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A method for executing a slots adventure game comprises
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levels) linked to the same virtual path. Further, a selected
slots game with the current quest task is initiated based on
a player’s selection. The player is then enabled to pass game
levels by unlocking each of the subsequent levels sequen-
tially.
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1
METHOD AND SYSTEM FOR EXECUTING
SLOTS ADVENTURE GAMES

Matter enclosed in heavy brackets [ ] appears in the
original patent but forms no part of this reissue specifica-
tion; matter printed in italics indicates the additions
made by reissue; a claim printed with strikethrough
indicates that the claim was canceled, disclaimed, or held
invalid by a prior post-patent action or proceeding.

CROSS-REFERENCE 1O RELATED
APPLICATIONS

This application is a reissue application of U.S. Pat. No.
9,547,956 and claims benefit under 35 U.S.C. 120 as an
application for reissue of U.S. Pat. No. 9,547,956, originally
issued on Jan. 17, 2017.

BACKGROUND

Technical Field

This disclosure generally relates to slots games and slot
machines. More particularly, this disclosure relates to meth-
ods and systems for executing a slots adventure game.

Description of Related Art

The approaches described in this section could be pur-
sued, but are not necessarily approaches that have been
previously conceived or pursued. Therefore, unless other-
wise indicated herein, the approaches described in this
section are not prior art to the claims in this application and
are not admitted to be prior art by inclusion in this section.

Casino gambling games are very popular around the
world. One of the most popular casino games is a slots game,
which is played with a “slot machine.” Today, slot machines
can be mechanical apparatuses, computer-based appara-
tuses, and even virtual or online game machines available
for the players through a wide range of personal computing
devices. In general, slot machines have three or more reels,
which spin when a button or lever is pushed. The reels have
multiple images and a reward is given to the player if one of
a predetermined combination of these images is shown to
the player when all the reels are stopped. Slot machines are
also known as one-arm bandits, fruit machines, poker
machines, video keno, video poker, video blackjack, and the
like. In this document, these terms are collectively referred
to as “slot machines” for simplicity.

Since slot machines are an important source of income for
the gambling industry, casinos constantly search for ways to
enhance the gaming experience, provide additional incen-
tives for the players, and distinguish slot machines from
rivals. In many cases, however, known incentives and
improvements to the existing slot machines are not sufficient
to attract new players or to retain existing players at slot
machines. Thus, there is a need in the art to improve slot
machines, improve slots games and provide better gaming
experience.

SUMMARY

This section is provided to introduce a selection of
concepts in a simplified form that are further described
below in the Detailed Description section. This summary is
not intended to identify key features or essential features of
the claimed subject matter, nor is it intended to be used as
an aid in determining the scope of the claimed subject
matter.
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2

According to one aspect of this disclosure, there is pro-
vided a computer-implemented method for executing a slots
adventure game (hereinafter also referred to as “game” for
simplicity). The method comprises the steps of: displaying
to a player a virtual path for the slots adventure game having
multiple levels, wherein each of the levels is associated with
one of a plurality of level types; presenting to the player a
first level associated with the virtual path, wherein a first
slots game of the first level is readily available for the player
to play; presenting to the player subsequent levels associated
with the same virtual path, wherein the subsequent levels are
locked and not initially available for the player to play;
receiving from the player a selection to initiate a slots game
associated with the first level; displaying to the player a
quest task associated with the current slots game; initiating
a selected slots game based on the selection of the player;
and based on one or more conditions (e.g., associated with
an amount of in-game currency collected by the player),
enabling passing the levels by unlocking each of the sub-
sequent levels sequentially (one after another).

In certain embodiments, the method further comprises a
way of providing the player with a bonus slots game, which
is associated with “Scatter Slot game to enable the player to
win additional in-game currency. The method may further
comprise a step of upgrading in-game currency in the bonus
slots game.

In certain embodiments, the method further comprises a
way of passing the levels, wherein the player is enabled to
pass the levels by completing quest tasks of preceding
levels.

In certain embodiments, the method further comprises a
step of displaying a pointer on the virtual path, wherein the
pointer is associated with an advancement of the player in
the slots adventure game. The method may further comprise
displaying one or more widgets associated with the levels,
wherein the one or more widgets are graphically different
from each other.

In certain embodiments, the method further comprises a
step of placing the pointer near the first widget, which
represents the first level. The method may further comprise
moving the pointer along the virtual path from the first
widget, which represents the first level, to the second widget,
which represents the second level, and so forth. The pointer
can be moved to the second widget representing the subse-
quent level, which was unlocked. The virtual path can be
also associated with a virtual map.

In certain embodiments, the method further comprises a
step of providing a long-term challenge for the player to
complete at least five tasks to collect a predetermined
reward. The long-term challenge can be valid for a prede-
termined period in a range from 1 hour to 24 hours. The
long-term challenge can contain the task to make an online
monetary transaction.

In certain embodiments, the method further comprises
steps of performing an online monetary transaction for a
currency amount based on a request of the player and
increasing an amount of an in-game currency amount. In
some embodiments, the method further comprises a step of
providing a lottery game (also referred herein to as “lottery”
for simplicity) enabling the player to acquire additional
in-game currency.

In certain embodiments, the method further comprises a
step of providing a feedback to the player to involve him in
the slots adventure game. According to this embodiment, the
player is able to rate certain game elements.
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Consequently, the player may feel his value for the game
developer. Moreover, the player can help improving and
adapting the game to his needs and desires.

In certain embodiments, the method further comprises
steps of in-game reviewing. This embodiment allows for the
player to find a review inside the game. There is no need to
look for review out of the game. Furthermore, the players
have opportunity to like the shown review which indicates
how useful the reviews to them. This is the emotional
involvement which is part of the game. Moreover, user-
generated content can differentiate a product from another.
Players tend to be more loyal to reviews written by players
rather than the game creators.

According to yet another aspect of this disclosure, there is
provided a non-transitory processor-readable medium hav-
ing instructions stored thereon. When the instructions are
executed by one or more processors, the instructions cause
the one or more processors to implement a method, which
comprises the steps of: displaying to a player a virtual path
for the slots adventure game having multiple levels, wherein
each of the levels is associated with one of a plurality of
level types; presenting to the player a first level associated
with the virtual path, wherein a first slots game of the first
level is readily available for the player to play; presenting to
the player subsequent levels associated with the same virtual
path, wherein the subsequent levels are locked and not
initially available for the player to play; receiving from the
player a selection to initiate a slots game associated with the
first level; displaying to the player a quest task associated
with the current slots game; initiating a selected slots game
based on the selection of the player; and based on one or
more conditions (e.g., associated with an amount of in-game
currency collected by the player), enabling passing the levels
by unlocking each of the subsequent levels sequentially.

Additional objects, advantages, and novel features of the
examples will be set forth in part in the description which
follows, and in part will become apparent to those skilled in
the art upon examination of the following description and
the accompanying drawings or may be learned by produc-
tion or operation of the examples. The objects and advan-
tages of the concepts may be realized and attained by means
of the methodologies, instrumentalities and combinations
particularly pointed out in the appended claims.

BRIEF DESCRIPTION OF THE DRAWINGS

Embodiments are illustrated by way of example and not
limitation in the figures of the accompanying drawings, in
which like references indicate similar elements and in
which:

FIG. 1 shows a high-level block diagram of levels through
a slots adventure game according to an example embodi-
ment;

FIG. 2 shows a flow chart illustrating a scheme of passing
a level according to an example embodiment;

FIGS. 3 through 14 show various Graphical User Inter-
faces (GUIs) illustrating a gameplay of a slots adventure
game, according to example embodiments;

FIG. 15 shows a high-level block diagram of a spin
machine suitable for executing a slots adventure game
according to one example embodiment;

FIG. 16 shows a high-level block diagram of a computer
network environment suitable for executing a slots adven-
ture game according to one example embodiment;

FIG. 17 is a process flow diagram showing a method for
executing a slots adventure game according to an example
embodiment; and
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4

FIG. 18 is a computer system that may be used to
implement the methods for executing a slots adventure game
according to an example embodiment.

DETAILED DESCRIPTION OF EXAMPLE
EMBODIMENTS

The present disclosure describes a slots adventure game
“Scatter Slots,” and also methods and systems for executing
this game. It will be apparent that multiple embodiments of
this disclosure may be practiced without some or all of these
specific details. In other instances, well-known process
operations have not been described in detail in order not to
unnecessarily obscure the present embodiments. It is also
noted that the embodiments described herein are described
with reference to slots games, but the principles may be
utilized in other gambling games, including both real-life
games and online gambling games. The embodiments
described herein should therefore not be interpreted to be
exclusive or limiting, but rather exemplary or illustrative.

According to embodiments of this disclosure, the slots
adventure game has multiple dimensions combining various
levels of different types, adventure features, and quest tasks,
all to enhance the player’s gaming experience. As will be
described below in greater details, a virtual game journey is
provided to a player, which includes multiple slots games of
varying level types and quest tasks. The first level type is a
level with a slots game, which is associated with new slots
game availabilities, where the player cannot choose a quest
task because only one quest task is available. The subse-
quent level type is a level of higher difficulty, which is
associated with new quest tasks. The next type is a “free
money” level, where the player gets a predetermined amount
of spins free of charge. Each level type may have its own
graphical representation (e.g., an icon). The player has an
opportunity to select one of the quest tasks to pass a
corresponding level and to advance through the virtual game
journey. Upon successful completion of certain quest tasks,
the player can also achieve one of predetermined tasks in a
long-term challenge, which is associated with a daily chal-
lenge (which is an additional option).

Yet another aspect of the slots adventure game is that the
levels are separated into two groups: one or more levels are
locked (i.e., not available for the player to play) and one or
more unlocked levels which are readily available for the
player to play. With the advancement through the virtual
game journey, the locked levels become unlocked for the
player providing him with new quests tasks and new gaming
opportunities. Thus, the slots adventure game of this disclo-
sure allows the player creating their own gameplay strategy.

In accordance with example embodiments, an overall
process for executing the slots adventure game is as follows.
Initially, a player is provided with a virtual path having only
one available level with one available slots game with a
current quest task. In some embodiments, when there are
two or more available slots games, the player can select one
of these slots games with the current quest task to play so as
to pass the level. Upon successful completion of certain
quest task, a next level becomes unlocked and available for
the player to play. Simultaneously, the player is advanced
through the virtual path giving him more and more gaming
opportunities. Moreover, with the advancement through the
virtual path, the gameplay can change to even more excite-
ment to the player.

Accordingly, the player can control his advancement
through the slots adventure game by choosing quest tasks in
current level on his own. The player can access his chances
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and risks and build his own gaming strategy, which ulti-
mately improves the player’s skills. These features of the
slots adventure game significantly advance and differentiate
it from prior art analogues, which provide simple one-
dimensional gaming experiences to the players.

The following description of embodiments includes ref-
erences to the accompanying drawings. The drawings show
illustrations in accordance with example embodiments.
These example embodiments, which are also referred to
herein as “examples,” are described in enough detail to
enable those skilled in the art to practice the present subject
matter. The embodiments can be combined, other embodi-
ments can be utilized, or structural, logical and operational
changes can be made without departing from the scope of
what is claimed. The following detailed description is,
therefore, not to be taken in a limiting sense, and the scope
is defined by the appended claims and their equivalents.

For purposes of this patent document, the terms “or” and
“and” shall mean “and/or” unless stated otherwise or clearly
intended otherwise by the context of their use. The term “a”
shall mean “one or more” unless stated otherwise or where
the use of “one or more” is clearly inappropriate. The terms
“comprise,” “comprising,” “include,” and “including” are
interchangeable and not intended to be limiting. For
example, the term “including” shall be interpreted to mean
“including, but not limited to.” Additionally, all ranges
provided herein include the upper and lower values of the
range unless explicitly noted. For example, the term “about”
shall mean a reasonable deviation of a value accompanying
this term. If it is not specified otherwise, the term “about”
refer to a variation of 10% from an indicated value. In the
case of a range of values, the term “about” may refer to a
10% variation from both the lower and upper limits of the
range. The term “player” shall mean a user of a computer,
user device, spin machine or any other device enabling the
user to play a slots adventure game of this disclosure. The
term “in-game currency” shall mean virtual currency such as
game points (or game experience points, coins, gems, etc.),
which can be collected, acquired, spent, purchased, etc.
during a gameplay of a slots adventure game of this disclo-
sure.

FIG. 1 shows a high-level block diagram 100 of a path for
a slots adventure game, according to an example embodi-
ment. With the advancement through a virtual game journey,
level types and difficulty are changed from Level 1 to Level
2, then from Level 2 to Level 3, and so on up to Level N.
A virtual game journey is the player’s progressing from one
level to another by completing the quest tasks. In some
embodiments, the difficulty levels can gradually change,
thereby increasing the quest task complexity from one level
to another. In other embodiments, however, the complexity
of the quest task is not changed gradually, but rather in a
predetermined or arbitrary manner. For example, Level 1
can be of low complexity, Level 2 can be of high complexity,
Level 3 can be of moderate complexity, Level 4 can be of
easy complexity, and so forth. Moreover, with the advance-
ment from one level to another, the player can be provided
with new types of quest tasks. Accordingly, each level of
slots games available in the slots adventure game can be
assigned with a predetermined difficulty level.

FIG. 2 shows a flow chart illustrating a scheme 200 of
passing a level according to an example embodiment. As
depicted in this figure, with achieving a certain level “n,” the
player can be provided with an opportunity to select only
one quest task in a current slots game from a plurality of
slots games 1 through N. Each of slots games 1 through N
has its own quest task. For example, quest tasks can include
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goals for making a predetermined number of spins, achiev-
ing a predetermined number of icon images, collecting a
predetermined number of in-game currency (e.g., game
points), and so forth. The number of slots games N with a
particular quest task can vary from one to any reasonable
number. Therefore, in order for the player to achieve the next
level “n+1,” the player has to successfully complete one of
quest tasks 1 through N. Moreover, each of slots games 1
through N has its own graphical representation and certain
game features, incentives, bonuses, challenges, and so forth.

In operation, once the player selects one of the slots
games 1 through N, the player is provided with a quest task
of the selected slots game. There are different types of quest
tasks (e.g., to make a predetermined number of spins with a
maximum available bet). Further, during a gameplay, the
player tries to complete the quest task of the selected slots
game. When the player successfully completes the quest
task, the level advances from level “n” to “n+1.” When the
player cannot successfully completes the quest task in the
selected slots game, the player may select another slots game
from the slots games 1 through N with the current quest task.
For example, there is possibility for the player to make a
decision between two slots games, where quest tasks in both
slots games are the same (e.g., to spin 100 times). However,
in the first slots game, a minimum bet is 25,000 coins (i.e.,
in-game currency), while in the second slots game a mini-
mum bet is 40,000 coins. Thus, the player can use his skills
and decide which slots game is better to play. In other
example embodiments, quest tasks of two or more slots
game within one difficulty level can differ. Accordingly, the
scheme 200 provides the opportunity for the player to create
his own game strategy and enhances the gaming experience.

In certain embodiments, when achieving a level with a
new slots game, the player cannot select a slots game to play.
Instead, new slots games can be automatically activated for
the player to play. In yet more embodiments, the player is
enabled to complete the current level when passing the quest
task of this level. The “opening” level means a quest task,
the successful completion of which unlocks one of previ-
ously locked levels on the virtual path 305 (see FIG. 3). In
some embodiments, quest tasks of slots games can be
identical at the same level. When the player understands he
cannot finish a particular quest task in a current slots game,
he can choose another quest task in the current slots game.
The progress of each quest task is unique and cannot be
moved to other quest task. For example, there are two
options for choosing a quest task, which is associated with
a certain slots game. The player can choose slots game No.
1 with a quest task to win 100,000 coins during “Free
Spins.” When a certain percentage of the quest task is
completed, the player can recognize he wants to change the
slots game and/or quest task to another one. In this case, the
player can start a new quest task, but the progress in the new
quest task will be 0%. In certain embodiments, there is no
opportunity for the player to restart already completed quest
task and completed levels. In yet another embodiment, the
player cannot start the next level before completing required
quest task of the current level.

FIG. 3 shows a GUI 300 for playing a slots adventure
game according to one embodiment. As shown in this figure,
the GUI 300 includes a virtual path 305 with a pointer 310.
The virtual path 305 can be shown as a path on a background
map. The pointer 310 shows a current advancement in the
slots adventure game by a player. Moreover, there are shown
multiple widgets 315a through 315e associated with differ-
ent levels or different level types. The term “widget,” as used
herein, shall mean a graphical representation, such as an



US RE48,568 E

7

icon, associated with a certain element of a GUI. The
widgets 315a through 315e are linked (associated) to the
virtual path 305. In certain embodiments, levels are initially
locked. The locked levels can be represented by widgets
315c, 315d, and 315e, which are shown with an optional
lock image. The widget 315a illustrates a successfully
completed level. The widget 315b illustrates an unlocked
level (e.g., it is a first level or a level unlocked after the
player successfully completed the previous level).

Accordingly, the pointer 310 can move from one of the
widgets 315a-315¢ to a corresponding subsequent widget
315a-315¢ according to the path 305. In certain embodi-
ments, the movement of the pointer 310 can be performed
only after successful completion of a level by completing a
quest task. For example, when the player successfully com-
pletes the level by completing the quest task associated with
the widget 315a, the pointer automatically advances along
the virtual path 305 to the next game associated with the
widget 315b.

The GUI 300 further includes a widget 325 associated
with a long-term challenge, which is associated with daily
challenge. The long-term challenge can be provided to the
player and be valid for a predetermined period. In one
example, the period can be 24 hours, which means that the
player has to complete the long-term challenge within 24
hours to get a predetermined reward (e.g., a certain amount
of in-game currency). The period can generally vary within
any reasonable boundaries, and preferably be within one
hour to 24 hours.

When the player clicks or pushes the widget 325, a new
GUI is provided and the player sees a list of tasks to be
completed. For example, there can be five tasks, although
any other number of tasks is possible to employ. With the
progress of completing these tasks, the widget 325 can be
graphically modified to reflect the number of completed
tasks. For example, five tasks should be completed, initially
the widget 325 can display “0/5” meaning that none of the
tasks of the long-term challenge are completed. The widget
325 displays “5/5” when all of the tasks of the long-term
challenge are completed (see FIG. 3).

The long-term challenge can include any reasonable num-
ber of'tasks for the player. For example, the tasks can include
one or more of the following: a task to make a predetermined
number of reel spins, a task to complete the level, a task to
play Bonus Game during a slots game, a task to get Free
Spins during a slots game, a task to play a bonus slots game,
which is associated with “Scatter Slot” game, a task to play
with Max Bet during a slots game, a task to make a purchase
by making a monetary transaction. It is to be noted that the
number and nature of tasks for each long-term challenge can
vary. Accordingly, the game adventure game can provide the
player with multiple tasks, which may differ from each other.

The GUI 300 further includes a widget 330 associated
with a “Scatter Slot” game, which is a slots game but not
linked to the virtual path 305. Accordingly, when the player
clicks or pushes the widget 330, a new GUI 400 is provided
allowing the player to play “Scatter Slot” game, which is
associated with an additional slots game (having multiple
slots reels), where the player can spin during a predeter-
mined period (e.g., 30 seconds). The player can observe the
widget 425 showing elapsed time. The periodicity can vary
within any reasonable boundaries. The “Scatter Slot” game
is a game with its own mechanic, where there are two
additional locked widgets 405a and 405b. These reels can be
unlocked, when the player achieves the current levels, which
may be predetermined. To unlock the widgets, the player has
to complete the tasks (e.g. make social media connection,
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make an in-game purchase, or watch an advertisement
message). The number of additional widgets and tasks
conditions can vary.

There is an opportunity to upgrade symbols in the “Scatter
Slot” game using upgrade points, which the player gets
when he plays the “Scatter Slot” game and as a part of
reward when completing long-term challenge and the quest
task. For example, to get one upgrade point, the player
should play the “Scatter Slot” game two times. The number
of play instances of the “Scatter Slot” game to get one
upgrade point increases from one “Scatter Slot” game
played to any reasonable amount. The progress of getting
one upgrade point is shown in an upgrade meter widget 410
(e.g., a progress bar) that gradually fills up with a color
gradient, when the “Scatter Slot” game is played.

In certain embodiments, the “Scatter Slot” game is avail-
able once an hour. The periodicity can vary within any
reasonable boundaries. When the player clicks or pushes the
widget 415, a new GUI is provided and the player is enabled
to upgrade the “Scatter Slot” game symbols. Also, the player
is provided with widget 420 showing a number of available
upgrade points.

The GUI 300 has actionable buttons 325a, 325b which,
when clicked or pushed, allow the player to purchase
in-game currency in a buy menu. The purchase can contain
additional bonuses. For example, when purchasing a posi-
tion for $14.99 in the buy menu, a special bonus-like lottery
game is provided by a GUI 500. The amount of included
lotteries can vary. The lottery consists of predetermined
amount of line widgets 505a-505f and predetermined
amount of items 510 in each line widget. First, the player has
to choose one item from the first line. Each line contains
only one correct item. If the player chooses the correct item,
which is graphically represented with a special sign (e.g., a
tick) widget 515, he continues the game which means he
moves to the next line and chooses the item again. The game
lasts till the player chooses an incorrect item, which is
graphically represented with a special sign that differs from
the correct item (e.g., a cross) 520. Each line 505 contains
a predetermined reward, which can increase from line to line
widgets 525a through 525f. Also, the player is provided with
the amount of left lotteries widget 530 (e.g., a number of
tickets). When the player passes the last line, the player is
provided with a special predetermined reward widget 535.

The GUI 300 has also an actionable button 335 which,
when clicked or pushed, a new GUI 600 is provided with
preposition to leave a feedback message 605 by the player,
where a consideration for the feedback is a predetermined
reward 610 (e.g., a predetermined amount of in-game cur-
rency). There is an option to provide a feedback (or rating)
upon pushing an actionable button 615 or to return to the
game by clicking a button 620.

The process for providing feedback has a predetermined
number of steps 625. When these steps are in progress, it is
graphically represented with a colored mark 630 (e.g., a
yellow sign). For example, as shown in FIG. 7, there is a
GUI 700, which is substantially similar to steps 625 in GUI
600; however, the colored mark 630 was converted into a
“tick” mark 705 notifying the player that this step was
successfully completed and the player moves to the next step
710.

In some embodiments, the feedback can contain different
types of questions and require the player to answer a
questionnaire. For example, the questions about the player’s
attitude and impression, observations, elements of the game,
graphics, features, and the like.
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In addition, the feedback may include a wide range of
answers. For example, there is an opportunity for the player
to rate certain game features or game elements by giving a
rank from 1 to 5; or the player has an option to select one of
the offered answers.

If the feedback involves a predetermined reward, the
player gets it when he provides his feedback. The player can
be asked to rate the game at the end of the feedback.

In certain embodiments, the GUI 300 has an actionable
button 340 which, when clicked or pushed, causes a new
GUI 800 to be provided and a review interface is showed to
the player to enable him to appreciate a surprise message and
acquire in-game currency of a certain amount according to
the reward.

The GUI 800 further includes a widget 805 associated
with the text of the review, which can be animated and
written successively. There is also information about an
author of the review message and his game rate at widget
810. Moreover, there is provided widget 815 to display a
number of “likes” of the review.

In some embodiments, the reward can be a product of
several components 820, which are mini-slots game 825,
where one of the values of in-game currency falls out to the
player, the current level of the player 830, and the gaming
day of the player 835.

In some embodiments, a new review option is available to
the player once in 24 hours. FIG. 9 shows a GUI 900
displayable to the player upon successful completion of a
level and the quest task. The GUI 900 invites the player to
select one of the quest tasks in a current slots game. In
particular, the GUI 900 includes an informational widget
910 displaying a notice of successful completion of a slots
game with final results. According to some embodiments,
the results include predetermined reward 915. The GUI 900
includes two widgets 905a, 905b associated with two inde-
pendent slots games, which have quest tasks. For example,
one of the slots games is the “Wild Arrow” slots game with
a bonus game quest task and the other one is the “Frozen
Flame” slots game also with a bonus game quest task. The
player is able to choose one of the quest tasks in the current
slots games. When the player clicks or pushes one of the
widgets 905a, 905b (or corresponding button “Play”), he
enters the slots game and a description of the quest task is
shown to the player.

FIG. 10 shows an example GUI 1000 illustrating a
description of the selected quest task in the current slots
game, according to one example embodiment. As shown in
this figure, the GUI 1000 includes a widget 1005 showing a
quest task. In this example, the quest task includes a task to
win 800,000 “coins” during the “Free Spins” in slots game.
The quest task is activated in a few seconds after the
description is shown. When the quest task is activated, start
level animation is displayed (see FIG. 11). If it is a limited
time quest task, it is activated after clicking or pushing the
“Spin” button.

FIG. 11 shows an example GUI 1100 illustrating a slots
game with a particular quest task, according to one example
embodiment. The GUI 1100 includes a widget with multiple
reels which can be rotated during a gameplay. The GUI 1100
includes a widget 1105 for showing a quest task or any other
predetermined message. The GUI 1100 has a progress bar
1110 for showing a progress of the quest task in the selected
slots game based on the advancement of the quest task. The
progress of the quest task can be shown in percentages (e.g.,
from 0% to 100%). Thus, initially, the progress level is set
to 0%, but with the advancement of the game, the progress
level moves toward 100%.
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FIG. 12 shows a GUI 1200 displayable to the player upon
successful completion of the quest task and a corresponding
level, according to one example embodiment. The GUI 1200
includes informational widget 1205 showing information
about successful completion of a certain quest task and the
level with the information of a total reward. The GUI 1200
further includes a virtual path 1210 with a pointer 1215
placed near a current unlocked level widget 1220. The GUI
1200 also includes at least one locked slots game widget
1225. The locked level becomes available to the player when
he successfully completes the previous level associated with
the widget 1220.

In other embodiments, the widgets 1220 and 1225 can be
associated with different types of levels, where each of the
levels types can have one or more quest tasks associated
with current slots games. It should be also noted that the
virtual path 1210 can graphically differentiate the levels,
which were already completed, and the levels, which are
locked and/or not-completed by the player. In particular,
there can be shown unfilled virtual path 1210* to designate
the area of locked and/or non-completed part of the path.

To initiate a level, the player should touch, click, or push
the widget 1220. Once the level associated with the widget
1220 is successtully completed, the graphical representation
of the widget 1220 can change. For example, as shown in
FIG. 13, there is a GUI 1300, which is substantially similar
to the GUI 1200; however the widget 1220 was converted
into a widget 1305 with a “tick” mark notifying the player
that this level was successfully completed and that a corre-
sponding quest task was solved. Moreover, the GUI 1300
has a widget 1310, which was previously the widget 1225.
The widget 1310 represents an unlocked level. Accordingly,
the widget 1310 is graphically different from the widget
1225. Furthermore, upon completion of the level 1305
(previously unlocked level associated with widget 1220), the
pointer advances along the path 1210 towards the level
widget 1310 (previously locked level associated with widget
1225).

FIG. 14 shows a GUI 1400 displayable to the player upon
unsuccessful completion of a level, according to one
example embodiment. Here, the GUI 1400 includes an
informational widget 1405 informing the player that he
failed the quest task of the slots game. The GUI 1400 also
includes one or more slots game with current quest tasks
widgets 1410a through 1410c. Similar to FIG. 9, when the
player clicks or pushes one of the widgets 1410a-1410c (or
corresponding button “Play”), the player enters a slots game
after a description of a corresponding quest task is shown.

FIG. 15 shows a high-level block diagram of a spin
machine 1500 suitable for executing a slots adventure game
according to one example embodiment. Generally, the spin
machine 1500 can refer to land-based apparatus for execut-
ing a slots adventure game. For example, the spin machine
1500 can refer to a semi-mechanical or computer-based
apparatus operatively combining various electrical-driven
modules as follows. In some embodiments, the spin machine
1500 can refer to a computing device (e.g., a personal
computer, desktop computer, and tablet computer), smart
phone, cellular phone, server, game console, and so forth.

As shown in the figure, the spin machine 1500 includes a
game controller 1505 and a spin controller 1510, both of
which can be implemented using a variety of technologies.
For example, the game controller 1505 and the spin con-
troller 1510 may be implemented in software on a computer
system or in hardware utilizing one or more processors,
microprocessors, CPUs, controllers, other specially
designed application-specific integrated circuits (ASICs),
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programmable logic devices, memory, or various combina-
tions thereof. In one example, the game controller 1505 and
the spin controller 1510 can include a series of processor-
executable instructions residing on a transitory or non-
transitory storage medium such as a disk drive or computer-
readable medium. In other example embodiments, the game
controller 1505 and the spin controller 1510 include a
plurality of logic devices and/or ASICs for implementing
substantially the same functionality as the software-based
solutions. In yet more embodiments, the game controller
1505 and the spin controller 1510 are represented by a single
computing device.

The spin machine 1500 further includes a slots game
interface 1515, which can include a plurality of mechanical
(tangible) slots reels, which are configured to spin upon
receiving a control instruction from the spin controller 1510.
In alternative embodiments, the slots game interface 1515
can refer to a graphical interface displayed on a screen,
where the graphical interface includes motion images of
virtual slots reels. In either example, the slots game interface
1515 enables slots reels to spin and stop, such that prede-
termined reel image combinations can be determined to
detect if the player has a winning combination.

The spin machine 1500 further includes one or more
output devices 1520. Depending on the nature of the spin
machine 1500, the output devices 1520 can include one or
more of the following: a display, touch screen display,
lighting devices, speakers, printer, prize delivery system,
communications port, and so forth. The description of these
elements is not given so as not to complicate the present
disclosure, and it shall be clear that any available output
devices known in the art can be used.

The spin machine 1500 further includes one or more input
devices 1525. Depending on the nature of the spin machine
1500, the input devices 1525 can include one or more of the
following: a keypad, keyboard, trackball, buttons, lever,
microphone, video camera, communications port, and so
forth. The description of these elements is not given so as not
to complicate the present disclosure, and it shall be clear that
any available output devices known in the art can be used.

The spin machine 1500 may also include, but optionally,
a money acceptor 1530, which is configured to access and
facilitate any monetary or non-monetary transactions, such
as for purchasing in-game currency. In one example, the
money acceptor 1530 is configured to accept, recognize and
collect cash or coins. In another example, the money accep-
tor 1530 can be configured to access and process transac-
tions with credit or debit cards, bank cards, reward cards,
and so forth.

The above-described modules of spin machine 1500 can
work in aggregate thereby executing a game adventure
game. More specifically, the game controller 1505 can start
with causing a display device (i.e., output device 1520) to
display to a player a virtual path for a slots adventure game
having multiple slots games. The game controller 1505 is
further configured to present to the player one or more slots
games (e.g., from unlocked levels) linked to the virtual path.
The game controller 1505 is further configured to receive
from the player a selection, for example, by receiving a
player’s input made via one of the input devices 1525. Upon
receiving the player’s selection, the game controller 1505
can initiate one of the slots games.

Further, upon receiving an initiation instruction from the
game controller 1505, the spin controller 1515 is configured
to start the selected slots game based on the selection of the
player and cause displaying via one of the output devices
1520 a quest task associated with the selected slots game
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(such as shown in FIG. 10). Further, the spin controller 1510
can receive one or more bets placed on the selected slots
game by the player via at least one of the input devices 1525.
The spin controller 1510 then causes slot reels to spin based
on the one or more bets and a command received from the
player via one of the input devices 1525 (e.g., when the
player pushes a button “Spin” or pulls a lever).

Further, the game controller 1505 is configured to calcu-
late in-game currency based on a number of spinning events,
the one or more bets, and/or one or more predetermined
game rules. The game controller 1505 determines whether or
not the in-game currency exceeds a predetermined threshold
amount of in-game currency. If the in-game currency
exceeds the predetermined threshold amount of in-game
currency (or any other predetermined condition is satisfied),
the game controller 1505 unlocks a subsequent level with
one or more slots games. The unlocking can be accompanied
with presenting one or more visual and/or one or more audio
effects caused by the game controller 1505. In certain
embodiments, the game controller 1505 can cause delivering
visual and/or audio effects during a gameplay.

FIG. 16 shows a high-level block diagram of a computer
network environment 1600 suitable for executing a slots
adventure game according to one example embodiment. The
environment 1600 includes a game server 1605 suitable for
implementing online gaming for one or more players. The
players use client devices 1610, which can refer to any
suitable electronic device with networking capability. Some
examples of client devices 1610 include, inter alia, a per-
sonal computer, desktop computer, tablet computer, smart
phone, cellular phone, personal digital assistant, game con-
sole, television system, and so forth. The client devices 1610
communicate with a communication module 1630 of the
game server 1605 via a communications network 1615. The
communications network 1615 may include, for example,
the Internet, local intranet, PAN (Personal Area Network),
LAN (Local Area Network), WAN (Wide Area Network),
MAN (Metropolitan Area Network), virtual private network
(VPN), DSL (Digital Subscriber Line) connection, Ethernet
connection, ISDN (Integrated Services Digital Network)
line, cable modem, ATM (Asynchronous Transter Mode)
connection, or an FDDI (Fiber Distributed Data Interface) or
CDDI (Copper Distributed Data Interface) connection. Fur-
thermore, communications may also include links to any of
a variety of wireless networks including WAP (Wireless
Application Protocol), GPRS (General Packet Radio Ser-
vice), GSM (Global System for Mobile Communication),
CDMA (Code Division Multiple Access) or TDMA (Time
Division Multiple Access), CDPD (cellular digital packet
data), Bluetooth radio, or an IEEE 802.11-based radio
frequency network. Accordingly, the communication mod-
ule 1630 can include a network interface to cause commu-
nication with the client devices 1110 using, for example,
Transmission Control Protocol/Internet Protocol (TCP/IP)
protocols.

The game server 1605 includes a game controller 1620
and a spin controller 1625, which can provide substantially
the same or similar functionality as the game controller 1505
and the spin controller 1510, respectively, as described
above with reference to FIG. 15. In particular, the game
server 1605 and the spin controller 1625 can be configured
to execute the slots adventure game functionality. In certain
embodiments, the game controller 1620 and the spin con-
troller 1625 can be implemented as a combination of hard-
ware modules and software modules. For example, each of
the game controller 1620 and the spin controller 1625 can be
implemented as a computing device having one or more
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processors and one or more memories storing computer-
executable codes causing the game controller 1620 and the
spin controller 1625 to execute the slots adventure game. In
some embodiments, both the game controller 1620 and the
spin controller 1625 are implemented in a single device,
such as a processor with a memory.

The game server 1605 includes a game database 1635 for
storing game information, player’s profiles, information
about a total amount of aggregated in-game currency, infor-
mation about a current location of a pointer associated with
each player, information about a current difficulty level
associated with each player, information about bets, game
rules, design data, information about long-term challenges,
music, videos, graphical information, audio information,
and so forth.

The game server 1605 can also be associated with a
website, which the player can access to play the slots
adventure game. The game server 1605 can also be associ-
ated with a web service, which enables the players to access
using mobile or software applications using, for example, a
predetermined application program interface (API). Thus,
the game server 1605 allows implementing an online casino,
where players can enjoy the slots adventure game remotely
using their client devices 1610.

FIG. 17 is a process flow diagram showing a method 1700
for executing a slots adventure game according to an
example embodiment. The method 1700 may be performed
by processing logic that may comprise hardware (e.g.,
decision-making logic, dedicated logic, programmable
logic, ASIC logic, and microcode), software (such as soft-
ware run on a general-purpose computer system or a dedi-
cated machine), or a combination of both. In one example
embodiment, the processing logic refers to one or more
modules of spin machine 1500 and/or game server 1605.
Notably, below recited steps of the method 1700 may be
implemented in an order different than described and shown
in the figure. Moreover, the method 1700 may have addi-
tional steps not shown herein, but which can be evident for
those skilled in the art from the present disclosure. The
method 1700 may also have fewer steps than outlined below
and shown in FIG. 17.

The method 1700 commences at step 1705 with a game
controller causing to display to a player a virtual path for the
slots adventure game having multiple levels, where each of
the levels is associated with one of a plurality of level types.
Moreover, a pointer can be also displayed on the virtual path.
The pointer is associated with an advancement of the player
in the slots adventure game. The virtual path can be also
associated with a virtual map.

At step 1710, the game controller causes to present to the
player a first (unlocked) level associated with the virtual
path, where a first slots game of the first level is readily
available for the player to play. At step 1715, the game
controller causes to present to the player subsequent
(locked) levels associated with the same virtual path, where
the subsequent levels are locked and not initially available
for the player to play. At step 1720, the game controller
receives from the player a selection (e.g., an input made
using one of input devices) to initiate a slots game associated
with the first level. At step 1725, the game controller causes
to display to the player a quest task associated with the
current slots game and initiate a selected slots game based on
the selection of the player received at the previous step. At
step 1730, the game controller receives one or more bets
(e.g., bets in in-game currency) placed by the player on the
selected slots game. The game controller further causes to
spin slot reels of the selected slots game based on the one or
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more bets. At step 1735, the game controller calculates, for
each spinning event of slot reels, in-game currency based on
at least one of the following: a number of spinning events,
the one or more bets, and one or more predetermined game
rules. At step 1740, the game controller determines that the
in-game currency exceeds a predetermined threshold
amount of in-game currency associated with the selected
slots game. Based on the determination, the game controller
causes to enable passing the levels by unlocking each of the
subsequent levels sequentially.

FIG. 18 illustrates an exemplary computing system 1800
that may be used to implement embodiments described
herein. System 1800 of may be implemented in the contexts
of the likes of spin machine 1500, game server 1605, and/or
client devices 1610. The computing system 1800 of FIG. 18
may include one or more processors 1810 and a memory
1820. Memory 1820 stores, in part, instructions and data for
execution by processor 1810. Memory 1820 can store the
executable code when the system 1800 is in operation. The
system 1800 of FIG. 18 may further include a mass storage
device 1830, a portable storage medium drive(s) 1840, one
or more output devices 1850, one or more input devices
1860, a network interface 1870, and one or more peripheral
devices 1880.

The components shown in FIG. 18 are depicted as being
connected via a single bus 1890. The components may be
connected through one or more data transport means. The
processor 1810 and memory 1820 may be connected via a
local microprocessor bus, and the mass storage device 1830,
peripheral device(s) 1880, portable storage device 1840, and
network interface 1870 may be connected via one or more
input/output (I/O) buses.

The mass storage device 1830, which may be imple-
mented with a magnetic disk drive or an optical disk drive,
is a non-volatile storage device for storing data and instruc-
tions for use by a magnetic disk or an optical disk drive,
which in turn may be used by the processor 1810. The mass
storage device 1830 can store the system software for
implementing embodiments described herein for purposes
of loading that software into the memory 1820.

The portable storage medium drive(s) 1840 operates in
conjunction with a portable non-volatile storage medium,
such as a flash drive, to input and output data and code to and
from the computer system 1800 of FIG. 18. The system
software for implementing embodiments described herein
may be stored on such a portable medium and input to the
computer system 1800 via the portable storage medium
drive(s) 1840.

The input devices 1860 provide a portion of a user
interface. Input devices 1860 may include an alphanumeric
keypad, such as a keyboard, for inputting alphanumeric and
other information, or a pointing device, such as a mouse, a
trackball, a stylus, or cursor direction keys. Additionally, the
system 1800 as shown in FIG. 18 includes output devices
1850. Suitable output devices include speakers, printers, and
displays.

The network interface 1870 can be utilized to communi-
cate with external devices, external computing devices,
servers, and networked systems via one or more communi-
cations networks such as one or more wired, wireless, or
optical networks including, for example, the Internet.

The peripherals 1880 may include any type of computer
support device to add additional functionality to the com-
puter system. The peripheral device(s) 1880 may include a
modem or a router. The components contained in the com-
puter system 1800 of FIG. 18 are those typically found in
computer systems that may be suitable for use with embodi-
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ments described herein and are intended to represent a broad
category of such computer components that are well known
in the art. Thus, the computer system 1800 of FIG. 13 can
be a personal computer, hand held computing device, tele-
phone, mobile computing device, workstation, server, mini-
computer, mainframe computer, or any other computing
device. The computer system 1800 can also include different
bus configurations, networked platforms, multi-processor
platforms, and so forth. Various operating systems (OS) can
be used including UNIX, Linux, Windows, Macintosh OS,
Palm OS, and other suitable operating systems.

Some of the above-described functions may be composed
of instructions that are stored on storage media (e.g., pro-
cessor-readable or computer-readable medium). The instruc-
tions may be retrieved and executed by the processor. Some
examples of storage media are memory devices, tapes, disks,
and the like. The instructions are operational when executed
by the processor to direct the processor to operate in accord
with the invention. Those skilled in the art are familiar with
instructions, processor(s), and storage media.

It is noteworthy that any hardware platform suitable for
performing the processing described herein is suitable for
use with the invention. The terms “computer-readable stor-
age medium” and “computer-readable storage media” as
used herein refer to any medium or media that participate in
providing instructions to a CPU for execution. Such media
can take many forms, including, but not limited to, non-
volatile media, volatile media, and transmission media.
Non-volatile media include, for example, optical or mag-
netic disks, such as a fixed disk. Volatile media include
dynamic memory, such as system random access memory
(RAM). Transmission media include coaxial cables, copper
wire, and fiber optics, among others, including the wires that
include one embodiment of a bus. Transmission media can
also take the form of acoustic or light waves, such as those
generated during radio frequency (RF) and infrared (IR) data
communications. Common forms of computer-readable
media include, for example, a flash drive, hard disk, mag-
netic tape, any other magnetic medium, a CD-read-only
memory (ROM) disk, DVD, any other optical medium, any
other physical medium with patterns of marks or holes, a
RAM, a PROM, an EPROM, an EEPROM, a FLASHEP-
ROM, any other memory chip or cartridge, a carrier wave,
or any other medium from which a computer can read.
Various forms of computer-readable media may be involved
in carrying one or more sequences of one or more instruc-
tions to a CPU for execution. A bus carries the data to system
RAM, from which a CPU retrieves and executes the instruc-
tions. The instructions received by system RAM can option-
ally be stored on a fixed disk either before or after execution
by a CPU.

Thus, the methods and systems for executing the slots
adventure game have been described. Although embodi-
ments have been described with reference to specific
example embodiments, it will be evident that various modi-
fications and changes can be made to these example embodi-
ments without departing from the broader spirit and scope of
the present application. Accordingly, the specification and
drawings are to be regarded in an illustrative rather than a
restrictive sense.

What is claimed is:

1. A method for executing a slots adventure game, the
method comprising:

displaying to a player, by a display, a virtual path for the

slots adventure game having multiple levels, wherein
each of the levels is associated with one of a plurality
of level types;
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presenting to the player, by the display, a first level
associated with the virtual path, the first level being
associated with a first slots game, wherein [a] the first
slots game of the first level is readily available for the
player to play;
presenting to the player, by the display, subsequent levels
associated with the same virtual path, wherein the
subsequent levels are locked and not initially available
for the player to play, wherein the first level and the
subsequent levels are displayed simultaneously;

presenting to the player by the display [a plurality of quest
tasks] widgets for each of the levels, wherein [each of
the quest tasks includes a text widget] the widgets are
associated with a plurality of quest tasks, the widgets
describing requirements for completing the quest [task]
tasks, wherein the at least one level is completed by the
player when any of the quest tasks is completed;

receiving from the player, via an input device, a selection
of one of the quest tasks in each of the levels, wherein
the selected quest task is associated with a predeter-
mined threshold value;

initiating, by a game controller, a slots game correspond-

ing to the selected quest task;

receiving, via a money acceptor, one or more bets placed

on the selected slots game;

spinning, by a spin controller, mechanical slot reels based

on the one or more bets, wherein the spin controller
differs from the game controller, and wherein the spin
controller, the game controller, the money acceptor, and
the mechanical slot reels are associated with a spin
machine;

calculating, by the game controller, game points based on

a number of spinning events and the one or more bets;
determining, by the game controller, that the game points
exceed the predetermined threshold value; and

based on the determination, enabling the player, by the

game controller, to complete the selected quest task and
pass the levels by unlocking each of the subsequent
levels sequentially.

2. The method of claim 1, further comprising a step of
displaying a pointer on the virtual path, wherein the pointer
is associated with an advancement of the player in the slots
adventure game.

3. The method of claim 2, further comprising:

displaying, by the display, one or more first icons asso-

ciated with a current level; and

displaying, by the display, one or more second icons

associated with the current level,

wherein the one or more first icons are graphically dif-

ferent from the one or more second icons;
wherein, when enabled or clicked by the player, each of
the first icons is configured to activate one slots game
associated with one quest task of the current level; and

wherein, when enabled or clicked by the player, each of
the second icons is configured to activate another slots
game associated with another quest task of the current
level.

4. The method of claim 2, further comprising;

displaying, by the display, a first widget associated with

the first level; and

displaying, by the display, a second widget associated

with the subsequent level, wherein the first widget is
graphically different from the second widget; and
placing the pointer near the first widget.

5. The method of claim 4, further comprising a step of
moving the pointer along the virtual path from the first
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widget, which represents the first level, to the second widget,
which represents the subsequent level.

6. The method of claim 5, wherein the pointer is moved
to the second widget representing the subsequent level,
which was last unlocked.

7. The method of claim 1, wherein the virtual path is
displayed on a virtual map.

8. The method of claim 1, further comprising a step of
providing a bonus slots game for the player to enable the
player to acquire additional in-game currency.

9. The method of claim 1, further comprising a step of
providing a lottery game enabling the player to acquire
additional in-game currency.

10. The method of claim 1, further comprising a step of
providing a feedback to the player to involve him in the slots
adventure game and granting the player additional in-game
currency in return for the feedback.

11. The method of claim 1, further comprising a step of
providing a review to the player to involve him in the slots
adventure game and granting the player additional in-game
currency in return for the review.

12. The method of claim 1, further comprising a step of
providing a long-term challenge for the player to complete
at least five of tasks to collect a predetermined reward,
wherein the long-term challenge is valid for a predetermined
period in a range between 1 hour and 24 hours.

13. The method of claim 1, further comprising a step of
displaying a progress bar for showing a progress of a quest
task in the selected slots game.

14. A non-transitory processor-readable medium having
instructions stored thereon, which when executed by one or
more processors, cause the one or more processors to
implement a method, comprising:

displaying to a player, by a display, a virtual path for the

slots adventure game having multiple levels, wherein
each of the levels is associated with one of a plurality
of level types;
presenting to the player, by the display, a first level
associated with the virtual path, the first level being
associated with a first slots game, wherein [a] the first
slots game of the first level is readily available for the
player to play;
presenting to the player, by the display, subsequent levels
associated with the same virtual path, wherein the
subsequent levels are locked and not initially available
for the player to play, wherein the first level and the
subsequent levels are displayed simultaneously;

presenting to the player by the display [a plurality of quest
tasks] widgets for each of the levels, wherein [each of
the quest tasks includes a text widget] the widgets are
associated with a plurality of quest tasks, the widgets
describing requirements for completing the quest [task]
tasks, wherein the at least one level is completed by the
player when any of the quest tasks is completed;

receiving from the player, via an input device, a selection
of one of the quest tasks in each of the levels, wherein
the selected quest task is associated with a predeter-
mined threshold value;

initiating, by a game controller, a slots game correspond-

ing to the selected quest task;

receiving, via the input device or a money acceptor, one

or more bets placed on the selected slots game;
spinning, by a spin controller, mechanical slot reels based

on the one or more bets, wherein the spin controller

differs from the game controller, and wherein the spin
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controller, the game controller, the money acceptor, and
the mechanical slot reels are associated with a spin
machine;

calculating, by the game controller, game points based on

a number of spinning events and the one or more bets;
determining, by the game controller, that the game points
exceed the predetermined threshold value; and

based on the determination, enabling the player, by the

game controller, to complete the selected quest task and
pass the levels by unlocking each of the subsequent
levels sequentially.
15. A computer-implemented method for executing a slots
adventure game on a mobile computing device, the method
comprising:
displaying, by a display associated with the mobile com-
puting device, to a player, a virtual path for the slots
adventure game having multiple levels, wherein each of
the levels is associated with one of a plurality of level
lypes;
presenting, by the display, to the player, a first level
associated with the virtual path, the first level being
associated with a first slots game, wherein the first slots
game of the first level is readily available for the player
to play;
presenting, by the display, to the player, subsequent levels
associated with the same virtual path, wherein the
subsequent levels are locked and not initially available
for the player to play, wherein the first level and the
subsequent levels are displayed simultaneously;

presenting, by the display, to the player, widgets for each
of the levels, wherein the widgets are associated with a
plurality of quest tasks, the widgets describing require-
ments for completing the quest tasks, wherein the at
least one level is completed by the player when any of
the quest tasks is completed;

receiving, via an input device associated with the mobile

computing device, from the player, a selection of one of
the quest tasks in each of the levels, wherein the
selected quest task is associated with a predetermined
threshold value;

initiating, by a game controller associated with the mobile

computing device in communication with a web ser-
vice, a slots game corresponding to the selected quest
task;

receiving, via a money acceptor, one or morve bets placed

on the selected slots game;

spinning, by a spin controller, via a graphical user

interface associated with the mobile computing device,
slot reels based on the one or more bets, wherein the
spin controller differs from the game controller, and
wherein the spin controller, the game controller, the
money acceptor, and the slot reels are associated with
the mobile computing device;

calculating, by the game controller, game points based on

a number of spinning events and the one or more bets;
determining, by the game controller, that the game points
exceed the predetermined threshold value; and

based on the determination, enabling, by the game con-

troller, the player to complete the selected quest task
and pass the levels by unlocking each of the subsequent
levels sequentially.

16. The method of claim 15, further comprising a step of
displaying a pointer on the virtual path, wherein the pointer
is associated with an advancement of the player in the slots
adventure game.

17. The method of claim 16, wherein the presenting the
widgets for each of the levels includes:
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displaying, by the display, a first widget associated with a

current level; and

displaying, by the display, a subsequent widget associated

with a subsequent level; and

wherein the first widget is graphically different from the

subsequent widget.

18. The method of claim 17, further comprising a step of
placing the pointer near the first widget.

19. The method of claim 18, further comprising a step of
moving the pointer along the virtual path from the first
widget representing the current level to the subsequent
widget representing the subsequent level.

20. The method of claim 19, wherein the subsequent level
is the last unlocked.

21. The method of claim 15, wherein the virtual path is
associated with a virtual map.

22. The method of claim 15, further comprising a step of
providing a bonus slots game for the player to enable the
player to acquire additional in-game currency.

23. The method of claim 15, further comprising a step of
providing a lottery game enabling the player to acquire
additional in-game currency.

24. The method of claim 15, further comprising a step of
providing a feedback to the player to involve the player in
the slots adventure game.

25. The method of claim 15, further comprising a step of
providing a review to the player to involve the player in the
slots adventure game.

26. The method of claim 15, further comprising a step of
providing a long-term challenge for the player to complete
at least five tasks to collect a predetermined reward, wherein
the long-term challenge is valid for a predetermined period
in a range between 1 hour and 24 hours.

27. The method of claim 15, further comprising a step of
displaying a progress bar for showing a progress of a quest
task in the selected slots game.

28. A non-transitory processor-readable medium having
instructions stoved thereon, which when executed by one or
more processors, cause the one or more processors to
implement a method, comprising:

displaying, by a display associated with a mobile com-

puting device, to a player, a virtual path for the slots
adventure game having multiple levels, wherein each of
the levels is associated with one of a plurality of level

types;
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presenting, by the display, to the player, a first level
associated with the virtual path, the first level being
associated with a first slots game, wherein the first slots
game of the first level is readily available for the player
to play;

presenting, by the display, to the player, subsequent levels
associated with the same virtual path, wherein the
subsequent levels are locked and not initially available
for the player to play, wherein the first level and the
subsequent levels are displayed simultaneously;

presenting, by the display, to the player, widgets for each
of the levels, wherein the widgets are associated with a
plurality of quest tasks, the widgets describing require-
ments for completing the quest tasks, wherein the at
least one level is completed by the player when any of
the quest tasks is completed;

receiving, via an input device associated with the mobile
computing device, from the player, a selection of one of
the quest tasks in each of the levels, wherein the
selected quest task is associated with a predetermined
threshold value;

initiating, by a game controller associated with the mobile
computing device and in communication with a web
service, a slots game corresponding to the selected
quest task;

receiving, via a money acceptor, one or morve bets placed
on the selected slots game;

spinning, by a spin controller, via a graphical user
interface associated with the mobile computing device,
slot reels based on the one or more bets, wherein the
spin controller differs from the game controller, and
wherein the spin controller, the game controller, the
money acceptor, and the slot reels are associated with
the mobile computing device;

calculating, by the game controller, game points based on
a number of spinning events and the one or more bets;

determining, by the game controller, that the game points
exceed the predetermined threshold value; and

based on the determination, enabling, by the game con-
troller, the player to complete the selected quest task
and pass the levels by unlocking each of the subsequent
levels sequentially.
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