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(57) ABSTRACT 

Device, system and method of gaming. For example, a 
method of operating a game includes: based on a received 
pre-paid amount, assigning to a user a subscription period and 
a substantially unlimited amount of virtual game-related 
operations that the user is permitted to perform during the 
subscription period; virtually performing, during the Sub 
scription period, game-related operations in response to com 
mands received from the user during the subscription period; 
after the subscription period elapses, calculating a profit-and 
loss balance of the user based on the game-related operations 
virtually performed for the user during the subscription 
period; and if the profit-and-loss balance is positive, assign 
ing to the user a prize calculated based on the profit-and-loss 
balance. 
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DEVICE, SYSTEMAND METHOD OF 
GAMING 

CROSS-REFERENCE TO RELATED 
APPLICATIONS 

0001. This application claims priority and benefit from (1) 
U.S. Provisional Patent Application No. 60/640,217, filed on 
Jan. 3, 2005, entitled “Subscription Gambling/Gaming”; and 
(2) U.S. Provisional Patent Application No. 60/664,191, filed 
on Mar. 23, 2005, entitled “Device, System and Method of 
Investment Gaming', both of which are incorporated herein 
by reference in their entirety. 

FIELD OF THE INVENTION 

0002 The present invention relates to the field of invest 
ing, and more particularly trading Stocks, currencies, pre 
cious metals, commodities, or the like; as well as to the field 
of gaming, and more particularly to online and offline gaming 
platforms, devices and methods. 

BACKGROUND OF THE INVENTION 

0003. In the field of investing and trading, investing in 
securities typically requires an initial investment amount. For 
example, a person wishing to trade stocks may need to open 
an account with a stocks broker and to deposit an initial 
amount of money into the account. The deposited amount 
may be then used to fund purchases of securities. Usually 
traders have access to real time stock exchange data via bro 
kerage firms or by connecting to the system via the inteniet or 
other means. 
0004. A significant drawback of the stock/currency/pre 
cious metals/commodities trading is that the trader or client 
may risk his financial state without control. For example, the 
trader or client is not limited in the amount of money that he 
might lose, since the value of his stock or commodity portfo 
lio may decrease very fast and significantly. In addition, many 
traders are not professional investment specialists, and they 
may make decisions based on wrong considerations or fol 
lowing bad advice. 
0005. Many traders or clients participate in investing for 
entertainment, and considerinvesting as gaming or gambling. 
To be responsible, they need to limit their enjoyment in order 
to avoid significant losses. 
0006. Some companies offer virtual portfolio manage 
ment, where clients may simulate trading by creating a virtual 
investment portfolio and tracking a virtual profit or loss. 
These systems are used as training instruments, but they do 
not offer to the user any real “action” or entertainment user 
experience, and do not provide a real entertainment value for 
the client. 
0007. In the field of gambling and gaming, e.g., in casino 
gambling, a player or client wagers funds on various games 
that may be dependent on chance and/or skill, usually by 
exchanging money into chips or credit or other casino cur 
rency. The player or client may continue playing as long as he 
can afford to purchase credit, optionally depending on his 
performance (e.g., winning or losing) and wagering habits. At 
any given time the player may exchange the casino currency 
back into money. 
0008. A significant drawback of casino gambling is that 
the player or client may risk his financial state without con 
trol. For example, the player or client is not limited in the 
amount of money that he can gamble, and may irresponsibly 
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gamble away all that he owns, and sometimes even more than 
he owns (e.g., by taking loans or creating debts). 
0009. Many players or clients visit online and offline gam 
ing/gambling sites for entertainment; being responsible, they 
need to limit their enjoyment in order to avoid significant 
losses. 

SUMMARY OF THE INVENTION 

0010 Some embodiments of the invention provide sys 
tems, devices and methods for a Subscription-based game for 
simulating trading of Stock/currency/precious metals/com 
modities, and allowing players to receive real profits from 
their skills or Success. 
0011. Some embodiments may include a platform and 
method that may enable a user to purchase a right to use a 
system providing access to trading data, possibly real-time, 
and to simulate trading/investing process and operations. The 
users may play virtually, such that players do not purchase 
actual securities, but they may gain profits/winnings. 
0012. In some embodiments, the winnings of the user may 
be calculated based on his performance during the Subscrip 
tion period, e.g., profits and loses, or combination thereof. For 
example, if as a result of multiple operations of purchasing 
and selling securities, a user generates a positive balance 
(profit) while he had the right to play, the user may receive this 
profit or portion thereof in form of money and/or money 
equivalents. 
0013. In some embodiments, a user may pay a subscrip 
tion fee in order to create and manage a virtual portfolio of 
securities, e.g., through an online, mobile or other interface. 
During the Subscription period, the user may have a virtual 
balance, and may submit virtual trade orders to virtually 
purchase or sell securities, e.g., based on real-time market 
quotes (or possibly delayed). 
0014. At the end of the subscription period, if the final 
virtual balance of the virtual portfolio is positive, the user may 
receive a monetary reward which may be a function of the 
user's performance. The monetary reward, for example, may 
be substantially equal to the final virtual balance of the user, 
or may be based on the final virtual balance of the user. In 
some embodiments, the monetary reward received by the user 
may be unrelated to performance or virtual balances of other 
USCS. 

0015. In some embodiments, a gaming system may 
include, for example, an incoming payment module to receive 
a payment from a user; a game management module to assign 
to the user, based on the received payment amount, a Sub 
Scription period and a substantially unlimited amount of Vir 
tual game-related operations that the user is allowed to per 
form during the Subscription period; a gaming module to 
virtually perform game-related operations in response to 
commands received from the user during the Subscription 
period; an account module to calculate, after the Subscription 
period elapses, a profit-and-loss balance of the user based on 
the game-related operations that the user performed during 
the Subscription period; and an outgoing payment module to 
provide or assign to the user, if the profit-and-loss balance is 
positive, a prize calculated based on the profit-and-loss bal 
aCC. 

0016 Some embodiments may include systems and meth 
ods for Subscription-based gambling games, for enabling 
games (including, but not limited to, slot machines, video 
poker, card games, blackjack, roulette, dice games, bingo, 
skill games, lottery games, Pachinko games, or the like), 
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gambling, events, activities and/or entertainment, that over 
comes the limitations of existing land-based and online gam 
bling systems. 
0017. Some embodiments may include a platform and 
method that may enable a user to purchase a right to play 
various games. Accordingly, the winnings of the user may be 
calculated based on his gaming results, e.g., wins, loses, 
wagers, or combination thereof. For example, if the Sum of 
total wins of the user exceeds the sum of the total bets made 
by the user while he had the right to play, the user may receive 
the remainder (the balance) in form of money, prizes (includ 
ing, but not limited to, prepaid gift certificates, gift cards, or 
other kind of Voucher) or discounts (e.g., coupons) to pur 
chase goods. 
0018. Some embodiments may include a system and 
method that may enable the user to purchase a Subscription to 
gamble or play for a pre-defined timeframe. In other embodi 
ments, the user may purchase a Subscription to gamble or play 
for a pre-defined number of bets or games, or a pre-defined 
Sum of bets or games. 
0019. Some embodiments may include a system and 
method for Subscription-based gaming using a dedicated 
gaming console, a handheld device, a PDA, a Pocket PC 
device, a mobile phone, a mobile wireless communication 
device, or the like. The user may purchase a Subscription to 
gamble using, for example, the internet, an intranet, a local 
network connection, a USB connection, a wireless of IR 
connection, or the like. Gaming may be performed online or 
offline. 
0020. In some embodiments, the user may purchase cred 

its online, for non-Subscription-based offline gambling or 
gaming. 
0021. In some embodiments, a method of operating a 
game may include, for example: based on a received pre-paid 
amount, assigning to a user a Subscription period and a Sub 
stantially unlimited amount of virtual game-related opera 
tions that the user is permitted to perform during the Subscrip 
tion period; virtually performing, during the Subscription 
period, game-related operations in response to commands 
received from the user during the subscription period; after 
the Subscription period elapses, calculating a profit-and-loss 
balance of the user based on the game-related operations 
virtually performed for the user during the subscription 
period; and if the profit-and-loss balance is positive, assign 
ing to the user a prize calculated based on the profit-and-loss 
balance. 
0022. In some embodiments, for example, calculating the 
profit-and-loss balance may include Subtracting a total 
amount of losses that the user incurred in the Subscription 
period, from a total amount of winnings that the user accu 
mulated in the Subscription period. 
0023. In some embodiments, for example, calculating the 
profit-and-loss balance may include Subtracting a total 
amount of wagers that the user incurred in the Subscription 
period, from a total amount of winnings that the user accu 
mulated in the Subscription period. 
0024. In some embodiments, for example, the method 
may further include receiving a purchase order from the user; 
and virtually performing the purchase order based on Sub 
stantially real-time market quotes. 
0025. In some embodiments, for example, the method 
may further include receiving a sale order from the user, and 
virtually performing the sale order based on substantially 
real-time market quotes. 
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0026. In some embodiments, for example, the method 
may further include permitting the user to perform a Substan 
tially unlimited number of virtual sales and virtual purchases 
during the Subscription period. 
0027. In some embodiments, for example, calculating the 
profit-and-loss balance may include: for each security that 
user purchased during the Subscription period, if the user sold 
the security—Subtracting the sale price of that security from 
the purchase price of that security, and if the user did not sell 
the security—Subtracting a market price of that security at the 
ending of the Subscription period from the purchase price of 
that security. 
0028. In some embodiments, for example, the method 
may further include displaying to the user a virtual game 
whose result involves chance; receiving from the user a vir 
tual wager amount, increasing a loss counter by the virtual 
wager amount; and if the user wins the virtual game, increas 
ing a win counter by a winning amount. 
0029. In some embodiments, for example, the method 
may further include permitting the user to perform a Substan 
tially unlimited number of wagers during the Subscription 
period. 
0030. In some embodiments, for example, a gaming 
device may include: an incoming payment module to receive 
a payment from a user; a game management module to assign 
to the user, based on the received payment amount, a Sub 
Scription period and a substantially unlimited amount of Vir 
tual game-related operations that the user is permitted to 
perform during the subscription period; a gaming module to 
virtually perform, during the Subscription period, game-re 
lated operations in response to commands received from the 
user during the Subscription period; an account module to 
calculate, after the Subscription period elapses, a profit-and 
loss balance of the user based on the game-related operations 
virtually performed for the user during the subscription 
period; and an outgoing payment module to assign to the user, 
if the profit-and-loss balance is positive, a prize calculated 
based on the profit-and-loss balance. 
0031. In some embodiments, for example, the account 
module is to calculate the profit-and-loss balance by subtract 
ing a total amount of losses that the user incurred in the 
Subscription period, from a total amount of winnings that the 
user accumulated in the Subscription period. 
0032. In some embodiments, for example, the account 
module is to calculate the profit-and-loss balance by subtract 
ing a total amount of wagers that the user incurred in the 
Subscription period, from a total amount of winnings that the 
user accumulated in the Subscription period. 
0033. In some embodiments, for example, the gaming 
module is to receive a purchase order from the user, and to 
virtually perform the purchase order based on substantially 
real-time market quotes. 
0034. In some embodiments, for example, the gaming 
module is to receive a sale order from the user, and to virtually 
perform the sale order based on substantially real-time mar 
ket quotes. 
0035. In some embodiments, for example, the gaming 
module permits the user to perform a substantially unlimited 
number of virtual sales and virtual purchases during the Sub 
Scription period. 
0036. In some embodiments, for example, the gaming 
module permits the user to perform a substantially unlimited 
number of wagers during the Subscription period. 
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0037. In some embodiments, for example, a gaming sys 
tem may include: a first payment module to receive a payment 
from a user; a gaming device including an incoming payment 
module to retrieve, from the first payment module, data 
related to the received payment, a game management module 
to assign to the user, based on the received payment amount, 
a Subscription period and a substantially unlimited amount of 
virtual game-related operations that the user is permitted to 
perform during the Subscription period, a gaming module to 
virtually perform, during the Subscription period, game-re 
lated operations in response to commands received from the 
user during the Subscription period, and an account module to 
calculate, after the Subscription period elapses, a profit-and 
loss balance of the user based on the game-related operations 
virtually performed for the user during the subscription 
period; and a second payment module to assign to the user, if 
the profit-and-loss balance is positive, a prize calculated 
based on the profit-and-loss balance. 
0038. In some embodiments, for example, the gaming 
device is portable, and the first and second payment modules 
are external to the gaming device. 
0039. In some embodiments, for example, the first pay 
ment module may include an online incoming payment mod 
ule, and the second payment module may include an online 
outgoing payment module. 
0040. In some embodiments, for example, the gaming 
module is to operate offline in a disconnected mode from the 
first and second payment modules. 
0041 Embodiments of the invention may provide various 
other benefits or advantages. 

BRIEF DESCRIPTION OF THE DRAWINGS 

0042. The subject matter regarded as the invention is par 
ticularly pointed out and distinctly claimed in the concluding 
portion of the specification. The invention, however, both as 
to organization and method of operation, together with con 
tainers, features, and advantages thereof, may best be under 
stood by reference to the following detailed description when 
read with the accompanying drawings in which: 
0043 FIG. 1 is a flow-chart of a method of operating and 
using an investment game in accordance with Some embodi 
ments of the invention; 
0044 FIG. 2 is a schematic block diagram illustration of a 
game system in accordance with some embodiments of the 
invention; 
0045 FIG.3 is a schematic block diagram illustration of a 
system of a Subscription-based game in accordance with 
Some embodiments of the invention; 
0046 FIG. 4 is a schematic block diagram illustration of 
components of an electronic cashier in accordance with some 
embodiments of the invention; 
0047 FIG. 5 is a flow-chart of a method in accordance 
with some embodiments of the invention; and 
0048 FIG. 6 is a schematic block diagram illustration of a 
system for portable gambling game in accordance with some 
embodiments of the invention. 
0049. It will be appreciated that for simplicity and clarity 
of illustration, elements shown in the figures have not neces 
sarily been drawn to scale. For example, the dimensions of 
Some of the elements may be exaggerated relative to other 
elements for clarity. Further, where considered appropriate, 
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reference numerals may be repeated among the figures to 
indicate corresponding or analogous elements. 

DETAILED DESCRIPTION OF THE INVENTION 

0050. In the following detailed description, numerous spe 
cific details are set forth in order to provide a thorough under 
standing of the invention. However, it will be understood by 
those skilled in the art that the present invention may be 
practiced without these specific details. In other instances, 
well-known methods, procedures, components and circuits 
have not been described in detail so as not to obscure the 
present invention. 
0051. Unless specifically stated otherwise, as apparent 
from the following discussions, it is appreciated that through 
out the specification discussions utilizing terms such as “pro 
cessing”, “computing, "calculating”, “determining, or the 
like, refer to the action and/or processes of a computer or 
computing system, or similar electronic computing device, 
that manipulate and/or transform data represented as physi 
cal, such as electronic, quantities within the computing sys 
tem's registers and/or memories into other data similarly 
represented as physical quantities within the computing sys 
tem's memories, registers or other such information storage, 
transmission or display devices. 

99 &g 0.052 Furthermore, usage of the words “gaming', 'gam 
bling” or the like, refers to land-based and/or online events, 
activities, games, sessions, rounds, hands, rolls, operations, 
or the like, including, for example, video games, Web games, 
casino games, card games, dice games, sporting events and/or 
any other gaming or gambling events. In addition, the words 
“bet”, “bid' or the like, refer to any type of wagers, bets or 
gaming ventures that are placedon random events, whether of 
monetary or non-monetary value, or other events in which 
chance has a part in determining the result (e.g., chance alone, 
or chance in combination with skills). 
0053. The platforms, processes and displays presented 
herein are not inherently related to any particular computer or 
other apparatus. Various general-purpose computing systems 
and networking equipment may be used with programs in 
accordance with the teachings herein, or it may prove conve 
nient to construct a more specialized apparatus to perform the 
desired method. The desired structure for a variety of these 
systems will appear from the description below. In addition, 
embodiments of the present invention are not described with 
reference to any particular programming language. It will be 
appreciated that a variety of programming languages may be 
used to implement the teachings of the present invention as 
described herein. 

0054 The term “securities” as used herein may include, 
for example, Stocks, shares, bonds, mutual funds, commodi 
ties, options, spots, precious metals, or other trade-able assets 
or rights. 
0055 FIG. 1 is a flow-chart of a method of operating and 
using an investment game in accordance with Some embodi 
ments of the invention. 

0056. As indicated at box 110, the method may include, 
for example, logging-in to a service, a system, a network 
and/or a web-site allowing participation in the investment 
game. This may include, for example, downloading and/or 
installing a client program, creating and/or entering a use 
marnme and a password, or otherwise launching an interface 
(e.g., a web-based interface or a hand-held or mobile or cel 
lular interface) to the investment game. 
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0057. As indicated at box 115, the method may include, 
for example, defining a subscription period in relation to the 
received payment. In one embodiment, a relatively higher 
payment may result in a relatively longer Subscription period. 
For example, a payment of 10 Dollars may result in a sub 
scription period of 30 days, a payment of 20 Dollars may 
result in a subscription period of 75 days, or the like. 
0058 As indicated at box 120, the method may include, 
for example, defining maximum permitted virtual portfolio 
size and available securities, based on or in relation to the 
Subscription type. In one embodiment, available types of 
securities may be defined, for example, securities that belong 
to a certain index (e.g., Dow Jones Industrial Average, Stan 
dard & Poor, or the like), securities that are traded in a certain 
exchange (e.g., NASDAQ, NYSE. Forex or the like), securi 
ties that belong to a certain market segment (e.g., hi-tech, real 
estate, energy, biotechnology, or the like), stocks, bonds, for 
eign currencies, mutual funds, commodities, options, or the 
like. In another embodiment, available securities may be 
defined on a specific basis, for example, by defining that 
stocks of Microsoft (MSFT), General Electric (GE) and 
Yahoo (YHOO) are available. In another embodiment, a rela 
tively higher payment may result in having more securities 
choice for virtual portfolio. For example, a payment of 20 
Dollars may result in having only 2 securities to choose from 
for given Subscription period, a payment of 50 Dollars may 
permit a choice of 5 securities, or the like. In another embodi 
ment, a relatively higher payment may result in having more 
number of securities permitted for trading in each virtual 
transaction (permitted virtual portfolio size). For example, a 
payment of 20 Dollars may result in having a limit of only 20 
securities to virtually own; a payment of 50 Dollars may 
permit a limit of 50 securities to virtually own, or the like. 
0059. As indicated at box 125, the method may include, 
for example, allocating trading conditions. In one embodi 
ment, maximum permitted Stop Loss size may be defined. In 
another embodiment, an initial virtual balance may be defined 
as Zero Dollars or as another predefined amount. 
0060. As indicated at box 130, the method may include, 
for example, paying a Subscription fee. This may include, for 
example, paying a pre-defined amount of money, and receiv 
ing Such payment or a confirmation of Such payment. 
0061. As indicated at box 135, the method may include, 
for example, providing quotes for one or more of the available 
securities. In one embodiment, the quotes may include real 
time quotes or Substantially real-time quotes; in another 
embodiment, the quotes may include delayed quotes, e.g., 
15-minutes delayed quotes, 20-minutes delayed quotes, or 30 
minutes delayed quotes. In one embodiment, quotes of Sub 
stantially all available securities may be provided; in another 
embodiment, a user may select quotes of one or more avail 
able securities, and the selected quotes may be provided. In 
another embodiment, the quotes may include one, two, three 
or more quote levels including quote price and number of 
securities offered. 

0062. As indicated at box 140, the method may include, 
for example, submitting a virtual trade order for an available 
security. This may include, for example, Submitting a virtual 
order to buy or sell an availably security, in accordance with 
an amount or a quantity provided by a user, and/or limited by 
subscription terms. The virtual trade order may be similar to 
a real-world trade order, e.g., a limit order, a market order, an 
order having instructions or conditions (All or None”, “Fill 
or Kill’, or the like), an order having a time limit (“Good for 
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Day”, “Good for Week”, “Good till Executed”), or the like. In 
one embodiment, only market orders may be submitted, and 
non-market orders (e.g., limit orders) may not be submitted. 
0063 As indicated at box 145, the method may include, 
for example, virtually executing the virtual trade order. This 
may include, for example, creating or updating a record in a 
virtual portfolio, or indicating that an available security was 
purchased or sold. For example, a virtual purchase order may 
be executed by adding the purchased securities to a virtual 
portfolio, and by deducting the price of the purchased secu 
rities from the virtual balance. Similarly, a virtual sale order 
may be executed by removing the sold securities from a 
virtual portfolio, and by adding the price of the sold securities 
to the virtual balance. 
0064. In one embodiment, optionally, a virtual trade fee 
may be applied to the virtual balance, for example, by deduct 
ing a pre-defined amount (e.g., 7 Dollars, 11 Dollars, 0.5%, 
1% or the like) from the virtual balance upon virtual execu 
tion of the virtual trade order. In one embodiment, only mar 
ket orders may be virtually executed, and non-market orders 
(e.g., limit orders) may not be virtually executed. 
0065. In some embodiments, a player may, at any given 
time during his Subscription period, upgrade or edit his Sub 
Scription properties from a first type to a second type, that may 
include, for example, an increased virtual portfolio size, addi 
tional securities available for virtual trading, additional trad 
ing options (Forex, additional stock exchanges, or the like), 
additional or other trading conditions (e.g., a higher Stop 
Loss), additional or extended duration of the subscription 
period, or the like. In this case, the player may be asked to pay 
an additional fee to cover the difference between the first 
Subscription type and the second Subscription type. 
0066. As indicated at box 150, the method may include, 
for example, checking whether the Subscription period 
elapsed. As indicated by arrow 151, if the checking result is 
negative, then the method may include, for example, repeat 
ing one or more of the above operations, e.g., the operations 
of boxes 135,140 and 145. 
0067 Conversely, as indicated by arrow 152, if the check 
ing result is positive, then the method may include, as indi 
cated at box 160, determining a final virtual balance. This 
may include, for example, performing Suitable adjustment 
operations, e.g., to liquidate the virtual portfolio. In one 
embodiment, for example, the securities that were virtually 
purchased and were not virtually sold may be sold, e.g., 
according to market rates at the time the Subscription period 
elapsed, and their price may be added to the virtual balance to 
result in the final virtual balance. 
0068. In one embodiment, trade fees may be deducted 
from the virtual balance upon liquidation of available securi 
ties that were purchased and not sold during the Subscription 
period. In some embodiments, the initial virtual balance (e.g., 
if different than Zero) may be deducted from the virtual bal 
ance, to result in the final virtual balance. In one embodiment. 
0069. As indicated at box 165, the method may include, 
for example, checking whether the final virtual balance is 
positive. 
(0070. As indicated by arrow 171, if the final virtual bal 
ance is not positive (e.g., negative or Zero), then the method 
may include, as indicated at box 180, providing a notification 
that the subscription period elapsed and that the final virtual 
balance is not positive. 
(0071 Conversely, as indicated by arrow 172, if the final 
virtual balance is positive, then the method may include, as 
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indicated at box 190, providing a notification that the sub 
scription period elapsed and that the final virtual balance is 
positive. In such case, as indicated at box 195, the method 
may further include, for example, providing or assigning a 
reward or prize based on the final virtual balance. In one 
embodiment, the reward may be a pre-defined monetary pay 
ment (e.g., 100 Dollars). In another embodiment, the reward 
may be a monetary payment Substantially equal to the amount 
of the virtual final balance. In yet another embodiment, the 
reward may be a monetary payment in relation to the amount 
of the virtual final balance, for example, one half of the virtual 
final balance, two thirds of the virtual final balance, a pre 
defined percentage of the virtual final balance, or the like. In 
still another embodiment, the reward may be a monetary 
payment calculated by taking into account the final virtual 
balance, the Subscription period, the Subscription fee paid, the 
number of trades performed, or other parameters. In some 
embodiments, the reward provided or assigned to a first user 
may be unrelated to, and unaffected by, the performance of 
one or more other users, or the properties of one or more other 
virtual portfolios not operated by the first user. 
0072 Instill another embodiment, the reward or part of the 
reward may include, for example, an additional Subscription 
period offered to the player. In yet another embodiment, the 
reward or an additional reward may be paid to several users, 
for example, that demonstrated better competitive perfor 
mance, or have performed more transactions, or based on 
other conditions or criteria which may be defined by the 
system administrator. 
0073. Other suitable operations or sets of operations may 
be used in accordance with embodiments of the invention. 

0074 FIG.2 schematically illustrates a block diagram of a 
game system 200 in accordance with some embodiments of 
the invention. System 200 may include, for example, a server 
220 and one or more stations, e.g., a station 210. The server 
220 may be connected to the station 210 through a link 250, 
e.g., through a wired link, through a wireless communication 
link, through a wired or wireless network, through the Inter 
net, through the World WideWeb, cellular, or the like. 
0075 Station 210 may include or may be implemented as, 
for example, a personal computer, a desktop computer, a 
server computer, a workstation, a tablet computer, a mobile 
computer, a laptop computer, a notebook computer, a mobile 
phone, a cellular phone, a hand-held device, a Personal Digi 
tal Assistant (PDA) device, a dedicated or multi-purpose 
computing platform, or other Suitable computing devices. In 
Some embodiments, station 210 may include, for example, a 
processor 211, a memory unit 212, a storage unit 213, an input 
unit 214, and an output unit 215. Station 210 may include 
other Suitable hardware components and/or software compo 
nentS. 

0076 Processor 211 may include, for example, a Central 
Processing Unit (CPU), a Digital Signal Processor (DSP), a 
microprocessor, a controller, a chip, a microchip, an Inte 
grated Circuit (IC), or any other Suitable multi-purpose or 
specific processor or controller. 
0077 Memory unit 212 may include, for example, a Ran 
dom. Access Memory (RAM), a Read Only Memory (ROM), 
a Dynamic RAM (DRAM), a Synchronous DRAM (SD 
RAM), a Flash memory, a volatile memory, a non-volatile 
memory, a cache memory, a buffer, a short term memory unit, 
a long term memory unit, or other Suitable memory units or 
storage units. 

Dec. 11, 2008 

0078 Storage unit 213 may include, for example, a hard 
disk drive, a floppy disk drive, a Compact Disk (CD) drive, a 
CD-ROM drive, or other suitable removable or non-remov 
able storage units. 
0079 Input unit 214 may include, for example, a key 
board, amouse, a touch-pad, a stylus, a pointing device, or the 
like. 

0080 Output unit 215 may include, for example, a Cath 
ode Ray Tube (CRT) monitor, a Liquid Crystal Display 
(LCD) monitor, a plasma monitor, or other Suitable monitor 
or display unit. 
I0081 Station 210 may be operated by a user to perform 
one or more operations of the investment game, e.g., logging 
in, paying the Subscription fee, and Submitting a virtual trade 
order. 
I0082 Server 220 may include or may be implemented as, 
for example, a personal computer, a desktop computer, a 
server computer, a workstation, a tablet computer, a mobile 
computer, a laptop computer, a notebook computer, a mobile 
phone, a cellular phone, a hand-held device, a Personal Digi 
tal Assistant (PDA) device, a dedicated or multi-purpose 
computing platform, or other Suitable computing devices. In 
Some embodiments, server 220 may include, for example, a 
processor 221, a memory unit 222, and a storage unit 223. 
Server 220 may include other suitable hardware components 
and/or Software components. 
I0083 Processor 221 may include, for example, a Central 
Processing Unit (CPU), a Digital Signal Processor (DSP), a 
microprocessor, a controller, a chip, a microchip, an Inte 
grated Circuit (IC), or any other Suitable multi-purpose or 
specific processor or controller. 
I0084 Memory unit 222 may include, for example, a Ran 
dom. Access Memory (RAM), a Read Only Memory (ROM), 
a Dynamic RAM (DRAM), a Synchronous DRAM (SD 
RAM), a Flash memory, a volatile memory, a non-volatile 
memory, a cache memory, a buffer, a short term memory unit, 
a long term memory unit, or other Suitable memory units or 
storage units. 
I0085 Storage unit 223 may include, for example, a hard 
disk drive, a floppy disk drive, a Compact Disk (CD) drive, a 
CD-ROM drive, or other suitable removable or non-remov 
able storage units. 
I0086) Server 220 may be operated by a user to perform one 
or more operations of the investment game, e.g., defining a 
Subscription period, defining available securities, allocating 
an initial virtual balance, checking whether the Subscription 
period elapsed, determining a final virtual balance, checking 
whether the final virtual balance is positive, and providing or 
assigning a reward or prize based on the final virtual balanced. 
I0087 Server 220 may include one or more modules, 
which may be implemented, for example, as units of server 
220, as Software components, as hardware components, or as 
sub-units of other components of server 220. Such modules 
may include, for example, a quotes module 231, an account 
module 232, a portfolio module 233, a constraints module 
234, an order module 235, an execution module 236, a man 
agement module 237, an incoming payment module 238, an 
outgoing payment module 239, or other Suitable modules. 
I0088. The quotes module 231 may provide quotes of one 
or more securities. In one embodiment, quote data may be 
received by the quote module 231 from an external source, 
e.g., a remote quotes generator or quote source. In some 
embodiments, quotes modules 231 may store and/or retrieve 
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real-time quotes, Substantially real-time quotes, delayed 
quotes, and/or historical quotes. 
0089. The account module 232 may store parameters of a 
user's account, or of multiple accounts of multiple users. For 
example, the account module may store data indicating a 
username and a password of an account, payments received to 
the credit of the account, beginning and ending of the Sub 
Scription period associated with the account, a current bal 
ance and historical balances associated with the account, 
historical records of trades associated with the account, or the 
like. 
0090 The portfolio module 233 may store data of securi 

ties that are virtually held and associated with an account. In 
one embodiment, securities that are virtually held may 
include, for example, securities for which a virtual purchase 
ordered was virtually executed, and for which a virtual sale 
order was not virtually executed. 
0091. The constraints module 234 may store data indicat 
ing types of operations that a user may or may not have the 
power to perform. For example, the powers module 234 may 
store data indicating the securities available for trading by a 
user, a minimum or maximum monetary amount for which a 
virtual trade may be allowed, a maximum number of trades 
allowed for a user within a pre-defined period of time, a 
minimum or maximum quantity of securities for which a 
virtual trade may be allowed, or other constraints or condi 
tions. 
0092. The order module 235 may include an interfaceable 
to receive order details submitted by station 210. 
0093. The execution module 236 may, for example, virtu 
ally execute an order to trade securities, update the portfolio 
module 233 upon virtual execution of a trade, update the 
virtual balance upon virtual execution of a trade, or perform 
other execution-related operations. 
0094. The management module 237 may, for example, 
check whether the subscription period elapsed, determine the 
final virtual balance, send notifications to the user based on 
the final virtual balance, or perform other operations related 
to the management of the investment game. 
0095. The incoming payment module 238 may, for 
example, be able to receive payment from a user (e.g., Sub 
Scription fee payment) using one or more methods of pay 
ment, e.g., a credit card, a debit card, a check, a money order, 
an electronic funds transfer, a wire transfer, or the like. 
0096. The outgoing payment module 239 may, for 
example, be able to perform payment to a user (e.g., payment 
of a reward based on the final virtual balance) using one or 
more methods of payment, e.g., a credit card, a debit card, a 
check, a money order, an electronic funds transfer, a wire 
transfer, or the like. 
0097. In some embodiments, a player may purchase the 
right to use, for a pre-defined period of time (“subscription 
period), a stock exchange trading game and/or web-site. 
Within the subscription period, the player may perform a 
Substantially unlimited number of purchase operations and/or 
sell operations; optionally, Volume requirements or limits 
(e.g., minimum or maximum) may apply. The purchase/sell 
orders that the player submits are performed virtually, based 
on Substantially real-time trading data or quotes, or slightly 
delayed trading data or quotes. Optionally, bidding and ask 
ing prices, as well as current trading quotes are shown, e.g., in 
Substantially real-time or using slightly-delayed data. 
0098. In some embodiments, the number of shares or com 
modities that the player may purchase, may be pre-defined in 
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the type of subscription that the player purchases. For 
example, the higher the Subscription price, the greater the 
variety of shares or commodities that the player may be 
allowed to trade virtually. 
0099. Some embodiments may allow responsible gaming. 
For example, the Subscription price paid by the player may be 
the fixed expense that the player spends in his subscription 
period of time. The player may not be able to lose money 
(other than paying the Subscription price up front); the player 
purchases the right to play the investment game for a Sub 
Scription period, and has no stake to lose. 
0100 Some embodiments may provide a significant enter 
tainment value. For example, a player may make a Substan 
tially unlimited number of virtual trades during his subscrip 
tion period. The player may determine in advance the length 
of his subscription period, and may pay only for the right to 
play (e.g., trade virtually) during that Subscription period. 
However, the player still has a chance to win real money, i.e., 
non-virtual money. 
0101. In some embodiments, a “winning balance may be 
calculated based on the profit and loss generated virtually by 
a player during his pre-defined subscription period. If the 
profit/loss balance is negative, then the player need not pay 
any payment. If the profit/loss balance is positive, then the 
player may receive a real (non-virtual) reward which may be 
dynamically calculated, e.g., a variable reward, non pre-de 
termined or non-constant, as a function of his profit/loss 
balance, or the like. 
0102 Some embodiments may provide a gaming experi 
ence which may appeal to players seeking a challenge, or 
seeking to develop trading and/or strategy skills, together 
with a real-life incentive or reward. In some embodiments, the 
gambling component or chance component may be minimal 
or Substantially Zero, since the game (e.g., trading) may be 
skill-based. Some embodiments may guarantee fair play and 
Substantially no manipulations, since the game incorporates 
virtual trading of Stocks. Some embodiments may provide a 
high level of entertainment or excitement, since the game may 
be based on real-time information and may offer a powerfully 
realistic ambience. 
0103) In some embodiments, various suitable components 
may be used, instead of or in addition to components 
described herein. For example, in some embodiments, a gam 
ing system may include: an incoming payment module to 
receive a payment from a user; a game management module 
to assign to the user, based on the received payment amount, 
a Subscription period and a substantially unlimited amount of 
virtual game-related operations that the user is allowed to 
perform during the Subscription period; a gaming module to 
virtually perform game-related operations in response to 
commands received from the user during the Subscription 
period; an account module to calculate, after the Subscription 
period elapses, a profit-and-loss balance of the user based on 
the game-related operations that the user performed during 
the Subscription period; and an outgoing payment module to 
provide or assign to the user, if the profit-and-loss balance is 
positive, a prize calculated based on the profit-and-loss bal 
aCC. 

0104 FIG. 3 schematically illustrates a system 300 of a 
Subscription-based game in accordance with an embodiment 
of the invention. The system 300 may include a main menu 
bar 310 that may include a display 312 of the total wins during 
the subscription period, and a display 314 of the total bets 
during the subscription period. When the number presented 
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on display 314 is higher than the number presented on display 
312, it is an indication that the user of system 300 is winning, 
and therefore, that he is entitled to receive the remainder 
between the values showed on display 314 and display 312 in 
form of money, prizes (including, but not limited to, prepaid 
gift certificates, gift cards, and/or other kind of Voucher or 
coupon) or discounts to purchase goods. 
0105. Furthermore, menu bar 310 may include gaming 
controls 316 to enable the user of the system 300 to activate 
the different games operable by system 300. The system 300 
may also include a display 320 of the game activated and 
played by the user. The game activated on display 320 may be, 
for example, a display of a slot machine. Additional controls 
that may be included in system 300 are, for example, a cashier 
button 330 which functionality will be described below in 
detail, an upgrade button 332 to enable the user to upgrade or 
edit his subscription, as will be described in detail below. 
Additional controls may be included, such as, for example, a 
promotions button, an information button, a help button, or 
the like. 
0106 FIG. 4 schematically illustrates components of an 
electronic cashier according to an embodiment of the inven 
tion. For example, after clicking or selecting the cashier but 
ton 330 of FIG. 3, the user may be requested to choose the 
format of subscription that he is interested in. For example, 
the user may be requested to define the period of the subscrip 
tion (block 402). The period may last, for example, between 
one minute to a several months or years. The user may be 
requested to define the cost he is willing to pay for the sub 
scription (block 404). The cost may effect the size of the 
maximum or fixed bet that the user may play with (block 406). 
In some embodiments, the period of Subscription and/or its 
cost may be defined by the user, and based on the choices 
made by the user, the size of the maximum or fixed bet may be 
determined. In another embodiment, the period of subscrip 
tion and/or the size of the maximum permitted bet may be 
defined or selected by the user, and based on the choices made 
by user, the Subscription price may be defined or adjusted. 
0107 Furthermore, additional characteristics related to 
the gambling games may also be determined. For example, 
the minimum wagering requirement after which the user may 
claim winnings (block 408), and/or number of permitted 
games, and/or progressive gaming options (block 410) may 
be determined. 

0108. The user may proceed to pay for the selected sub 
scription (block 412). For example, for a period of one week 
with a subscription cost of 50 Dollars, the user may not be 
exposed to progressive gaming options such as Jackpots. For 
a longer period of for example, two weeks, with a higher 
subscription cost of, for example, 200 Dollars, the user may 
be exposed to progressive gaming options such as Jackpots. 
0109. In some embodiments, the user may upgrade, 
update, renew, modify or otherwise edit his subscription 
properties or characteristics. When upgrading the Subscrip 
tion, the user may be informed of the current subscription 
terms, such as, for example, the date his current Subscription 
started, the current Subscription period, the expiration date of 
the subscription period, and total subscription period of the 
user. In addition, the user may be informed of his maximum 
permitted or fixed bet size. The user may then upgrade or 
modify the term of the Subscription (e.g., prolongation) and/ 
or upgrade (e.g., increase) his bet size and/or make available 
more games and/or progressive gaming options. Other modi 
fications may be performed. 
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0110 FIG. 5 is a flowchart diagram of a method in accor 
dance with an embodiment of the invention. After entering to 
the gaming lobby (block 500), the user may purchase sub 
scription to play for a predefined period of time (block 510A) 
or a Subscription to play a predefined number of wagers 
(block 510B). In case the period of time is predefined, the 
maximum number of the wagers may be unlimited (block 
520A); in case the number of wagers is predefined, the period 
of time of the client gaming may be unlimited (Block 520B). 
0111 FIG. 6 schematically illustrates a system 600 for 
portable gambling game in accordance with another embodi 
ment of the invention. System 600 may include a dedicated 
gaming device, a PDA, a Pocket PC device, a handheld 
device, a mobile phone, a mobile wireless communication 
device, or other portable electronic device with built-in gam 
ing software (shown as component 640). The system 600 
demonstrates a Subscription-based gambling game, but regu 
lar gambling games may utilize system 600. 
0112 System 600 may include a main menu bar 610 that 
may include a display 612 of the total wins during the sub 
scription period, and a display 614 of the total bets during the 
subscription period. When the number presented on display 
614 is higher than the number presented on display 612, it is 
an indication that the user of system 600 is winning, and 
therefore, that he is entitled to receive the remainder between 
the values of display 614 and display 612 in form of money, 
prizes (including, but not limited to, prepaid gift certificates, 
gift cards, or any other kind of Voucher or coupon) or dis 
counts to purchase goods. 
0113. Furthermore, menu bar 610 may include gaming 
controls 616 to enable the user of system 600 to activate the 
different games operable by system 600. The system 600 may 
further include a display 620 of the game activated and played 
by the user. The game activated on display 620 may be, for 
example, a display of a slot machine. Additional controls that 
may be included in system 600 are the cashier button 330, 
and/oran upgrade button 332 to enable the user to upgrade or 
edit its subscription. Additional controls may be included, 
Such as, for example, a promotions button, an information 
button, a help button, or the like. 
0114 System 600 may have internet, intranet and/or local 
network communication ability (shown as component 150) 
using one or more techniques or protocols, including but not 
limited to USB, IR, wireless, cellular ports, or the like. For 
example, system 600 may be connected to the Internet, to 
allow a user to purchase a subscription period; accordingly, 
system 600 may be configured or programmed to allow the 
user to utilize system 600 offline during the subscription 
period. At the end of the subscription period, system 600 may 
be connected again to the Internet, to upload his profit/loss 
balance (“cash out'), to determine whether he is entitled to a 
reward, to calculate the reward based on his final profit/loss 
balance, and to provide or assign the user with the reward or 
prize. System 600 may include, for example, one or more 
chance-based games, skill-based games, combined chance? 
skill-based games, investment platform, trading platform, or 
the like. 

0.115. In some embodiments, the user may utilize an inter 
net connection to purchase a subscription; after purchasing 
the Subscription, the user may perform wagers either online or 
offline utilizing the system 600. Optionally, system 600 may 
be connected to the internet once again, at the end of the 
subscription period, to upload the profit/loss or win/lose bal 
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ance from System 600 to a remote processing center, e.g., 
which may send the user a reward based on his final balance 
accumulated in system 600. 
0116. In some embodiments, system 600 may be utilized 
by a user in conjunction with a Subscription allowing the user 
to play for a pre-defined time period, during which the user 
may play a Substantially unlimited number of games, wagers 
or bets, or may perform a substantially unlimited number of 
trading operations. In other embodiments, system 600 may be 
utilized by a user in conjunction with a Subscription allowing 
the user to play a pre-defined number of games or wagers, a 
Subscription allowing the user to perform a pre-defined num 
ber of trading operations, e.g., during a Substantially unlim 
ited period of time. 
0117. In some embodiments, the total winnings or profits 
that a user accumulated during the Subscription period, 
through games and/or gambling and/or virtual tradings, may 
be referred to as TotalProfit; and the total losses or wagers that 
the user incurred during the Subscription period, through 
games and/or gambling and/or virtual tradings, may be 
referred to as Totall loss. The difference received by subtract 
ing Totall loss from TotalProfit, may be referred to as Balance. 
Once the Subscription period elapses, if Balance is negative or 
Zero, then the user may not receive a reward, and may not need 
to pay any additional compensation; for example, the user 
may not need to pay a monetary amount equal to Balance, and 
may not need to pay a monetary amount calculated based on 
Balance. In contrast, if Balance is positive, then the user may 
be entitled to receive a reward, which may be, for example, 
Substantially equal to Balance, calculated as a pre-defined 
percentage of Balance (e.g., 90 percent, 80 percent, 75 per 
cent, 70 percent, 66 percent, 50 percent, 25 percent, or the 
like), or calculated using a function which takes Balance into 
account (e.g., by Subtracting a pre-defined value from Bal 
ance, by multiplying Balance by a pre-defined factor, or the 
like). 
0118. In some embodiments, one or more tables, lookup 

tables, data structures and/or lists may be utilized by the 
system, and/or may optionally be presented to a user or uti 
lized by a user. Table 1 shows a demonstrative table of sub 
Scription costs values, fixed bet size, minimum wagering 
requirement or credit, and whether or not certain gaming 
operations are permitted to the user, wherein the Subscription 
period is one week: 

TABLE 1. 

Minimum 
wagering Progressive 

requirement Jackpots Subscription Subscription Fixed 
Period Cost Bet Size credits Permitted? 

1 week S30 O.OS 600 No 
S50 O.10 1,000 No 

S100 O.25 2,000 No 
S150 O.SO 3,000 No 
S200 1.00 4,000 Partly 
S250 2.00 5,000 Partly 
S300 2.50 6,000 Yes 
S500 S.OO 10,000 Yes 

0119 Table 2 shows a demonstrative table of subscription 
costs values, fixed bet size, minimum wagering requirement 
or credit, and whether or not certain gaming operations are 
permitted to the user, wherein the subscription period is two 
weeks: 
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TABLE 2 

Minimum 
wagering Progressive 

requirement Jackpots Subscription Subscription Fixed 
Period Cost Bet Size credits Permitted? 

2 weeks S40 O.OS 800 No 
S60 O.10 1,200 No 
S125 O.25 2,500 No 
S200 O.SO 4,000 Partly 
S300 1.OO 6,000 Partly 
S500 2.OO 10,000 Partly 
S600 2.50 12,000 Yes 
S750 S.OO 15,000 Yes 

I0120 In some embodiments, a user's ability to prolong, 
update, upgrade or modify his Subscription properties, e.g., 
his Subscription period, may be limited. For example, a Sub 
Scription for one week may be prolonged up until 3 days 
before the subscription period elapses; a subscription for two 
weeks may be prolonged up until 5 days before the subscrip 
tion period elapses; a Subscription for one month may be 
prolonged up until 9 days before the subscription period 
elapses; a Subscription for two months may be prolonged up 
until 15 days before the subscription period elapses; or the 
like. In some embodiments, during the time period in which 
the user may not be able to prolong his subscription (e.g., 
towards the end of the subscription period), the user may be 
allowed to modify other properties related to the subscription, 
for example, modify, upgrade or increase his bet size. 
I0121. Some embodiments of the invention may be imple 
mented by software, by hardware, or by any combination of 
software and/or hardware as may be suitable for specific 
applications or in accordance with specific design require 
ments. Embodiments of the invention may include units and/ 
or Sub-units, which may be separate of each other or com 
bined together, in whole or in part, and may be implemented 
using specific, multi-purpose or general processors or con 
trollers, or devices as are known in the art. Some embodi 
ments of the invention may include buffers, registers, stacks, 
storage units and/or memory units, for temporary or long 
term storage of data or in order to facilitate the operation of a 
specific embodiment. 
I0122) Some embodiments of the invention may be imple 
mented, for example, using a machine-readable medium or 
article which may store an instruction or a set of instructions 
that, if executed by a machine, cause the machine to perform 
a method and/or operations in accordance with embodiments 
of the invention. Such machine may include, for example, any 
Suitable processing platform, computing platform, comput 
ing device, processing device, computing System, processing 
system, computer, processor, or the like, and may be imple 
mented using any Suitable combination of hardware and/or 
software. The machine-readable medium or article may 
include, for example, any suitable type of memory unit, 
memory device, memory article, memory medium, storage 
device, storage article, storage medium and/or storage unit, 
for example, memory, removable or non-removable media, 
erasable or non-erasable media, writeable or re-writeable 
media, digital or analog media, hard disk, floppy disk, Com 
pact Disk Read Only Memory (CD-ROM), Compact Disk 
Recordable (CD-R), Compact Disk Re-Writeable (CD-RW), 
optical disk, magnetic media, various types of Digital Versa 
tile Disks (DVDs), a tape, a cassette, or the like. The instruc 
tions may include any Suitable type of code, for example, 
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Source code, compiled code, interpreted code, executable 
code, static code, dynamic code, or the like, and may be 
implemented using any suitable high-level, low-level, object 
oriented, visual, compiled and/or interpreted programming 
language, e.g., C, C++, Java, BASIC, Pascal, Fortran, Cobol, 
assembly language, machine code, or the like. 
0123. While certain features of the invention have been 
illustrated and described herein, many modifications, Substi 
tutions, changes, and equivalents may occur to those of ordi 
nary skill in the art. It is, therefore, to be understood that the 
appended claims are intended to coverall such modifications 
and changes as fall within the true spirit of the invention. 
What is claimed is: 
1. A method of operating a game, the method comprising: 
based on a received pre-paid amount, assigning to a user a 

Subscription period and a Substantially unlimited 
amount of virtual game-related operations that the user 
is permitted to perform during the Subscription period; 

virtually performing, during the Subscription period, 
game-related operations in response to commands 
received from the user during the subscription period; 

after the Subscription period elapses, calculating a profit 
and-loss balance of the user based on the game-related 
operations virtually performed for the user during the 
Subscription period; and 

if the profit-and-loss balance is positive, assigning to the 
user a prize calculated based on the profit-and-loss bal 
aCC. 

2. The method of claim 1, wherein calculating the profit 
and-loss balance comprises: 

Subtracting a total amount of losses that the user incurred in 
the Subscription period, from a total amount of winnings 
that the user accumulated in the Subscription period. 

3. The method of claim 1, wherein calculating the profit 
and-loss balance comprises: 

Subtracting a total amount of wagers that the user incurred 
in the Subscription period, from a total amount of win 
nings that the user accumulated in the Subscription 
period. 

4. The method of claim 1, further comprising: 
receiving a purchase order from the user, and 
virtually performing the purchase order based on Substan 

tially real-time market quotes. 
5. The method of claim 4, further comprising: 
receiving a sale order from the user, and 
virtually performing the sale order based on substantially 

real-time market quotes. 
6. The method of claim 4, further comprising: 
permitting the user to perform a Substantially unlimited 
number of virtual sales and virtual purchases during the 
Subscription period. 

7. The method of claim 6, wherein calculating the profit 
and-loss balance comprises: 

for each security that user purchased during the Subscrip 
tion period, 

if the user sold the security—Subtracting the sale price of 
that security from the purchase price of that security, and 

if the user did not sell the security—Subtracting a market 
price of that security at the ending of the Subscription 
period from the purchase price of that security. 

8. The method of claim 1, further comprising: 
displaying to the user a virtual game whose result involves 

chance; 
receiving from the user a virtual wager amount; 
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increasing a loss counter by the virtual wager amount; and 
if the user wins the virtual game, increasing a win counter 
by a winning amount. 

9. The method of claim 8, further comprising: 
permitting the user to perform a Substantially unlimited 
number of wagers during the Subscription period. 

10. A gaming device comprising: 
an incoming payment module to receive a payment from a 

user, 
a game management module to assign to the user, based on 

the received payment amount, a Subscription period and 
a Substantially unlimited amount of virtual game-related 
operations that the user is permitted to perform during 
the Subscription period; 

a gaming module to virtually perform, during the Subscrip 
tion period, game-related operations in response to com 
mands received from the user during the Subscription 
period; 

an account module to calculate, after the Subscription 
period elapses, a profit-and-loss balance of the user 
based on the game-related operations virtually per 
formed for the user during the Subscription period; and 

an outgoing payment module to assign to the user, if the 
profit-and-loss balance is positive, a prize calculated 
based on the profit-and-loss balance. 

11. The gaming device of claim 10, wherein the account 
module is to calculate the profit-and-loss balance by subtract 
ing a total amount of losses that the user incurred in the 
Subscription period, from a total amount of winnings that the 
user accumulated in the Subscription period. 

12. The gaming device of claim 10, wherein the account 
module is to calculate the profit-and-loss balance by subtract 
ing a total amount of wagers that the user incurred in the 
Subscription period, from a total amount of winnings that the 
user accumulated in the Subscription period. 

13. The gaming device of claim 10, wherein the gaming 
module is to receive a purchase order from the user, and to 
virtually perform the purchase order based on substantially 
real-time market quotes. 

14. The gaming device of claim 13, wherein the gaming 
module is to receive a sale order from the user, and to virtually 
perform the sale order based on substantially real-time mar 
ket quotes. 

15. The gaming device of claim 10, wherein the gaming 
module permits the user to perform a substantially unlimited 
number of virtual sales and virtual purchases during the Sub 
Scription period. 

16. The gaming device of claim 10, wherein the gaming 
module permits the user to perform a substantially unlimited 
number of wagers during the Subscription period. 

17. A gaming system comprising: 
a first payment module to receive a payment from a user; 
a gaming device comprising: 

an incoming payment module to retrieve, from the first 
payment module, data related to the received pay 
ment, 

a game management module to assign to the user, based 
on the received payment amount, a subscription 
period and a substantially unlimited amount of virtual 
game-related operations that the user is permitted to 
perform during the Subscription period; 
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a gaming module to virtually perform, during the Sub 
Scription period, game-related operations in response 
to commands received from the user during the Sub 
Scription period; 

an account module to calculate, after the Subscription 
period elapses, a profit-and-loss balance of the user 
based on the game-related operations virtually per 
formed for the user during the subscription period; 
and 

and 
a second payment module to assign to the user, if the 

profit-and-loss balance is positive, a prize calculated 
based on the profit-and-loss balance. 
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18. The gaming system of claim 17, wherein the gaming 
device is portable, and wherein the first and second payment 
modules are external to the gaming device. 

19. The gaming system of claim 17, wherein the first pay 
ment module comprises an online incoming payment mod 
ule, and wherein the second payment module comprises an 
online outgoing payment module. 

20. The gaming system of claim 19, wherein the gaming 
module is to operate offline in a disconnected mode from the 
first and second payment modules. 
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