the tournament), the 
software agent may begin playing games and accumulating a tournament score on 
behalf of the player.

The software agent may be configured so as not to provide an advantage over 

those playing in the tournament manually. For example, if the game played in the
20 tournament is a slot game, the rate at which the software agent selects the "Spin" 

button may be based on the rates of other players in the tournament, the rates of 
players in recent tournaments, the rate of the player on whose behalf the software 
agent is to play, etc. For instance, the rate at which the software agent selects the 
"Spin" button may be based on the average or median rate of one or more other

25 players, or of the player requesting the software agent (e.g., based on the player's past
play).

Additionally, the player may be permitted to configure the software agent. For 
example, the player may be permitted to select a speed, a style, etc., according to 
which the software agent will play. As one example, the player may be able to

30 configure the software agent to play according to a level of risk taking (e.g., high, 
moderate, low). As another example, if the game played in the tournament can 
involve making one or more choices, the player may configure the software agent to
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always select certain choices, be more likely to make certain choices in the aggregate, 
etc. As yet another example, the player may be able to select a speed at which the 

software agent is to play.

In some embodiments, a player may be able to select a software agent from a

5 plurality of templates, where each template may provide a different speed or style of 
play. Additionally, each template may correspond to an imaginary or real player. For 
example, some or all of the templates may correspond to famous players, where the 
software agent associated with a famous player is configured to generally emulate the 
style of the famous player.

10 At block 562, the tournament server 46 may disable the software agent at the
appropriate time. For example, the tournament server 46 may disable the software 

agent when the tournament ends (e.g., at the end of the tournament time, if another 
player has already won the tournament, etc.). The gaming unit 20 may be disabled in 
a manner similar to those described with reference to block 558. In some

15 embodiments, the software agent may disable itself at the appropriate time if, for
example, it is provided with an indication of when it should disable itself,

At block 564, the tournament server 46 may receive the score of the software 
agent. The score may be received once after the end of the tournament. A current 
score may also be received once, several, or numerous times during the tournament.

20 At block 566, the tournament server 46 may notify the player of the results of the 
tournament. The results may include the software agent's score. In embodiments in 
which the tournament server 46 does not implement the software agent, the software 
agent's score may be provided by the device that did implement the software agent. 
The player may be notified in a number of ways. For example, the results may be

25 sent to a gaming unit 20 associated with the player, sent via email, sent via an instant 
messaging system, via a text message, posted on a web page, printed on paper and 
sent to a postal address, etc. Additionally, during the tournament, the software agent's 
score as well as tournament standings may be provided to the player once, several, or 
numerous times.

30 Fig. 13 is a flow diagram illustrating one embodiment of a method that may be
implemented by a gaming unit 20 of Fig. 1. In this embodiment (method 570), a
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O player may join the tournament by appointing a software agent to play in the
CM .

tournament on his or her behalf.

At block 572, the gaming unit 20 may send a request by the player to have a 
software agent play on the player's behalf. For example, the player may select a 

5 button, area of a screen, button or link on a website, etc., that indicates the player 
would like to use a software agent to play in the tournament.

At block 576, the gaming unit 20 may receive an indication of the fee 

required. An indication of the required fee may then be displayed to the player. At 

block 580, the gaming unit 20 may receive from the player payment of the fee. For 
10 example, the player may submit the requested payment to the gaming unit 20 in

manner similar to that described with reference to block 356 of Fig. 7. At block 584, 
the gaming unit 20 may transmit to the tournament server 46 an indication that the 
requested payment was received. For example, the gaming unit 20 may transmit to 
the tournament server 46 an indication that the player submitted the requested 

15 payment to the gaming unit 20. Additionally or alternatively, the gaming unit 20 may 
transmit to the tournament server 46 information that the tournament server 46 may 
then use to, for example, charge the fee to a credit card or debit card, deduct the fee 
from an account, etc.

At block 588, the player may optionally configure the software agent, via the 
20 gaming unit 20, in a manner similar to that described above with reference to Fig. 12.

For example, the player may configure the software agent to play according to a 
certain style or level of risk taking. As another example, the player may select a 
template corresponding to a playing speed and/or style, a famous player, an imaginary 
player, etc.

25 At block 592, the gaming unit 20 may receive an indication of the software
agent's score in the tournament. The score may be received after the software agent 
has finished playing in the tournament (e.g., the software agent's final score). 
Additionally, the software agent's current score may be reported once, several times, 

or numerous times, during the software agent's participation in tournament. The
30 indication of the software agent's score may be received from the tournament server 

46 or from the device that implements the software agent.
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Aspects of the embodiments described with reference to Figs. 12 and 13 may 

be combined with aspects of the embodiments described with reference to Figs. 6-11. 

For example, a player could utilize a software agent to play for a subset of the 

tournament time and pay a reduced fee, have increased credits-in per game, etc.

5 "Team Relay" Tournament Participation

Figs. 14-17 are flow diagrams of embodiments of methods related to team 
participation in a tournament. In these embodiments, a, plurality of players may join 
the tournament as a team. Each player may play a different segment of the 
tournament time. For example, four players could decide to divide a tournament time

10 into four segments, and each player could play in one of the segments. Additionally, 
each player could contribute to the team's score. The fee for the tournament, as well 

as any prize, could be apportioned among the four players.

Fig. 14 is a flow diagram illustrating one embodiment of a method that may be 
implemented by the tournament server 46 of Fig. 1. The method 600 may be used to

15 enroll players as a team in a tournament.

At block 604, the tournament server 46 may receive a request from a player to · 
play as a team. The request may be received from a gaming unit 20, for example. At 
block 608, the tournament server 46 may receive indications of the team members of 
which the team is to be comprised. For each team member, the indications may

20 include one or more indicators such as a name, a nickname, an e-mail address, etc. 
These indications may be received from one gaming unit 20 or a plurality of gaming 
units 20. At block 612, the tournament server 46 may receive indications of the time 
period each team member is to play. The indications may include an indication of 
start times and end times of segments, particular time slots, etc.

25 The information receive at blocks 604,608, and 612 may be entered by one or
more of the team players via one or more gaming units. For example, the request 
received at block 604 may be generated by a gaming unit 20 upon the selection of a 

button, link, area of a display screen, etc., associated with choosing to play as a relay 
team. Additionally, the request could be received via interaction with a web site,

30 where the web site includes a button, link, web page, etc., associated with choosing to 
play as a relay team. With regard to block 608, a gaming unit 20, web site, etc., could 
prompt one or more players to input indications of the team members. Also, with
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regard to block 612, a gaming unit 20, web site, etc., could prompt one or more 

players to input indications of the time periods each team member is to play.

At block 616, the tournament server 46 may determine the fee associated with 

playing in the tournament as a relay team. The fee may be the same as would be

5 charged a single player playing for the same amount of time, or could be different. 
Additionally, the tournament server 46 may determine the fee due from the team as a 
whole and/or the fee due from each team member. For instance, each team member 
could be charged an equal share of the total fee. Alternatively, the fee due from a 
team member could be based on the percentage of the tournament time played bythe

10 team member.

At block 620, the tournament server 46 may request payment of the fee(s) 
determined at block 616. The tournament server 46 may send a request to one team 
member, all of the team members, a third party, etc. For example, the tournament 
server 46 may send information to a gaming unit 20 at which a team player is present

15 that causes the gaming unit 20 to prompt the player to submit the required fee. As 
another example, the tournament server 46 may send a web page that prompts a 
player to submit the fee. As yet another example, the tournament server 46 may send 
an e-mail that prompts a player to submit the fee. At block 624, the tournament 
server 64 may receive an indication or indications that the requested payment or

20 payments were received. Receiving the indication or indications may occur in a 
manner similar to that described with reference to block 320 of Fig. 6.

At block 628, the tournament server 46 may generate a respective user 
identifier for each of the team members, where the user identifiers are associated with 
the team. The user identifiers may be used by the tournament server 46 to identify the

25 members of the team during the tournament. A user identifier may be a unique
indicator associated with a player. For example, the user identifier may be a random 
number, string, etc., generated by the tournament server 46. Also, the user identifier 
may be an indicator received at block 608, or some other identifier received from the 
player such as an e-mail address, login name, etc. Further, the user identifier may be

30 an identifier associated with the gaming unit 20 to be used by the player such as a 
network address, an IP address, etc. Still further, the user identifier may be an 
identifier provided by the player (e.g., a nickname, an e-mail address, information 
from a player tracking card, a driver's license number, etc.).
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At block 632, the tournament server 46 may send the user identifiers to the 

team members. For example, the tournament server 46 may send the user identifiers 

to the gaming units 20 of the team members via an "admission ticket," according to a 

network communication protocol, web page, e-mail, etc. In some embodiments,
5 block 632 may be omitted. For example, if the user identifier is an identifier

associated with the gaming unit 20 (e.g., an IP address), or if the user identifier were 
provided by the player, the tournament server 46 need not send the user identifier to 

the player.

Fig. 15 is a flow diagram illustrating one embodiment of a method that may be
10 implemented by the tournament server 46 of Fig. 1. The method 640 may be used to 

facilitate playing as a team in a tournament.

At block 642, the tournament server 46 may receive user identifiers from team 
members of a team. For example, the team members may submit the user identifiers 
generated at block 628 of Fig. 14. The user identifiers may be submitted via the

15 respective gaming units 20 on which the team members are to play in the tournament, 
and then transmitted to the tournament server 46. For example, the user identifiers 
may be submitted via a ticket reader, card reader, keyboard, keypad, touch screen, etc.

At block 646, the tournament server 46 may determine the respective gaming 
units 20 of the team members. For example, the tournament server 46 may determine

20 a network address, IP address, etc., of the gaming unit 20 from which it received the 
user identifier of the team member. In some embodiments, block 642 and/or block 
646 may be omitted. For example, if the user identifier is an BP address of the gaming 
unit, blocks 626 and 646 may be omitted.

At block 650, a variable indicating an active player may be set to the first
25 player of the team scheduled to play in the tournament. At block 654, it may be 

determined whether the active player is to begin playing in the tournament. For 
example, if the active player is the first scheduled player, it may be determined 
whether the tournament had begun. Determining whether the active player is to begin 
playing may be based on, for example, the indications of the time periods received at

30 block 612 of Fig. 14, a tournament start time, etc.

If it is not time for the active player to begin playing, control may remain at 
block 654. If it is time for the active player to begin playing, control may pass to
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block 658. At block 658, the tournament server 46 may enable the gaming unit 20 
corresponding to the active player. The gaming unit 20 may be enabled in a manner 

similar to those described with reference to block 270 of Fig. 5. In some 
embodiments, the gaming unit 20 may enable itself at the appropriate time.

5 At block 662, it may be determined whether the active player is to stop
playing in the tournament. Determining whether the active player is to stop playing 

may be based on, for example, the indications of the time periods received at block 
612 of Fig. 14, a tournament stop time, whether a player has already won the 
tournament, etc. If it is not time for the active player to stop playing, control may

10 remain at block 662. If it is time for the active player to stop playing, control may 
pass to block 665.

At block 665, the tournament server 46 may disable the gaming unit 20 
corresponding to the active player. The gaming unit 20 may be disabled in a manner 
similar to those described with reference to block 274 of Fig. 5. In some

15 embodiments, the gaming unit 20 may disable itself at the appropriate time.

At block 670, the team's tournament score may be updated. The team's score 
may be updated after each team member finishes playing, or it may be updated once, 

several times, or numerous times while a team member is playing.

At block 674, it may be determined whether more team members are to play in 
20 the tournament. Determining whether more team members are to play may be based

on, for example, the indications of the time periods received at block 612 of Fig. 14.
If no more team members are to play, the flow may end. The flow may also end if it 
is determined that the tournament is over (e.g., if a player has already won). If more 
team members are to play, then control may pass to block 678.

25 At block 678, the active player variable may be set to the next team member
scheduled to play in the tournament. The next team member may be determined, for 

example, based on the indications of the time periods received at block 612 of Fig. 14. 
Then, control may pass to block 654.

Fig. 16 is a flow diagram illustrating one embodiment of a method that may be
30 implemented by a gaming unit 20 of Fig. 1. The method 690 may be used to enroll 

players as a team in a tournament.
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1 At block 692, the gaming unit 20 may send a request to the tournament server 

46 that indicates players wish to form a relay team for a tournament. At block 696, 
the gaming unit may send to the tournament server 46 indications of the team 

members of which the team is to be comprised. For each team member, the
5 indications may include one or more indicators such as a name, a nickname, an e-mail 

address, etc. These indications may be sent from one gaming unit 20 or a plurality of 
gaming units 20 (e.g., from the respective gaming units 20 of the team members). At 
block 700, the gaming unit 20 may send indications of the time period each team 
member is to play. The indications may include an indication of start times and end

10 times of segments, particular time slots, etc. These indications may be sent from one 
gaming unit 20 or a plurality of gaming units 20 (e.g., from the respective gaming 
units 20 of the team members).

The information sent at blocks 692, 696, and 700 may be entered by one or 
more of the team players via one or more gaming units 20. For example, the request

15 transmitted at block 692 may be generated by a gaming unit 20 upon the selection of a 
button, link, area of a display screen, etc., associated with choosing to play as a relay 
team. Additionally, the request could be sent via interaction with a web site, where 
the web site includes a button, link, web page, etc., associated with choosing to play 
as a relay team. With regard to block 696, a gaming unit 20, web site, etc., could

20 prompt one or more players to input indications of the team members. Also, with 
regard to block 700, a gaming unit 20, web site, etc., could prompt one or more 
players to input indications of the time periods each team member is to play.

At block 704, the gaming unit 20 may receive from the tournament server 46 a 
request for payment of a fee for participating in the tournament as a team. The

25 request may be sent to one gaming unit 20, or respective requests may be sent to the 
team members. For example, the tournament server 46 may send information to a 
gaming unit 20 at which a team player is present that causes the gaming unit 20 to 
prompt the player to submit the required fee. As another example, the tournament 
server 46 may send a web page that prompts a player to submit the fee. As yet

30 another example, the tournament server 46 may send an e-mail that prompts a player 
to submit the fee. After the team member submits the fee (or authorization to charge 
or deduct the fee to/from a credit card, debit card, account, etc.), at block 708, the 
gaming unit 20 may send an indication or indications that the requested payment or
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01 payments were received. Sending the indication or indications may occur in a manner 
similar to that described with reference to block 360 ofFig. 7.

At block 712, the gaming unit 20 may receive one or more user identifiers for 
the team members. The gaming unit 20 may receive the user identifier corresponding

5 to the player at the gaming unit 20, and may optionally receive user identifiers for 
other team members. The user identifiers may be received according to a network 

communication protocol, via a web page, via e-mail, etc. In some embodiments, 

block 712 may be omitted. For example, if the user identifier is an identifier 

associated with the gaming unit 20 (e.g., an IP address), the tournament server 46
10 need not send the user identifier to the gaming unit 20. The user identifiers may be as 

described with reference to block 628 ofFig. 14. In some embodiments, the user 
identifiers may comprise the indications provided at block 696.

Fig. 17 is a flow diagram illustrating one embodiment of a method that maybe
I

implemented by a gaming unit 20 ofFig. 1. The method 720 may be used to facilitate
15 players playing as a team in a tournament.

At block 722, the gaming unit 20 used by a team member may send a user 
identifier of the team member. For example, the team member may submit the user 
identifier generated at block 628 ofFig. 14. The gaming unit 20 may prompt the team 
member to enter the user identifier. The user identifier may be entered by the player

20 via a ticket reader, card reader, keyboard, keypad, touch screen, etc. For instance, the 
user identifier may be printed as a bar code on an "admission ticket," stored on a 
smart card, etc.

At block 724, the gaming unit 20 may receive an enable signal from the 
tournament server 46 that enables the gaming unit 20 for tournament play at the

25 appropriate time. The gaming unit 20 may be enabled in a manner similar to those 
described with reference to block 270 ofFig. 5. In some embodiments, the gaming 
unit 20 may enable itself at the appropriate time.

While enabled, the gaming unit 20 may permit the player to play games in the 
tournament (block 726). The current score of the player during the tournament may

30 reflect the team member's individual score and/or the team's score.

At block 728, the gaming unit 20 may receive a disable signal from the 
tournament server 46 that disables the gaming unit 20 for tournament play at the

-47 -



οCM

20
11

20
04

34
 

02
 F

eb

appropriate time. The gaming unit 20 may be disabled in a manner similar to those 

described with reference to block 274 of Fig. 5. In some embodiments, the gaming 

unit 20 may disable itself at the appropriate time.

At block 732, the gaming unit 20 may report the score of the player and/or
5 team to the tournament server 46. The score may be reported after the player has 

finished playing in the tournament (e.g., the player's final score). Additionally, the 
player's current score may be reported once, several times, or numerous times, during 
the player’s participation in the tournament.

At block 736, the gaming unit 20 may receive the team's score from the

10 tournament server 46. The team's score may be received after the tournament has 
ended (e.g., the team's final score). Additionally, the team's current score may be 
reported once, several times, or numerous times, during the tournament.

Additionally, aspects of the embodiments described with reference to Figs. 15- 
17 could be combined with aspects of the embodiments described with reference to

15 Figs. 6-13. For example, the team could choose to play in a particular time slot or 
slots, and the team could be charged a reduced fee or charged a full tournament fee, 
but play each game with a higher credits-in value. Similarly, one or more of the team 
players could be a software agent.

Although in the above embodiments team members play in non-overlapping
20 time segments, in other embodiments team members may be allowed to play in 

overlapping time segments. Thus, two or more team members could play in the · 
tournament at the same time, for example.

Loading Tournament Software to Gaming Units

To ensure that players in a tournament have a substantially equal chance of
25 winning no matter which gaming unit they choose to play on, tournaments are 

typically played on a set of gaming units that have been set aside in a casino for 
tournament play. Each gaming unit in the set typically is of same make and model, 

and each gaming unit has been configured to have the same pay table, same credits-in 
per game, etc. Thus, if a player wishes to participate in the tournament, the player

30 must use one of the set-aside gaming units.

Fig. 18 is a flow diagram of one embodiment of a method that may allow a 
player to play in a tournament using any of a variety of types of gaming units. The
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01 method 740 is related to loading software to a gaming unit 20 to facilitate 
participating in a tournament using the gaming unit 20. Upon loading the software, a 

player may be able to play in the tournament using a gaming unit that might not 

otherwise have allowed participation in the tournament.

5 At block 742, a player may choose to play in a tournament at a particular
gaming unit 20. Making this choice may comprise, for example, selecting a button, 
area of a screen, etc., via the gaming unit 20. Making this choice may also comprise 
selecting a button, link, etc., on a web page via the gaming unit 20. The chosen 

gaming unit 20 may be a gaming unit located on a casino floor, in a hotel room, at a
10 restaurant, at an airport, in a person's home, etc. The chosen gaming unit 20 may be a 

casino gaming unit, a set-top box communicatively coupled to a television, a kiosk, a 
personal purpose computer, etc.

At block 744, it may be determined whether the gaming unit 20 already has 
been appropriately configured for playing in the tournament. As one example, it may

15 be determined whether the gaming unit 20 already has appropriate software for 
playing in the tournament. Various techniques, including known techniques, for 
determining whether particular software is already present on the gaming unit may be 

employed. For instance, another computing device such as the tournament server 46 
may query the gaming unit 20, via, for example, a network communication link, to

20 determine whether the appropriate tournament software already has been loaded on 
the gaming unit 20. Additionally, utility software may be loaded (via, e.g., the 
tournament server 46) onto the gaming unit 20 that can determine whether the 
appropriate tournament software has already been loaded.

If the gaming unit 20 already has been appropriately configured, the flow may
25 end. If the gaming unit 20 has not been appropriately configured, control may pass to 

block 746. At block 746, the gaming unit 20 may be configured. For example, 
appropriate software may be loaded to the gaming unit 20. The software may be 
loaded via a network connection, a floppy disk, a CD-ROM, a DVD, a PC card, a 
smart card, etc. The software may be loaded via a portable memory device such as a

30 COMPACTFLASH™ memory device, a SECURE DIGITAL™ memory device, a 
MULTIMEDIACARD™ memory device, a SMARTMEDIA™ memory device, a 
MEMORY STICK™ memory device, an XD™ memory device, a MICRODRTVE™ 

memory device, a key-chain memory device (e.g., a DISKONKEY™ memory
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01 device, a MEMORYKEY™ memory device, etc.), etc. The Referring to Fig. 1, the 
gaming unit 20 could, for example, download the software from the tournament server 

via the one or both of the network 24 and the network 40. The software may 
comprise one or more of an executable file, a configuration file, a data file, a pay

5 table, etc. The software may also comprise a plurality of seeds for a random number 
generator. The plurality of seeds may be, for example, randomly or pseudo-randomly 
generated. The software may be used to configure the controller 200. The software 
may be different for different types of gaming units. For example, the software for a 
casino gaming unit, an "IBM™-compatible" computer-based gaming unit, and an

10 APPLE™ computer-based gaming unit may be different.

At block 748, it may be confirmed that the software was loaded to the gaming 

unit 20 successfully. Such a confirmation may be implemented with a variety of 
techniques including, for example, techniques well known to those of ordinary skill in 
the art.

15 Once the software has been loaded onto a gaming unit, the player may be able
to use the gaming unit to play in tournaments corresponding to the loaded, software.
In some embodiments, the tournament server 46 may try to authenticate the software 
on the gaming unit prior to enabling the gaming unit for play. If the software cannot 
be authenticated, the tournament server 46 may not enable the gaming unit. In this

20 manner, or in a similar manner, the tournament server 46 may try to prevent players 
from playing in tournaments with software that is not from a known or trusted source, 
and/or software that has been modified. Authenticating the software may include 
verifying the authenticity and/or the integrity of the software.

"Off-Line" Tournament Play

25 In some embodiments, a player may be able to participate in a tournament via
a gaming unit that need not be communicatively coupled to the tournament server 46 
during tournament play. For example, the player could purchase a time period of 
tournament play and set up a general purpose computer at home for playing in the 

tournament. The player could then play tournament games for the purchased time
30 period at his or her leisure using the general purpose computer, and without having to 

communicatively couple the general purpose computer to the tournament server. The 
player could also purchase the time period and/or play at a casino-based gaming unit
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01 20. After finishing play, the gaming unit 20 (e.g., general purpose computer at home, 
casino-based gaining unit, etc.) could communicatively couple to the tournament 

server 46 to report the player's score. At some time in the future (e.g., on a 

predetermined date), the winners (if any) of the tournament could be announced.

5 Fig. 19 is a flow diagram of one embodiment of a method 750 of playing in a
tournament using a gaming unit that need not be communicatively coupled to the 
tournament server 46 during game play. At block 752, a player may purchase playing 

time in a tournament. As a specific example, the tournament may be set up to take 

place over a period such as one day, one week, etc., and a player may participate in
10 the tournament for a time period upon paying a fee. For example, a player may 

purchase the right to play in the tournament for ten minutes, 30 minutes, one hour, 
two hours, etc.

At block 754, appropriate software for playing in the tournament may be 
loaded to the gaming unit 20, if necessary. For instance, tournament software could

15 be loaded using a method such as the method described with reference to Fig. 18, or a 
similar method.

At block 756, a secure timer may be initialized to a time corresponding to the 
amount of time purchased at block 752. For example, the secure timer could be 
configured to count down, and the timer could be initialized to the amount of

20 purchased time. As another example, the secure timer could be configured to count 
up, and a stop time of the timer could be initialized to the amount of purchased time. 
The secure timer could be implemented in software, firmware, and/or hardware. The 
secure timer could be implemented, for example, by the controller 200 of the gaming 
unit 20, on a PC card, smart card, etc.

25 At block 758, the player may choose whether to start playing games for the
tournament. If the player chooses to start, control may pass to block 762. At block 
762, the secure timer may be instructed to start. At block 764, the gaming unit 20 
may be enabled for game play. At block 766, the player may play tournament games. 
During game play, the gaming unit 20 need not be communicatively coupled to the

30 tournament server 46. At block 768, the player's score may be updated. The player's 
score may be updated, for example, after each game is played.
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1 At block 770, it may be determined whether the player has already played for 
an amount of time that corresponds to the amount purchased at block 752. For 
example, the secure timer could be examined or queried to determine if the player is 
still entitled to play. If the time purchased at block 752 has not expired, control may

5 pass to block 771.

At block 771, the player may choose to stop playing and pause the secure 

timer. If the player does choose to stop playing, the gaming unit 20 may be disabled 

at block 772, and the secure timer may be paused at block 774. Then, control may 
pass to block 776 to wait until the player chooses to start playing again. If the player

10 chooses to start playing again, control may pass back to block 766.

Referring again to block 770, if the time purchased at block 752 has expired, 
control may pass to block 778. At block 778, the gaming unit 20 may be disabled, 
and the secure timer may be stopped at block 780. At block 790, the player's score 
may be reported to the tournament server 46. ,

15 In this embodiment, the player may participate in the tournament without
having to keep the gaming unit 20 communicatively coupled to the tournament server 
46. As one specific example, the player could communicatively couple the gaming 
unit 20 to the tournament server 46 to implement blocks 752, 754, and 756. Then, the 
player could optionally decouple the gaming unit 20 from the tournament server 46

20 and implement blocks 758, 762, 764, 766, 768, 770, 771,772, 774, 776, 778, and 780. 
Having completed tournament play, the player could communicatively couple the 

gaming unit 20 to the tournament server 46 to report the player’s score (block 790).
If, for example, the gaming unit 20 were a portable device (e.g., a lap top computer, a 
PDA, a cellular phone, etc.), the player could play tournament games at a variety of

25 locations because the gaming unit 20 need not be required to stay communicatively 
coupled to the tournament server 46.

It is to be understood that this is merely one example. For instance, blocks 
752, 754, 756, and 790 do not require that the gaming unit 20 be coupled to the 
tournament server 46. For example, software could be loaded to the gaming unit 20

30 via a floppy disk, CD-ROM, DVD, PC card, smart card, etc. As another example, the 
player could report the score via a telephone call, via first class mail, etc. Further,
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01 blocks 758,762, 764, 766, 768, 770, 771,772, 774, 776, 778, and 780 do not require 
that the gaming unit 20 be decoupled from the tournament server 46.

Tournament Game Card

In some embodiments, a player may participate in a tournament by using a
5 tournament game card. The tournament game card may be associated, for example, 

with a time period for playing in the tournament. For instance, tournament game 
cards may come in various denominations with regard to prices or time periods (e.g., 

a 10 minute card, a 30 minute card, a one hour card, etc.), or a card may be able to be 
configured for a specific time period. Additionally, tournament game cards may be

10 associated with or configurable for association with one or more specific tournaments.

Fig. 20 is a flow diagram illustrating one embodiment of a method of playing 
in a tournament using a tournament game card. At block 802 of the method 800, a 
player may purchase a tournament game card. Purchasing the card may enable the 
player to play in a particular tournament for a given amount of time. The tournament

15 game card may have associated with it a unique identifier that may be used to

determine that the tournament game card is authentic. The unique identifier may 
comprise an identifier such as a validation alphanumeric number, or the like, and/or 
may comprise some other unique identifier. The card may be purchased at, for 
example, a convenience store, hotel, casino, via a web site, etc. When purchasing the

20 tournament game card, the person or system selling the card may activate the card by, 
for example, notifying the tournament server 46 that the tournament game card has 
been purchased. The notification may include the unique identifier.

The tournament game card may be a paper card, plastic card, PC card, smart 
card, etc. If the unique identifier comprises a number, that number may be printed,

25 affixed, displayed, etc., on the exterior of the card in a human readable format. The 

unique identifier may additionally or alternatively be printed, affixed, displayed, etc., 
on the exterior of the card in a machine readable format (e.g., bar code format). 
Additionally or alternatively, the unique identifier may be encoded electrically, 
magnetically, etc., on or within the tournament game card. For example, if the

30 tournament game card includes a magnetically readable and/or writeable strip, the
unique identifier may be magnetically encoded on the magnetic strip. As another
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1 example, if the tournament game card includes a memory, the unique identifier may 
be stored in the memory.

At block 804, the player may load software for playing in the tournament onto 
a gaming unit 20 on which the player wishes to play. If the gaming unit 20 is already

5 configured for playing in the tournament, the software need not be loaded.
Additionally, the player may choose a gaming unit 20 that already is configured for 
playing in the tournament. Block 804 may be omitted if not necessary or if desired. 
The software may be loaded according to a method such as the method 740 of Fig. 18, 
or a similar method.

10 At block 806, the player may submit the tournament game card to the gaming
unit 20. How the tournament game card is submitted may depend on the type of 
tournament game card and/or the available components of the gaming unit 20. For 
example, if a validation number is printed on the tournament game card, submitting 
the tournament game card may comprise typing in, scanning in, etc., the validation

15 number printed on the tournament game card using an input device of the gaming unit 
20 such as a keyboard, key pad, scanner, etc. If the gaming unit 20 includes a card 
reader/writer and if the tournament game card includes information magnetically, 
electrically, optically, etc., encoded or stored on the tournament game card, 
submitting the tournament card may comprise inserting the tournament game card in

20 the card reader/writer.

At block 808, it may be determined whether the tournament game card is 
authentic. Authentication may comprise sending information obtained from the 
tournament game card to the tournament server 46. The tournament server 46 may 
then determine whether the tournament game card is authentic. Determining whether

25 the tournament game card is authentic may optionally include determining whether 
the tournament game card has been activated. Similarly, the gaming unit 20 could 
determine whether the tournament game card appears authentic using information 
supplied by the tournament server 46. If it is determined that the tournament game 
card is not authentic, the gaming unit 20 may display an error message to the player at

30 block 810.

. If it is determined that the tournament game card is authentic, control may
pars to block 812. At block 812, the available playing time balance associated with
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01 the tournament game card may be determined. This may comprise sending 
information obtained from the tournament game card to the tournament server 46.

The tournament server 46 may then determine the available playing time balance and 

provide the gaming unit 20 with this information. Similarly, the gaming unit 20 could

5 determine the available playing time balance using information supplied by the
tournament server 46. Further, the available tournament time could be stored on the 

tournament game card.

At block 814, the gaming unit 20 may be enabled for game play. Enabling the 
gaming unit 20 for play may include receiving an enable signal from the tournament

10 server 46 as described previously. Additionally, the gaming unit 20 may enable itself. 
Further, an enable signal may be received from the tournament game card.

At block 816, the player may play tournament games. At block 818, the 

gaming unit 20 may be disabled when the player's available time has expired. 
Disabling the gaming unit 20 for play may include receiving a disable signal from the

15 tournament server 46 (as described previously) or from the tournament game card. 
Additionally, the gaming unit 20 may disable itself. For example, the gaming unit 20 

may include a timer that generates an indication of when the player's time has expired. 
Upon the timer expiring, the gaming unit 20 may disable itself. The timer could be 
implemented via software, firmware, and/or hardware.

20 At block 820, the player's score may be recorded with the tournament server
46. Additionally, the tournament server 46 may be notified that the time associated 

with the tournament game card has expired.

Aspects of the embodiment described with reference to Fig. 20 may be 
combined with aspects of other embodiments described herein. For example, aspects

25 of the embodiment described with reference to Fig. 20 may be combined with aspects 
of the embodiments described with reference to Fig. 21.

"Floating" Tournament Participation

In some embodiments, a player may participate in a tournament by playing at 
multiple gaming units 20. For example, if the player is to participate in a tournament

30 for one hour, the player may play for fifteen minutes on a PDA, fifteen minutes on a 
casino gaming machine, and thirty minutes on a lap top computer. In these 
embodiments, the player may utilize a tournament game card as described previously.
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01 Additionally or alternatively, the player may utilize a personal identifier such as an 
identification number. The amount of tournament time available to the player may be 

kept track of with reference to the personal identifier

Fig. 21 is a flow diagram illustrating one embodiment of a method that may 

5 facilitate playing in a tournament using a multiple gaming units 20. In this
embodiment, the player may use a tournament game card. In other embodiments, 
however, a tournament game card need not be used. The tournament game card may 
be a tournament game card as described previously, and may be submitted to the 
gaming unit 20 as described previously.

10 At block 832 of the method 830, it may be determined whether the tournament
game card is authentic. Authentication may comprise sending information obtained 
from the tournament game card to the tournament server 46. The tournament server 
46 may then determine whether the tournament game card is authentic. Determining 
whether the tournament game card is authentic may optionally include determining

15 whether the tournament game card has been activated. Similarly, the gaming unit 20 
could determine whether the tournament game card appears authentic using 
information supplied by the tournament server 46. If it is determined that the 
tournament game card is not authentic, the gaming unit 20 may display an error 
message to the player at block 834.

20 If it is determined that the tournament game card is authentic, control may
pass to block 836. At block 836, the current score of the player may be determined. 
The current score may, for example, be stored on the tournament game card. 
Additionally, the current score may be retrieved from the tournament server 46 with 
reference to information from the tournament game card, such as a unique identifier

25 of the tournament game card. Similarly, the current score may be retrieved from the 
tournament server 46 with reference to the player's personal identifier, etc.

At block 838, the available playing time balance may be determined. The 
available playing time balance may, for example, be stored on the tournament game 

card. Additionally, the available playing time balance may be retrieved from the

30 tournament server 46 with reference to information from the tournament game card, 
such as a unique identifier of the tournament game card. Similarly, the available
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01 tournament time may be retrieved from the tournament server 46 with reference to the 
player's personal identifier, etc.

At block 840, a secure timer may be initialized with the available playing time 

balance determined at block 838. The secure timer may be implemented using

5 software, firmware, and/or hardware. The secure timer may be implemented by one 

or more of the tournament server 46, the gaming unit 20, the tournament game card, 
etc.

At block 844, the secure timer may be started. At block 846, the gaming unit 
20 may be enabled., The gaming unit 20 may be enabled using a method such as the

10 methods described above, or using a similar method. At block 848, the player may 
play games via the gaming unit 20. At block 850, the player's score may be updated.

At block 851, it may be determined whether any available time remains. If 

there is no available time left, control may pass to block 856. If there is available 
time, control may pass to block 852.

15 At block 852, it may be determined whether the player wishes to stop playing
games and pause the timer. If the player chooses to continue playing, control may 
pass back to block 848. If the player chooses to stop playing and pause the timer, 
control may pass to block 856. At block 856, the gaming unit 20 may be disabled 
using a method such as the methods described above, or using a similar method. At

20 block 858, the secure timer may be stopped. At block 860, the available playing time 
balance may be updated using, for example, information available from the secure 
timer.

At block 862, the available playing time balance may be stored. For example, 
the available playing time balance may be stored on the tournament game card. Also,

25 the available playing time balance may be sent to the tournament server 46 for
storage. At block 864, the player’s score may be stored. For example, the score may 

be stored on the tournament game card. Also, the score may be sent to the tournament 
server 46 for storage.

Aspects of the embodiment described with reference to Fig. 21 maybe
30 combined with aspects of other embodiments described herein. For example, aspects 

of the embodiment described with reference to Fig. 21 may be combined with aspects 
of the embodiments described with reference to Figs. 18-20.
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In some embodiments, a tournament need not be started at a time arranged far 

in advance. Rather, the tournament may be started shortly after determining that a 
group of players wish to play in the tournament. Fig. 22 is a flow diagram illustrating 

5 one embodiment of a method that may facilitate playing in a tournament that need not
be started at some prearranged time. In this embodiment, a tournament may be 
formed that includes players that sign up for the tournament at approximately the 

same time.

At block 882 of the method 880, the tournament may be advertised.
10 Advertising the tournament may occur in a manner as described with reference to 

block 258 of Fig. 5, or in a similar manner. The advertisement may indicate that the 
tournament is not scheduled to begin at some prescheduled time, but rather may begin 
shortly after the player signs up.

At block 886, a group of players who signed up for the tournament at .
15 approximately the same time may be detected. For example, the tournament server 46

may detect a group of players who signed up for the tournament at approximately the 
same. In some embodiments, detecting a group of players who signed up at 
approximately the same time may comprise detecting those players who signed up 
within a window of time. Additionally, where multiple instances of the tournament

20 may occur (e.g., for multiple groups of players, where each group comprises.players 
who signed up at approximately the same time) windows may be overlapping or non
overlapping.

Detecting a group of players may additionally or alternatively comprise 

detecting those players who signed up within a window of time, and who are not

25 participating in another tournament. For example, where multiple instances of the 
tournament are occurring, a player who has already been allocated to a previous 
instance of the tournament may not be considered as part of the group of players 
signing up for the present instance of the tournament.

At block 890, it may be determined whether there are enough players in the

30 group for starting the tournament. For example, it may be determined whether the 
number of players in the group is greater than or equal to a minimum number. In 
other embodiments where the tournament requires discrete numbers of players (e.g.,
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1 in tournaments in which players play against other players), it may be determined 
whether the number of players in the group equals one of the acceptable numbers of 
players. As one specific example, some tournaments may require that the number of 

players should be a factor of four.

5 If there are enough players, control may pass to block 896. If there are not

enough players, control may pass to block 894. At block 894, a number of software 
agents, configured to act as autonomous players, may be enabled such that there are 

enough players (including software agents) in the tournament.

Each software agent may be configured to mimic an actual player. For
10 example, for non-skill playing games (e.g., a slots game), the software agent may be 

configured to activate a button (e.g., a "Spin" button) at a rate that corresponds to 
rates of actual players. As one embodiment, configuring the software agent may 
comprise configuring at least one aspect of the software agent based on a statistical 
analysis of the play of actual players' play in past games and/or tournaments. For

15 instance, the rate that a software agent "selects" a button may be based on a statistical

analysis of the rates at which actual players select the button in past tournaments. The 
software agent's rate may be selected as the average or median rate of past actual 
players. Additionally, the software agent's rate may be randomly or pseudo-randomly 
selected according to a statistical distribution of rates of actual players. The rate may

20 or may not be changed during the tournament.

For skill-based games (e.g., a trivia game, a chess game, a poker game, etc.), 
the software agent may be configured to play according to particular style and/or skill 
level. Styles may be configured according to categories such as "high risk,"
"moderate risk,” "low risk," or other categories. Skill levels may be configured

25 according to categories such as "high," "moderate," "low," or other categories.
Additionally or alternatively, software agents may be configured to more specifically 
mimic the behaviors of past players. For example, it may be noted that a past player, 
when faced with a particular choice between three options, always chose the third 

option. Thus, a software agent could be configured, when faced with that choice, to
• 30 always choose the third option. Those of ordinary skill in the art will recognize many 

other techniques in which a software agent may be configured to mimic the behavior 
of an actual player:
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01 At block 896, the players detected at block 886 may be prompted to pay fees 

for playing in the tournament. At block 897, fees may be received from the players.

At block 898, the tournament may be started. The tournament may include 
players playing at, for example, a casino gaming unit at a casino, a gaming unit in a

5 restaurant, and playing at home on a general purpose computer. The tournament may 
also include autonomous software agents. The software agents may be implemented 
by the tournament server 46, a gaming unit 20, or some other device. If an 
autonomous software agent were to win the tournament, the software agent prize 
could be retained by the tournament operator or sponsor, rolled over to another

10 tournament, distributed among players, etc.

Variations

One of ordinary skill in the art will recognize many variations to the above 
described embodiments. For example, a single tournament may include players 

playing according to two or more of the above-described embodiments. For instance,
15 in a two hour tournament scheduled between 7 PM and 9 PM, a first player could play 

for the entire time, and a second player could play in one half-hour time slot starting 
at 8 PM. Additionally, a third player could start playing at 7:45 PM and play through 
to the end of the tournament. Also, fourth and fifth players could play as a relay team. 
Further, a sixth player could player via a software agent.

20 As another example variation, tournament play may occur in rounds (e.g.,

round-robin, single-elimination, double-elimination, etc.). In some embodiments, 
players may play against other players. For example, a poker tournament may permit 
players to play against other players.

Further, a single tournament may comprise players playing at a typical
25 tournament gaming location such as a casino, but may also comprises players playing 

at home via the internet, playing elsewhere via cell phones, as well as software agents 

playing on behalf of others. As described with reference to Fig. 22, the tournament 
may comprise software agents playing autonomously.

Although some of the previously described embodiments described specifying
30 a length of time a player wished to play, in other embodiments a player could

alternatively specify a number oframes. Further, time and time periods may be
represented in a variety of ways. For instance, time periods may be represented by a
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duration, a start time and an end time, etc. Also, time periods may be represented by 
other metrics. For example, if the length of a game to be played in the tournament is 

known, a time period could be represented as a number of games. Further, the value 
payout to a player may be based on the number of games played by the player.

5 When playing games, a score of the player could accumulate in a variety of

ways. For example, in some embodiments a score of a player could both increment 
and decrement during play in the tournament, because the player may lose points on 

some games and gain points on other games. In other embodiments, a score of a 
player could only increment. For instance, a play of a game could only result in

10 increasing the player's score or, optionally, leaving the score unchanged.

The outcomes of individual games played by a player could be determined at 
the individual gaming unit of the player or at a server remotely located from the 
gaming unit. For example, a server could randomly or pseudo-randomly generate a 
number for a game and then send the number to a gaming unit via a network. Then,

15 the gaming unit could use the number to determine a payout of the game. In another 
example, the server could determine the payout of a game and then send the payout 

information to the gaming unit. Thus, in some embodiments a lottery-type 
tournament could be implemented. In these embodiments, if a plurality of winners is 
determined, a jackpot could be shared among the plurality of winners (e.g., a pari-

20 mutuel jackpot).

Example Games

Examples of games that may be played via the gaming units are provided 
below. These games may be played as part of a tournament. If played in a

25 tournament, some of the blocks described below may be omitted. For example, 
blocks at which a player may select a bet may be omitted. Rather, the bet may be 
automatically selected by the game or predetermined.

Draw Poker

Fig. 23 is an exemplary display 950 that may be shown on the display unit 170

30 during performance of a poker routine. Referring to Fig. 23, the display 950 may .
include video images 951 of a plurality of playing cards representing the player’s 

hand, such as five cards. To allow the player to control the play of the video poker
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01 game, a plurality of player-selectable buttons may be displayed. The buttons may 
include a “Hold” button 952 disposed directly below each of the playing card images 

951, a “Cash Out” button 954, a “See Pays” button 955, a “Bet One Credit” button 

956, a “Bet Max Credits” button 957, and a “Deal/Draw” button 958. The display

5 950 may also include an area 959 in which the number of remaining credits or value is
displayed. If the display unit 170 is provided with a touch-sensitive screen, the 
buttons 952, 954, 955, 956, 957, 958 may form part of the video display 950. 
Alternatively, one or more of those buttons may be provided as part of a control panel 

that is provided separately from the display unit 170.

10 Fig. 24 is a flowchart of a poker routine 962. Referring to Fig. 24, at block
964, the routine may determine whether the player has requested payout information, 
such as by activating the “See Pays” button 955, in which case at block 966 the 
routine may cause one or more pay tables to be displayed on the display unit 170. At 
block 968, the routine may determine whether the player has made a bet, such as by

15 pressing the “Bet One Credit” button 956, in which case at block 976 bet data 
corresponding to the bet made by the player may be stored in the memory of the 
controller 100. At block 978, the routine may determine whether the player has 
pressed the “Bet Max Credits” button 957, in which case at block 98O.bet data 
corresponding to the maximum allowable bet may be stored in the memory of the

20 controller 200.

At block 982, the routine may determine if the player desires a new hand to be 
dealt, which may be determined by detecting if the “Deal/Draw” button 958 was 
activated after a wager was made. In that case, at block 984 a video poker hand may 
be “dealt” by causing the display unit 170 to generate the playing card images 951.

25 After the hand is dealt, at block 986 the routine may determine if any of the “Hold” 
buttons 952 have been activated by the player, in which case data regarding which of 
the playing card images 951 are to be “held” may be stored in the controller 200 at 
block 988. If the “Deal/Draw” button 958 is activated again as determined at block 

990, each of the playing card images 951 that were not “held” maybe caused to
30 disappear from the video display 950 and to be replaced by a new,' randomly selected, 

playing card image 951 at block 992.

At block 994, the routine may determine whether the poker hand represented 
by the playing card images 951 currently displayed is a winner. That determination
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01 may be made by comparing data representing the currently displayed poker hand with 
data representing all possible winning hands, which may be stored in the memory of 
the controller 200. If there is a winning hand, a payout value corresponding to the 

winning hand may be determined at block 996. At block 998, the player’s cumulative
5 value or number of credits may be updated by subtracting the bet made by the player 

and adding, if the hand was a winner, the payout value determined at block 996. The 
cumulative value or number of credits may also be displayed in the display area 959 
(Fig. 23).

Although the video poker routine 962 is described above in connection with a
10 single poker hand of five cards, the routine 962 may be modified to allow other

versions of poker to be played. For example, seven card poker may be played, or stud 
poker may be played. Alternatively, multiple poker hands may be simultaneously 
played. In that case, the game may begin by dealing a single poker hand, and the 
player may be allowed to hold certain cards. After deciding which cards to hold, the

15 held cards may be duplicated in a plurality of different poker hands, with the 
remaining cards for each of those poker hands being randomly determined.

Blackjack

Fig. 25 is an exemplary display 1000 that may be shown on the display unit 
170 during performance of a blackjack routine. Referring to Fig. 25, the display 1000

20 may include video images 1002 of a pair of playing cards representing a dealer’s
hand, with one of the cards shown face up and the other card being shown face down, 
and video images 1004 of a pair of playing cards representing a player’s hand, with 
both the cards shown face up. The “dealer” may be the gaming unit 20.

To allow the player to control the play of the video blackjack game, a plurality
25 of player-selectable buttons may be displayed. The buttons may include a “Cash Out” 

button 1006, a “See Pays” button 1008, a “Stay” button 1010, a “Hit” button 1012, a 
“Bet One Credit” button 1014, and a “Bet Max Credits” button 1016. The display 
1000 may also include an area 1018 in which the number of remaining credits or 
value is displayed. If the display unit 170 is provided with a touch-sensitive screen,

30 the buttons 1006,1008, 1010,1012,1014, and 1016 may form part of the video

display 1000. Alternatively, one or more of those buttons may be provided as part of 
a control panel that is provided separately from the display unit 170.
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1 Fig. 26 is a flowchart of a blackjack routine 1020. Referring to Fig. 26, the 
video blackjack routine 1020 may begin at block 1022 where it may be determined 
whether a bet has been made by the player. That may be determined, for example, by 

detecting the activation of either the “Bet One Credit” button 1014 or the “Bet Max

5 Credits” button 1016. At block 1028, bet data corresponding to the bet made at block 

1022 may be stored in the memory of the controller 200. At block 1030, a dealer’s 

hand and a player’s hand may be “dealt” by making the playing card images 1002, 
1004 appear on the display unit 170.

At block 1032, the player may be allowed to be “hit,” in which case at block
10 1034 another card will be dealt to the player’s hand by making another playing card

image 1004 appear in the display 1000. If the player is hit, block 1036 may determine 
if the player has “bust,” or exceeded 21. If the player has not bust, blocks 1032 and 
1034 may be performed again to allow the player to be hit again.

If the player decides not to hit, at block 1038 the routine may determine

15 whether the dealer should be hit. Whether the dealer hits may be determined in
accordance with predetermined rules, such as the dealer always hit if the dealer’s hand 
totals 15 or less. If the dealer hits, at block 1040 the dealer’s hand may be dealt 
another card by making another playing card image 1002 appear in the display 1000. 
At block 1042 the routine may determine whether the dealer has bust. If the dealer

20 has not bust, blocks 1038,1040 may be performed again to allow the dealer to be hit 
again.

If the dealer does not hit, at block 1042 the outcome of the blackjack game and 
a corresponding payout may be determined based on, for example, whether the player 
or the dealer has the higher hand that does not exceed 21. If the player has a winning

25 hand, a payout value conesponding to the winning hand may be determined at block 

1046. At block 1048, the player’s cumulative value or number of credits may be 
updated by subtracting the bet made by the player and adding, if the player won, the 
payout value determined at block 1046. The cumulative value or number of credits 
may also be displayed in the display area 1018 (Fig. 25).

30 Slots

Fig. 27 is an exemplary display 1050 that maybe shown on the display unit 
170 during performance of a slots routine. Referring to Fig. 27, the display 1050 may
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01 include video images 1052 of a plurality of slot machine reels, each of the reels 
having a plurality of reel symbols 1054 associated therewith. Although the display 

1050 shows five reel images 1052, each of which may have three reel symbols 1054 
that are visible at a time, other reel configurations could be utilized.

5 To allow the player to control the play of the slots game, a plurality of player-
selectable buttons may be displayed. The buttons may include a “Cash Out” button 
1056, a “See Pays” button 1058, a plurality of payline-selection buttons 1060 each of 
which allows the player to select a different number of paylines prior to “spinning” 
the reels, a plurality of bet-selection buttons 1062 each of which allows a player to

10 specify a wager amount for each payline selected, a “Spin” button 1064, and a “Max 
Bet” button 1066 to allow a player to make the maximum wager allowable.

Fig. 28 is a flowchart of a slots routine 1068. Referring to Fig. 28, at block 
1070, the routine may determine whether the player has requested payout information, 
such as by activating the “See Pays” button 1058, in which case at block 1072 the

15 routine may cause one or more pay tables to be displayed on the display unit 170. At 
block 1074, the routine may determine whether the player has pressed one of the 
payline-selection buttons 1060, in which case at block 1076 data corresponding to the 
number of paylines selected by the player may be stored in the memory of the 
controller 200. At block 1078, the routine may determine whether the player has

20 pressed one of the bet-selection buttons 1062, in which case at block 1084 data
corresponding to the amount bet per payline may be stored in the memory of the 
controller 200. At block 1086, the routine may determine whether the player has 
pressed the “Max Bet” button 1066, in which case,at block 1088 bet data (which may 
include both payline data and bet-per-payline data) corresponding to the maximum

25 allowable bet may be stored in the memory of the controller 200.

If the “Spin” button 1064 has been activated by the player as determined at 
block 1090, at block 1092 the routine may cause the slot machine reel images 1052 to 
begin “spinning” so as to simulate the appearance of a plurality of spinning 
mechanical slot machine reels. At block 1094, the routine may determine the

30 positions at which the slot machine reel images will stop, or the particular symbol 

images 1054 that will be displayed when the reel images 1052 stop spinning. At 
block 1096, the routine may stop the reel images 1052 from spinning by displaying 
stationary reel images 1052 and images of three symbols 1054 for each stopped reel
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01 image 1052. The virtual reels may be stopped from left to right, from the perspective 
of the player, or in any other manner or sequence.

The routine may provide for the possibility of a bonus game or round if certain 
conditions are met, such as the display in the stopped reel images 1052 of a particular

5 symbol 1054. If there is such a bonus condition as determined at block 1098, the 

routine may proceed to block 1100 where a bonus round may be played. The bonus 
round may be a different game than slots, and many other types of bonus games could 

be provided. If the player wins the bonus round, or receives additional credits or 
points in the bonus round, a bonus value may be determined at block 1102. A payout

10 value corresponding to outcome of the slots game and/or the bonus round may be
determined at block 1104. At block 1108, the player’s cumulative value or number of 
credits may be updated by subtracting the bet made by the player and adding, if the 
slot game and/or bonus round were a winner, the payout value determined at block 
1104.

15 Although the above routine has been described as a virtual slot machine

routine in which slot machine reels are represented as images on the display unit 170, 
actual slot machine reels that are capable of being spun may be utilized instead.

Keno

Fig. 29 is an exemplary display 1120 that may be shown on the display unit
20 170 during performance of a keno routine. Referring to Fig. 29, the display 1120 may

include a video image 1122 of a plurality of numbers that were selected by the player 
prior to the start of a keno game and a video image 1124 of a plurality of numbers 
randomly selected during the keno game. The randomly selected numbers may be 
displayed in a grid pattern.

25 To allow the player to control the play of the keno game, a plurality of player-
selectable buttons may be displayed. The buttons may include a “Cash Out” button 
1126, a “See Pays” button 1128, a “Bet One Credit” button 1130, a “Bet Max Credits” 
button 1132, a “Select Ticket” button 1134, a “Select Number” button 1136, and a 
“Play” button 1138. The display 1120 may also include an area 1140 in which the

30 number of remaining credits or value is displayed. If the display unit 170 is provided
with a touch-sensitive screen, the buttons may form part of the video display 1120.
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Alternatively, one or more of those buttons may be provided as part of a control panel 

that is provided separately from the display unit 170.

Fig. 30 is a flowchart of a keno routine 1150. The keno routine 1150 may be 

utilized in connection with a single gaming unit 20 where a single player is playing a

5 keno game, or the keno routine 1150 may be utilized in connection with multiple 
gaming units 20 where multiple players are playing a single keno game. In the latter 
case, one or more of the acts described below may be performed either by the 

controller 200 in each gaming unit or the network computer 22, the tournament game 

server 46, or some other computer, to which multiple gaming units 20 are operatively
10 connected.

Referring to Fig. 30, at block 1152, the routine may determine whether the 
player has requested payout information, such as by activating the “See Pays” button 
1128, in which case at block 1154 the routine may cause one or more pay tables to be 
displayed on the display unit 170. At block 1156, the routine may determine whether

15 the player has made a bet, such as by having pressed the “Bet One Credit” button 
1130 or the “Bet Max Credits” button 1132, in which case at block 1162 bet data 
corresponding to the bet made by the player may be stored in the memory of the 
controller 200. After the player has made a wager, at block 1164 the player may 
select a keno ticket, and at block 1166 the ticket may be displayed on the display

20 1120. At block 1168, the player may select one or more game numbers, which may
be within a range set by the casino. After being selected, the player’s game numbers 
may be stored in the memory of the controller 200 at block 1170 and may be included 

in the image 1122 on the display 1120 at block 1172. After a certain amount of time, 
the keno game may be closed to additional players (where a number of players are

25 playing a single keno game using multiple gambling units 20).

If play of the keno game is to begin as determined at block 1174, at block 
1176 a game number within a range set by the casino maybe randomly selected either 
by the controller 200 or a central computer operatively connected to the controller, 
such as the network computer 22, the tournament game server 46, or some other

30 computer. At block 1178, the randomly selected game number may be displayed on 

the display unit 170 and the display units 170 of other gaming units 20 (if any) which 
are involved in the same keno game. At block 1180, the controller 200 (or the central.
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1 computer noted above) may increment a count which keeps track of how many game 

numbers have been selected at block 1176.

At block 1182, the controller 200 (or the network computer 22, the tournament 

game server 46, or some other computer) may determine whether a maximum number
5 of game numbers within the range have been randomly selected. If not, another game 

number may be randomly selected at block 1176. If the maximum number of game 

numbers has been selected, at block 1184 the controller 200 (or a central computer) 
may determine whether there are a sufficient number of matches between the game 

numbers selected by the player and the game numbers selected at block 1176 to cause
10 the player to win. The number of matches may depend on how many numbers the 

player selected and the particularkeno rules being used.

If there are a sufficient number of matches, a payout maybe determined at 
block 1186 to compensate the player for winning the game. The payout may depend 
on the number of matches between the game numbers selected by the player and the

15 game numbers randomly selected at block 1176. At block 1188, the player’s
cumulative value or number of credits may be updated by subtracting the bet made by 

the player and adding, if the keno game was won, the payout value determined at 
block 1186. The cumulative value or number of credits may also be displayed in the 
display area 1140 (Fig. 29).

20 Bingo

Fig. 31 is an exemplary display 1200 that may be shown on the display unit 
170 during performance of a bingo routine 1220. Referring to Fig. 31, the display 
1200 may include one or more video images 1202 of a bingo card and images of the 
bingo numbers selected. during the game. The bingo card images 1202 may have a

25 grid pattern.

To allow the player to control the play of the bingo game, a plurality of player 

selectable buttons may be displayed. The buttons may include a “Cash Out” button 
1204, a “See Pays” button 12.06, a “Bet One Credit” button 1208, a “Bet Max Credits1 
button 1210, a “Select Card” button 1212, and a “Play” button 1214. The display

30 1200 may also include an area 1216 in which the number of remaining'credits or
value is displayed. If the display unit 170 is provided with a touch-sensitive screen, 
the buttons may form part of the video display 1200. Alternatively, one or more of
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01 those buttons may be provided as part of a control panel that is provided separately 

from the display unit 170.

Fig. 32 is a flowchart of a bingo routine 1220. The bingo routine 1220 may be 

utilized in connection with a single gaming unit 20 where a single player is playing a

5 bingo game, or the bingo routine 1220 may be utilized in connection with multiple 
gaming units 20 where multiple players are playing a single bingo game. Ih the latter 
case, one or more of the acts described below may be performed either by the 
controller 200 in each gaming unit 20 or by the network computer 22, the tournament 
game server 46, or some other computer, to which multiple gaming units 20 are

10 operatively connected.

Referring to Fig. 32, at block 1222, the routine may determine whether the 
player has requested payout information, such as by activating the “See Pays” button 
1206, in which case at block 1224 the routine may cause one or more pay tables to be 
displayed on the display unit 170. At block 1226, the routine may determine whether

15 the player has made a bet, such as by having pressed the “Bet One Credit” button
1208 or the “Bet Max Credits” button 1210, in which case at block 1232 bet data 
corresponding to the bet made by the player may be stored in the memory of the 
controller 200.

After the player has made a wager, at block 1234 the player may select a bingo
20 card, which may be generated randomly. The player may select more than one bingo 

card, and there may be a maximum number of bingo cards that a player may select. 
After play is to commence as determined at block 1238, at block 1240 a bingo number 
may be randomly generated by the controller 200 or a central computer such as the 
network computer 22, the tournament game server 46, or some other computer. At

25 block 1242, the bingo number may be displayed on the display unit 170 and the 
display units 170 of any other gaming units 20 involved in the bingo game.

At block 1244, the controller 200 (or a central computer) may determine 
whether any player has won the bingo game. If no player has won, another bingo 
number may be randomly selected at block 1240. If any player has bingo as

30 determined at block'1244, the routine may determine at block 1246 whether the player 
playing that gaming unit 20 was the winner. If so, at block 1248 a payout for the 

• player may be determined. The payout may depend on the number of random
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11 numbers that were drawn before there was a winner, the total number of winners (if 
there was more than one player), and the amount of money that was wagered on thei
game. At block 1250, the player’s cumulative value or number of credits may be 

updated by subtracting the bet made by the player and adding, if the bingo game was
5 won, the payout value determined at block 1248. The cumulative value or number of 

credits may also be displayed in the display area 1216 (Fig. 31).

Combination

Fig. 33 is a flow diagram illustrating another embodiment of a method for
10 facilitating play in a tournament. Referring to Fig. 33A, at block 1204 of the method 

1200, a player may select various options for playing in the tournament. For example, 
the player may select to play singly or as part of a group. At block 1208, it may be 
determined whether the player has chosen a single player mode. If no, then at block 
1212, the player may select a tournament group from a list of groups, and may enter

15 the number of piayer(s) joining that particular group. The tournament server may
send a group identification number associated with the group to the player.

At block 1216, the server may prompt the player to indicate whether the player 
had a reservation for a tournament. If the player has a reservation, the player may 
confirm the reservation at block 1220 (e.g., by entering a reservation number, login

20 name, etc.). ·

If the player wishes to remain anonymous at block 1224, the player may be 
assigned an arbitrary identifier at block 1228. If the player does not wish to remain 
anonymous, at block 1232, the player may insert his or her playing tracking card, 
enter a login identifier and/or password, etc.

25 At block 1236, the player may select a method of playing in the tournament.
For-example, the player may select to begin playing immediately or to play sometime 
in the future. Additionally, the player may choose to play, for example, according to 
a "time slot" method, a "flex time" method, a "relay" method, etc.

Referring now to Fig. 33B, if the player chooses to play immediately, the
30 toninFzz'.Ynt server 44 may compute a required entry fee. and cause the gaming unit 20

tc display io &e player potential awards in the tournament at block 1250. After 
receiving payment from the player, the server may then generate an "admission
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01 ticket" and send it to the gaming unit or player where the player may print out the 
"admission ticket" or a receipt. The "admission ticket" may include an identifier that 
may be used by the player to enter the tournament. If the player decides to play later, 

the player may pay an entry fee, and similarly receive an admission ticket.

5 At block 1254, the player may enter the identifier, submit the admission ticket

itself, enter a password, etc., in order to enter the tournament. The flow of Fig. 33 
may then proceed to an appropriate block based on the method(s) selected by the 
player at block 1236 of Fig. 33A.

in one embodiment, audio and/or visual communication from the player at the
10 gaming unit 20, to the tournament server 44 and/or to a gaming host is permitted. 

Similarly, audio and/or visual communication from the gaming host to the player at 
gaming unit 20 may be permitted. If a player has chosen to remain anonymous during 
the gaming tournament, however, he may abstain from sending audio and/or visual 
communication to the tournament host. In this way, bidirectional audio and/or visual

15 and/or data communication between the tournament host and the players provides
tournament players with an interactive and therefore, an enhanced gaming experience. 

Further details of such unidirectional or bidirectional communication between a 
tournament host and a player is described in U.S. Patent Application No. 10/112,967, 
filed March 29,2002, and entitled "An Apparatus and Method for a Gaming

20 Tournament Network." This application is hereby incorporated by reference herein in 
its entirety for all purposes.

In the above description, various methods have been described with reference 
to flow diagrams. It will be apparent to one of ordinary skill in the art that each of 
these methods may be implemented, in whole or in part, by software, hardware,

25 and/or firmware. If implemented, in whole or in part, by software, the software may 
be stored on a tangible medium such as a CD-ROM, a floppy disk, a hard drive, a 
digital versatile disk (DVD), a read-only memory (ROM), etc. Further, although the 
examples described above were described with reference to various flow diagrams, 
one of ordinary skill in the art will appreciate that many other methods may

30 alternatively be used. For example, the order of execution of the blocks may be · 
changed, and/or some or all of the blocks may be changed, eliminated, or combined.
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It will be understood that the term “comprise” and any of its derivatives (eg. comprises, 

comprising) as used in this specification is to be taken to be inclusive of features to which it refers, and 

is not meant to exclude the presence of any additional features unless otherwise stated or implied.

The reference to any prior art in this specification is not, and should not be taken as, an 

5 acknowledgement of any form of suggestion that such prior art forms part of the common general

knowledge.
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THE CLAIMS DEFINING THE INVENTION ARE AS FOLLOWS:

1. A gaming method, comprising:

designating a gaming tournament time of a gaming tournament, the gaming tournament time 

having a start time and an end time;

5 receiving enrollment data from a plurality of first players at respective player computers;

enabling each of the player computers for playing at least one game in the gaming 

tournament during the gaming tournament time;

enabling the software agent to play at least one game via a proxy computer during the 

gaming tournament time;

0 receiving enrollment data from a second player including authorization data authorizing the

software agent to play games in the gaming tournament on behalf of the second player, the software 

agent to be executed by a proxy computer;

configuring a game playing behavior of the software agent to allow the second player to 

select game playing behavior corresponding to selected categories of particular predetermined high,

5 moderate or low skill levels;

determining a first winning player, if any, from the plurality of first players and the second 

player based on outcomes of the games played by the plurality of first players and the software agent; 

and

if the first winning player is determined, generating data indicative of a first value payout to 

!0 be awarded to the first winning player.

2. A gaming method according to claim 1, further comprising:

determining a second winning player, if any, from the plurality of first players and the 

second player based on outcomes of the games played by the plurality of first players and the 

software agent; and

25 if the second winning player is determined, generating data indicative of a second value

payout to be awarded to the second winning player.

3. A gaming method according to claim 1 or 2, wherein configuring the game playing behavior 

of the software agent includes configuring the software agent to play according to a particular risk 

level.

30 4. A gaming method according to any one of claims 1 to 3, wherein configuring the game

playing behavior of the software agent includes prompting the second player to answer a 

questionnaire.
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5. A gaming method according to any one of claims 1 to 4, wherein configuring the game 

playing behavior of the software agent includes prompting the second player to select a template from 

a plurality of templates, wherein at least some of the templates corresponding to different game 

playing behaviors.

5 6. A gaming method according to claim 1, further comprising analyzing game playing behavior

of the second player to generate behavior parameters;

wherein configuring the game playing behavior of the software agent includes configuring 

the software agent to play according to the generated behavior parameters.

7. A gaming method according to claim 6, wherein analyzing game playing behavior of the

0 second player includes analyzing actions of the second player during game play.

8. A gaming method according to claim 6 or 7, wherein analyzing game playing behavior of the 

second player includes analyzing player tracking information associated with the second player.

9. A tournament server, comprising: 

a network interface;

5 a controller operatively coupled to the network interface, the controller comprising a

processor and a memory operatively coupled to the processor, the controller configured to:

designate a gaming tournament time of a gaming tournament, the gaming tournament 

time having a start time and an end time;

receive enrollment data from a plurality of first players at respective player

!0 computers operatively coupled to the tournament server via the network interface;

enable each of the player computers for playing at least one game in the gaming

tournament during the gaming tournament time;

receive enrollment data from a second player via the network interface, the

enrollment data including authorization data indicative of the second player authorizing a software

25 agent to play games in the gaming tournament on behalf of the second player, the software agent to 

be executed by a proxy computer;

enable the software agent to play at least one game via the proxy computer during the 

gaming tournament time;

configure a game playing behavior of the software agent to allow the second player

30 to select game playing behavior corresponding to selected categories of particular predetermined 

high, moderate or low skill levels;
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determine a first winning player, if any, from the plurality of first players and the 

second player based on outcomes of the games played by the plurality of first players and the 

software agent; and

if the first winning player is determined, generating data indicative of a first value 

5 payout to be awarded to the first winning player.

10. A tournament server according to claim 9, wherein the proxy computer is separate from the 

tournament server, and wherein the proxy computer is operatively coupled to the tournament server 

via the network interface.

11. A tournament server according to claim 10, wherein the proxy computer comprises the 

0 tournament server.

12. The gaming method according to claim 1 wherein the at least one player is a virtual player, 

further comprising:

determining a number of players in the plurality of players based on the number of requests 

received in the time period;

5 if the number of players is less than a predetermined number, generating at least one virtual

player such that the number of players and the at least one virtual player is at least the predetermined 

number, wherein the at least one virtual player comprises the software agent executed by a computer 

gaming system;

determine at least one game playing behavior according to which the software agent is to

Ό play; and

configuring the software agent to play according to the at least one game playing behavior.

13. A gaming method according to claim 12, wherein determining the at least one game playing 

behavior comprises selecting a risk level from a plurality of risk levels.

14. A gaming method according to any one of claims 12 or 13, wherein determining the at least

25 one game playing behavior comprises determining a speed at which the software agent is to play.

15. A gaming method according to any one of claims 12 to 14, wherein determining the at least 

one game playing behavior comprises selecting a speed from a plurality of speeds.

16. A gaming method according to any one of claims 12 to 15, wherein determining the at least 

one game playing behavior comprises selecting a template from a plurality of templates, wherein at

30 least some of the templates correspond to different game playing behaviors.
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17. A gaming method according to any one of claims 1 to 5 or claim 16, wherein the game 

playing behavior associated with each of at least some of the plurality of templates corresponds to a 

game playing behavior of a corresponding personality.

18. A gaming method according to claim 17, wherein the game playing behavior of the 

5 corresponding personality corresponds to game playing behavior of a fictional person.

19. A gaming method according to claim 17, wherein the game playing behavior of the 

corresponding personality corresponds to game playing behavior of a famous person.

20. A gaming method substantially in accordance with any one of the embodiments of the 

invention described herein and illustrated in the accompanying drawings.

0 21. A tournament server substantially in accordance with any one of the embodiments of the

invention described herein and illustrated in the accompanying drawings.
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