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(57) ABSTRACT 

An amusement device has a display and an input device and 
includes a memory and a controller. The memory Stores a 
plurality of games and a System control program. The 
controller is operatively coupled to the memory, the input 
device and the display. The controller controls the display 
based upon the System control program retrieved from the 
memory and based upon inputs from the input device. The 
controller is configured to grant a user a block of time for 
accessing the amusement device; permit the user to Selec 
tively retrieve from the memory and play a first game from 
the plurality of games during the block of time; and permit 
the user to Selectively retrieve from the memory and play a 
Second game from the plurality of games that is different 
than the first game during the block of time. 
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AMUSEMENT DEVICE HAVING TIME-BASED 
OPERATING MODES 

CROSS-REFERENCE TO RELATED 
APPLICATIONS 

0001. This application claims the benefit of co-pending 
U.S. Provisional Patent Application No. 60/503,245, filed 
Sep. 16, 2003, entitled “Amusement Device Having Time 
Based Operating Modes,” the disclosure of which is incor 
porated herein by reference. 

BACKGROUND OF THE INVENTION 

0002 The present invention relates generally to an 
amusement device and, more particularly, relates to an 
amusement device having time-based operating modes. 
0003) Amusement devices, such as game machines, 
which allow a user to Select games from a video display are 
well known in the art Such as those disclosed in U.S. Pat. No. 
4.856,787 (Itkis); U.S. Pat. No. 5,575,717 (Houriet, Jr. et 
al.); U.S. Pat. No. 5,743,799 (Houriet, Jr. et al.), the contents 
of which are incorporated by reference herein, each of which 
shows a touchscreen display for making a game Selection 
from a menu of games. Such game machines or amusement 
devices typically operate upon input of currency (i.e., coin, 
token, paper money, credit/debit cards and the like) and are 
installed in bars, restaurants, airports, shopping malls, video 
arcades and the like. The game choices may include card 
games, Sports games, games of skill, games of chance, 
action games, trivia games and the like. 
0004 Amusement devices which operate upon input of 
currency (either coin, token or paper money) typically track 
machine usage in a meter. Typically, each currency input 
creates a pulse which Sequentially advances the meter or 
each currency input grants a predetermined number of game 
play credits and the meter is advanced by the granted 
number of play credits. 
0005 Some amusement devices are capable of being set 
to provide bonus credits for additional currency inputs. For 
example, a gaming machine may be set to grant one game 
per quarter, but will grant five games per dollar (a bonus 
credit of one game). A user may deposit a dollar bill, for 
example, and receive five credits, but each Selected game 
may only require one credit to play. Thus, the user is left 
with a balance of four unused credits after Selecting a single 
game to play. Also, Some games are configured to award 
bonus credits for winning the high Score during a game or 
for Some other predetermined event. In that case a user may 
be left with a balance of credits that exceeds the original 
number of credits paid for by the user. 
0006 Some regulatory agencies, state or local, have 
"gaming” regulations which do not permit games to have a 
remaining balance of credit in excess of Some regulated 
predetermined value, Such as one credit. The intent of Such 
regulations is to minimize possible illicit uses of amusement 
devices Such as for illegal gambling and the like. However, 
as a result of Such regulations, an owner or operator of an 
amusement device may lose revenue because users may 
need to be refunded change for the credits immediately or 
higher prices may be charged for a game. For example, 
instead of charging twenty five cents per game (one credit), 
the owner/operator may charge fifty cents or a dollar per 
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game So that there would be no refunds required and one or 
less credits remaining at the end of a user's game. 
0007. It is desirable to provide an amusement device 
configured to operate in a time based mode. Further, it is 
desirable to provide an amusement device configured to 
operate in a time based mode where a block of time may be 
purchased in advance So that a user may Switch between 
different games and activities during the block of time. Even 
further, it is desirable to provide an amusement device 
configured to operate in a time based mode where a user may 
Switch between different games and activities for as long as 
they desire or until a predetermined period of time has 
elapsed thereby causing the user to be billed for the time 
retroactively. 

BRIEF SUMMARY OF THE INVENTION 

0008 Briefly stated, the present invention comprises an 
amusement device that has a display and an input device and 
that includes a memory and a controller. The memory Stores 
a plurality of games and a System control program. The 
controller is operatively coupled to the memory, the input 
device and the display. The controller controls the display 
based upon the System control program retrieved from the 
memory and based upon inputs from the input device. The 
controller is configured to grant a user a block of time for 
accessing the amusement device; permit the user to Selec 
tively retrieve from the memory and play a first game from 
the plurality of games during the block of time; and permit 
the user to selectively retrieve from the memory and play a 
Second game from the plurality of games that is different 
than the first game during the block of time. 
0009. The present invention also comprises a method of 
playing an amusement device having a display, an input 
device, a memory that Stores a plurality of games and a 
System control program, and a controller operatively 
coupled to the memory, the input device and the display. The 
controller controls the display based upon the System control 
program retrieved from the memory and based upon inputs 
from the input device. The method includes granting a user 
a block of time for accessing the amusement device, Select 
ing and playing a first game from the plurality of games 
during the block of time; and Selecting and playing a Second 
game from the plurality of games that is different than the 
first game during the block of time. 
0010. The present invention also comprises an amuse 
ment device having a display and an input device. The 
amusement device includes a memory that Stores a plurality 
of games and a System control program and a controller 
operatively coupled to the memory, the input device and the 
display. The controller controls the display based upon the 
System control program retrieved from the memory and 
based upon inputs from the input device. The controller is 
configured to grant a user a block of time for accessing the 
amusement device; permit the user to Selectively retrieve 
from the memory and play a first game from the plurality of 
games during the block of time; and allow the user to 
continue to play the first game continuously until the block 
of time expires. 

BRIEF DESCRIPTION OF THE SEVERAL 
VIEWS OF THE DRAWINGS 

0011. The foregoing Summary, as well as the following 
detailed description of preferred embodiments of the inven 
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tion, will be better understood when read in conjunction with 
the appended drawings. For the purpose of illustrating the 
invention, there are shown in the drawings embodiments 
which are presently preferred. It should be understood, 
however, that the invention is not limited to the precise 
arrangements and instrumentalities shown. In the drawings: 

0012 FIG. 1A is a perspective view of an amusement 
device having time based operating modes in accordance 
with the preferred embodiments of the present invention; 

0013 FIG. 1B is a perspective view of another amuse 
ment device having time based operating modes in accor 
dance with the preferred embodiments of the present inven 
tion; 

0.014 FIG. 2 is a screen shot of a main menu setup screen 
in accordance with the preferred embodiments of the present 
invention; 

0.015 FIG. 3 is a screen shot of a credits menu setup 
Screen in accordance with the preferred embodiments of the 
present invention; 

0016 FIG. 4 is a screen shot of an options menu setup 
Screen in accordance with the preferred embodiments of the 
present invention; 

0017 FIG. 5 is a screen shot of the options menu setup 
Screen of FIG. 4 with a coinless mode feature enabled; 

0018 FIG. 6 is a screen shot of an options menu setup 
Screen in accordance with a Second preferred embodiment of 
the present invention with a rental mode enabled; 

0.019 FIG. 7 is a screen shot of a coinless mode setup 
Screen in accordance with the preferred embodiments of the 
present invention; 

0020 FIG. 8 is a screen shot of a set pin setup screen in 
accordance with the preferred embodiments of the present 
invention; 

0021 FIG. 9 is a screen shot of a payment mode setup 
Screen in accordance with the first preferred embodiment of 
the present invention; 

0022 FIG. 10 is a screen shot of a payment mode setup 
Screen in accordance with the first preferred embodiment of 
the present invention; 

0023 FIG. 11 is a screen shot of a user message screen 
in accordance with the first preferred embodiment of the 
present invention; 

0024 FIG. 12 is a screen shot of an attendant reset screen 
in accordance with the first preferred embodiment of the 
present invention; 

0.025 FIG. 13 is a screen shot of an attendant reset pin 
entry Screen in accordance with the first preferred embodi 
ment of the present invention; 

0.026 FIG. 14 is a screen shot of a user options screen in 
accordance with the preferred embodiments of the present 
invention; 

0027 FIG. 15 is a screen shot of a user start time mode 
Screen in accordance with the first preferred embodiment of 
the present invention; 
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0028 FIG. 16 is a screen shot of a user select mode 
Screen in accordance with an alternate of the first preferred 
embodiment of the present invention; 
0029 FIG. 17 is a screenshot of a user main menu screen 
in accordance with the preferred embodiments of the present 
invention showing the time remaining, 

0030 FIG. 18 is another screen shot of the user main 
menu Screen displaying the amount owed; and 
0031 FIG. 19 is a screen shot of a user options screen for 
ending play in accordance with the preferred embodiments 
of the present invention. 

DETAILED DESCRIPTION OF THE 
INVENTION 

0032. In the drawings, like numerals are used to indicate 
like elements throughout. Referring to the drawings in 
detail, FIG. 1A shows a first amusement device 26 having 
time based operating modes in accordance with the preferred 
embodiments of the present invention. The amusement 
device 26 includes a controller U1 and a memory U2. The 
amusement device 26 further includes a video display 27 
which is operatively connected to the amusement device 
controller U1. FIG. 1B shows another or second amusement 
device 36 having time based operating modes in accordance 
with the preferred embodiments of the present invention. 
The Second amusement device 36 also includes a controller 
U1 and a memory U2. The Second amusement device 14 also 
includes a video display 17. Preferably, the video displays 
27, 37 are touchscreen video displays 27, 37 configured to 
accept touch input. The first amusement device 26 is a 
free-standing or floor-Standing apparatus, whereas the Sec 
ond amusement device 36 is a table-top or counter-top 
apparatus. However, the amusement devices 26, 36 may be 
arranged in any configuration including table mount, wall 
mount, pole mount and the like without departing from the 
invention. 

0033. The amusement device 26, 36 may optionally 
include, or be connected to, a currency accepter 28, 38 Such 
as a coin acceptor, a bill acceptor, a card reader and the like, 
for accepting monetary or other types of credit. 
0034 FIGS. 1A-1B show that other input devices which 
may be connected to the amusement devices 26, 36 include 
a track-ball or touchpad T, a mouse M, a joy-Stick J, a 
foot-pedal F, a voice recognition System V, a keypad K or 
keyboard K and the like. Preferably, the input device is the 
touchscreen display 37. 
0035 Each amusement device 26, 36 is a stand-alone 
computer System controlled by the controller or micropro 
cessor U1, the memory U2, a communications driver (not 
labeled) and a touchscreen Video display driver (not 
labeled). For purposes of simplicity, the invention will be 
described with respect to the amusement device 36 through 
out the remainder of the description, but it should be noted 
that the present invention could be implemented with any 
variety of amusement devices 26, 36 without departing from 
the spirit of the invention. 
0036) The memory U2 stores a plurality of games and a 
System control program. The controller U1 is operatively 
coupled to the memory U2, the input device and the display 
37 (i.e., the touchscreen display 37). The controller U1 
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controls the touchscreen display 37 based upon the System 
control program retrieved from the memory U2 and based 
upon inputs from the input device in this case the touch 
Screen display 37. AS used herein, the System control pro 
gram refers to all of the software functions outside of the 
game or music files including an operating System, display 
control, input control, Sound drivers and the like. The 
controller U1 is configured to grant a user a block of time for 
accessing the amusement device 36; permit the user to 
selectively retrieve from the memory U2 and play a first 
game from the plurality of games during the block of time; 
and permit the user to Selectively retrieve from the memory 
U2 and play a Second game from the plurality of games that 
is different than the first game during the block of time. The 
user may repeat this process of Selecting another game as 
many times as they desire as long as there is time remaining 
in the block of time. 

0037. The amusement device 36 includes an operating 
mode (FIGS. 11-19) and a setup mode (FIGS. 2-10). When 
the operating mode is Selected, a player or user is Selectively 
permitted to play games. When the Setup mode is Selected, 
the owner/operator is permitted to make System Setup adjust 
ments. To Switch from the operating mode to the Setup 
mode, a mode Selector pushbutton (hardware not shown) is 
provided that is typically concealed from the users. The 
mode Selector pushbutton may be implemented as a hidden 
Software feature, but preferably the mode selector pushbut 
ton is a simple pushbutton that is disposed inside a housing 
of the amusement device 36. 

0038. In a first preferred embodiment, the controller U1 
grants the user the block of time in advance of a payment or 
a credit by the user. The controller U1 must receive an 
authorization prior to granting the block of time. For 
example, the authorization may be one of a pin code entry, 
card code data, a network Signal and a remote control Signal. 
Preferably, the authorization is by way of a pin code or 
password entered in a software keypad 212 (FIG. 13). For 
example, a user may be charged a flat rate of Say S2.50 to 
play as many games as they like for Say fifteen minutes of 
play time. The rate for the block of time and the amount or 
duration of the block of time are preferably adjustable by the 
owner/operator of the amusement device 36. 

0039. In a second preferred embodiment, the controller 
U1 grants the user the block of time only after a payment or 
a credit by the user. So, a user deposits money or credits in 
a known way Such as by depositing money in the currency 
acceptor 38 or a card reader 28, and then the user is granted 
an associated amount or block of time to play games. For 
example, a user may put in S0.25 and get two minutes of 
play time, or the user may deposit S0.50 and get five minutes 
of play time or the user may deposit S1.00 and get twelve 
minutes of play time. The ratios of the durations of the 
blocks of time and the monetary values associated there with 
are preferably adjustable by the owner or operator of the 
amusement device 36. 

0040. In any of the preferred time-based embodiments, a 
user is permitted to play as many games as they desire 
during a block of time. The user need not play a game 
through until it ends. If the user gets bored with a particular 
game or desires to play a different game, the user may exit 
the game and choose another game So long as there is time 
remaining in the block of time. Optionally, when the block 
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of time expires, the user may keep playing the game they 
were playing at the expiration of the block of time until the 
game is over based on the rules of the game. Optionally, the 
amusement device may prompt the user to purchase another 
time block just before the current time block expires. 
0041. The owner/operator of the amusement device 36, 
Selects the Setup mode by using the mode Selector pushbut 
ton, as mentioned above. Once in the Setup mode, the 
owner/operator can configure the amusement device using 
setup screens (FIGS. 2-10) as will be described hereinafter. 
0042 FIG. 2 is a screen shot of a main menu setup screen 
100 in accordance with all the preferred embodiments of the 
present invention. The main menu setup screen 100 includes 
a plurality of menu buttons 102a-102K for selecting other 
setup screens such as a credits menu screen 110 (FIG. 3) 
thereby permitting the owner/operator to navigate among the 
setup screens 110, 120, 130, 140, etc. The menu buttons 
102a-102k include a credits/pricing menu button 102a, a 
games menu button 102b, a hi scores menu button 102c, a 
books menu button 102d, a system menu button 102e, a 
diagnostics menu button 102f, a Tournament menu button 
102g, a credit card menu button 102h, a presentation menu 
button 102i, a promotion menu button 102i and a Net menu 
button 102k. By Selecting, for example, the credits/pricing 
menu button 102a, a credits menu screen 110 (FIG. 3) is 
displayed. The main menu setup screen 100 also includes 
Some common navigation buttons, i.e., common to all of the 
Setup Screens, Such as a back button"<' which goes back to 
the previous or last screen and an exit button “X” for exiting 
back to the operating mode. 
0043 FIG. 3 is a screen shot of the credits menu setup 
screen 110 in accordance with all of the preferred embodi 
ments of the present invention. The credits menu Setup 
screen 110 includes a main menu button 101 for going back 
to the main menu setup screen 100. The credits menu setup 
screen 110 includes a plurality of other menu buttons 
110a–110e for selecting other credits menu screens 120, 130, 
140 and the like. The menu buttons 110a-110e include an 
options menu button 110a, a rental mode button 110b, a set 
value of credit menu button 110c, a coin-in menu button 
110d and a quick price setup 110e. By selecting the options 
menu button 110a, an options menu screen 120 (FIGS. 4-6) 
is displayed. By selecting the rental mode menu button 110b, 
a rental mode menu screen 150 (FIG. 9) is displayed. By 
selecting the set value of credit menu button 110c, a set value 
of credit menu setup screen 160 (FIG. 10) is displayed. By 
Selecting a coinless coin-op menu button (not shown), a 
coinless coin-op setup screen 180 (FIG. 10) is displayed. 
0044 FIG. 4 is a screen shot of the options menu setup 
Screen 120 arranged in accordance with the preferred 
embodiments of the present invention. FIG. 5 is a screen 
shot of the options menu setup screen of FIG. 4 with a 
coinless mode feature enabled. With the coinless mode 
feature enabled, the amusement device 36 can be operated 
without a currency acceptor 38. In the coinless mode, the 
user is prompted to accept billing via menu prompts and is 
billed Separately, e.g., as an added line item on an overall 
food and/or beverage check and the like. 
004.5 FIG. 6 is a screen shot of the options menu setup 
Screen 120 arranged in accordance with the Second preferred 
embodiment of the present invention with the rental mode 
enabled, i.e., where the block of time is granted after a 
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payment or credit by the user. In the rental mode, the user 
deposits money or applies credit or credits in advance to 
pre-purchase or “rent/"lease' time for using the amusement 
device 36. 

0.046 FIG. 7 is a screen shot of a coinless mode setup 
screen 130 in accordance with the preferred embodiments of 
the present invention. The coinless mode setup screen 130 is 
accessible from the coinless coin-op Screens. By Selecting a 
set pin menu selection button 135, a set pin setup screen 140 
is displayed which allows the owner/operator to change an 
authorization pin number or password using an electronic 
keypad 142 (FIG. 8). 
0047 FIG. 9 is a screen shot of a payment mode setup 
Screen in accordance with the first preferred embodiment of 
the present invention. The amusement device 36 includes an 
operator adjustable software selection field 152 that adjusts 
the associated cost of the block of time. While the block of 
time is shown in FIG. 9 as a non-adjustable field (i.e., “15 
Minutes”), the amusement device 36 also includes an opera 
tor adjustable Software Selection field that allows adjustment 
of the duration of the block of time. The setup mode includes 
a Software Selection 166 for Selecting between a per game 
mode (“GAME”), a first time based mode/a second time 
based mode (“TIME”) or both a per game mode and a time 
based mode (“BOTH"). The first time based mode permits 
the controller U1 to grant the user the block of time in 
advance of a payment or a credit by the user, and the Second 
time based mode permits the controller to grant the user the 
block of time only after a payment or a credit by the user. 
Optionally, the amusement device may be configured to only 
function in one time based mode without the ability to select 
between them and the per game mode, which may be 
required to comply with State gaming regulations and the 
like. 

0.048 FIG. 10 is a screen shot of the payment mode setup 
screen 160 in accordance with the second preferred embodi 
ment of the present invention. The owner/operator can Set 
the number of minutes for each respective number of credits 
or monetary unit to thereby establish a ratio of time duration 
per credit or monetary value. 
0049. Once the owner/operator has finished configuring 
the system parameters in the setup screens 100, 110, 120, 
130, 140, 150, 160, etc., the owner/operator selects the exit 
button “X” to return to the operating screens (FIGS. 11-19). 
0050. During normal operation, the amusement device 36 
displays an attract Screen (not shown) which may show 
demonstrations of games or advertisements and the like. 
When a user desires to play the amusement device 36, the 
user touches the input device, or in this example, the 
touchscreen display 37. Upon touching the touchscreen 
display 37, a user message screen 200 (FIG. 11) is dis 
played. The user message Screen 200 may instruct the user 
to request an attendants assistance. Alternatively, the Screen 
may already be authorized So that a user can begin playing 
without an attendant's assistance, e.g., “Please call an atten 
dant to get Started.” The attendant then Selects an options 
menu button 202 in order to display an attendant reset Screen 
210 (FIG. 12). The attendant can then select a “RESET" 
pushbutton in order to clear any previous balance that had 
been accrued in the amusement device from previous users. 
A balance indicator 211 displays the current amount owed 
(S2.50 in FIG. 12). The attendant is prompted to enter a pin 
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or password in the onscreen keypad 212 (FIG. 13) in order 
to effectuate the reset. The balance is then reset to Zero as 

shown in the balance indicator 21 (S0.00 in FIG. 13). The 
attendant then selects a menu screen selection button 209 in 
order to request a user options menu screen 220 (FIG. 14). 

0051 FIG. 14 shows the user options screen 220. The 
user options Screen 220 includes a plurality of menu buttons 
220a-220f including a price menu button 220a, a hi-scores 
menu button 220b, a credit acknowledgements menu button 
220c, an about menu button 220d, an announcements menu 
button 220e, a six star menu button 220f and a coinless 
coin-op menu button 220g. When a user selects the coinless 
coin-op menu button 220g, a coinless coin-op Screen 230 is 
displayed (FIGS. 15-16). FIG. 15 shows that the time based 
mode is the only one configured, and FIG. 16 shows that 
both the time based mode and the per game mode are 
configured for access. By Selecting a start time mode button 
235, the user accepts the terms and is permitted to play as 
many games as they wish during a block of time. Alterna 
tively, the user can Select a per-game mode pushbutton 237. 
Once one of the Selections has been made, a user main menu 
screen 240 (FIG. 17) is displayed which allows the user to 
Select between a plurality of games Such as puzzles, cards, 
quiz and Word games, Strategy games, head to head games 
(multiplayer competition), Sports games and the like. A time 
remaining/balance indicator 243 shows the unused time 
remaining (i.e., “14:55” minutes in FIG. 17). FIG. 18 is 
another Screen shot of the user main menu screen 240 where 
the time remaining/balance indicator 243 is displaying the 
amount owed (i.e., “S2.50”). FIG. 19 is a screen shot of a 
user options Screen for ending play in accordance with the 
preferred embodiments of the present invention. When the 
user wishes to end a block of time or the per game mode, the 
user can select a user options button 249 which then displays 
a user coinless coin-op options Screen 250. By Selecting a 
freeze button 255, the amusement device 36 is essentially 
locked out until an attendant resets the machine. This feature 
protects a user who walks away from the amusement device 
36 from having others access the amusement device 36 and 
cause additional charges to accrue. 

0052 The present invention includes method of playing 
the amusement device 36 as described above. The method 
includes granting a user a block of time for accessing the 
amusement device 36; Selecting and playing a first game 
from the plurality of games during the block of time; and 
Selecting and playing a Second game from the plurality of 
games that is different than the first game during the block 
of time. The controller U1 grants the user the block of time 
in advance of a payment by the user or grants the user the 
block of time only after a payment or a credit by the user 
depending on how the Setup mode is configured by the 
owner or operator of the amusement device 36. AS men 
tioned above, the amusement device 36 includes a Selector 
(check boxes on FIG. 6 and/or buttons on FIGS. 9-10) for 
Selecting between a first mode, a Second mode or both. The 
first mode permits the controller U1 to grant the user the 
block of time in advance of a payment by the user and the 
Second mode permits the controller to grant the user the 
block of time only after a payment or a credit by the user. 
Optionally, the controller is configured to prompt the user to 
purchase another block of time just before the block of time 
elapses. 
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0053. The present invention also includes another 
method of playing the amusement device 36 as described 
above. The method includes providing the amusement 
device 36 an authorization to grant a user a block of time for 
accessing the amusement device 36, granting the user the 
block of time, Selecting and playing a first game from the 
plurality of games during the block of time, Selecting and 
playing a Second game from the plurality of games that is 
different than the first game during the block of time; and 
allowing the user to continue playing the Second game until 
the Second game ends even after the block of time has 
elapsed. 
0.054 From the foregoing it can be seen that the present 
invention comprises an amusement device having time 
based operating modes. It will be appreciated by those 
skilled in the art that changes could be made to the embodi 
ments described above without departing from the broad 
inventive concept thereof. It is understood, therefore, that 
this invention is not limited to the particular embodiments 
disclosed, but it is intended to cover modifications within the 
Spirit and Scope of the present invention as defined by the 
appended claims. 

We claim: 
1. An amusement device having a display and an input 

device, the amusement device comprising: 
(a) a memory that stores a plurality of games and a System 

control program; and 
(b) a controller operatively coupled to the memory, the 

input device and the display, the controller controlling 
the display based upon the System control program 
retrieved from the memory and based upon inputs from 
the input device, 

the controller being configured to: 
(i) grant a user a block of time for accessing the 

amusement device; 
(ii) permit the user to selectively retrieve from the 
memory and play a first game from the plurality of 
games during the block of time, and 

(iii) permit the user to selectively retrieve from the 
memory and play a Second game from the plurality 
of games that is different than the first game during 
the block of time. 

2. The amusement device of claim 1, wherein the con 
troller grants the user the block of time in advance of a 
payment or a credit by the user. 

3. The amusement device of claim 2, wherein the con 
troller must receive an authorization prior to granting the 
block of time. 

4. The amusement device of claim 3, wherein the autho 
rization is one of a pin code entry, card code data, a network 
Signal and a remote control signal. 

5. The amusement device of claim 1, wherein the amuse 
ment device includes an operating mode and a Setup mode, 
when the operating mode is Selected, a user is Selectively 

permitted to play games, and 
when the Setup mode is Selected, an operator is permitted 

to make System Setup adjustments. 
6. The amusement device of claim 5, wherein the setup 

mode includes a Software Selection for Selecting between a 
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first time based mode and a Second time based mode, the first 
time based mode permitting the controller to grant the user 
the block of time in advance of a payment or a credit by the 
user, and the Second time based mode permitting the con 
troller to grant the user the block of time only after a 
payment or a credit by the user. 

7. The amusement device of claim 1, wherein the con 
troller grants the user the block of time only after a payment 
or a credit by the user. 

8. The amusement device of claim 1, wherein the display 
is a touchscreen Video display. 

9. The amusement device of claim 1, further comprising: 
(c) a Software selection for Selecting between a first mode 

and a Second mode, the first mode permitting the 
controller to grant the user the block of time in advance 
of a payment or a credit by the user, and the Second 
mode permitting the controller to grant the user the 
block of time only after a payment or a credit by the 
USC. 

10. The amusement device of claim 1, further comprising: 
(c) an operator adjustable Software selection field that 

adjusts the duration of the block of time. 
11. The amusement device of claim 1, further comprising: 
(c) an operator adjustable Software selection field that 

adjusts the associated cost of the block of time. 
12. The amusement device of claim 1, further comprising 

at least one of a currency acceptor and a card reader. 
13. The amusement device of claim 1, wherein the input 

device is one of a touchscreen, a touchpad, a trackball, a 
mouse, a joystick, a foot-pedal, a voice-recognition System, 
a keypad and a keyboard. 

14. An amusement device having a display and an input 
device, the amusement device comprising: 

(a) a memory that stores a plurality of games and a system 
control program; and 

(b) a controller operatively coupled to the memory, the 
input device and the display, the controller controlling 
the display based upon the System control program 
retrieved from the memory and based upon inputs from 
the input device, 

the controller being configured to: 
(i) grant a user a block of time for accessing the 

amusement device; 
(ii) permit the user to selectively retrieve from the 
memory and play a first game from the plurality of 
games during the block of time, and 

(iii) permit a user to Selectively retrieve from the 
memory and play a Second game from the plurality 
of games that is different than the first game during 
the block of time; and 

(c) a Selector for Selecting between a first mode and a 
Second mode, the first mode permitting the controller to 
grant the user the block of time in advance of a payment 
or a credit by the user and the Second mode permitting 
the controller to grant the user the block of time only 
after a payment or a credit by the user. 

15. A method of playing an amusement device having a 
display, an input device, a memory that Stores a plurality of 
games and a System control program, and a controller 
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operatively coupled to the memory, the input device and the 
display, the controller controlling the display based upon the 
System control program retrieved from the memory and 
based upon inputs from the input device, the method com 
prising: 

(a) granting a user a block of time for accessing the 
amusement device; 

(b) selecting and playing a first game from the plurality of 
games during the block of time; and 

(c) Selecting and playing a Second game from the plurality 
of games that is different than the first game during the 
block of time. 

16. The method of claim 15, wherein the controller grants 
the user the block of time in advance of a payment by the 
USC. 

17. The method of claim 15, wherein the controller grants 
the user the block of time only after a payment or a credit by 
the user. 

18. The method of claim 15, wherein the amusement 
device comprises a Selector for Selecting between a first 
mode and a Second mode, the first mode permitting the 
controller to grant the user the block of time in advance of 
a payment by the user and the Second mode permitting the 
controller to grant the user the block of time only after a 
payment or a credit by the user. 

19. The method of claim 15, wherein the controller is 
configured to prompt the user to purchase another block of 
time just before the block of time elapses. 

20. A method of playing an amusement device having a 
display, an input device, a memory that Stores a plurality of 
games and a System control program, and a controller 
operatively coupled to the memory, the input device and the 
display, the controller controlling the display based upon the 
System control program retrieved from the memory and 
based upon inputs from the input device, the method com 
prising: 
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(a) providing the amusement device an authorization to 
grant a user a block of time for accessing the amuse 
ment device; 

(b) granting the user the block of time; 
(b) selecting and playing a first game from the plurality of 
games during the block of time; 

(c) Selecting and playing a second game from the plurality 
of games that is different than the first game during the 
block of time; and 

(d) allowing the user to continue playing the Second game 
until the Second game ends even after the block of time 
has elapsed. 

21. An amusement device having a display and an input 
device, the amusement device comprising: 

(a) a memory that stores a plurality of games and a system 
control program; and 

(b) a controller operatively coupled to the memory, the 
input device and the display, the controller controlling 
the display based upon the System control program 
retrieved from the memory and based upon inputs from 
the input device, 

the controller being configured to: 

(i) grant a user a block of time for accessing the 
amusement device; 

(ii) permit the user to selectively retrieve from the 
memory and play a first game from the plurality of 
games during the block of time, and 

(iii) allow the user to continue to play the first game 
continuously until the block of time expires. 
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