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BROADCAST GAMING

FIELD OF THE INVENTION

[0001] The present disclosure relates to gaming devices
and methods.

BACKGROUND OF THE INVENTION

[0002] Television is now available to billions of people
throughout the world. Watching television broadcasts has
traditionally been a passive experience for viewers. For most
viewers, television viewing is still a one-way communica-
tion that consists of passively receiving entertainment con-
tent.

[0003] However, in some parts of the world and to varying
degrees, television is becoming a two-way communications
platform. For example, some cable services allow customers
to view movies, athletic events or other content “on
demand.” Viewers can interact with the television set or
related peripheral devices in order to select entertainment
content, authorize account charges, etc.

[0004] The term “interactive TV” (“iTV”) encompasses
some such forms of using television as a two-way commu-
nications platform. iTV involves video programming that
incorporates some degree of interactivity, e.g., with data on
video, graphics on video, video within video, etc. To the
viewer, 1TV enhancements may appear as overlaid graphical
and/or textual elements on the television screen. Some 1TV
technologies incorporate the data enhancements in the video
MPEG stream such as HyperVideo. Specific reoccurring
elements include icons, banners, labels, menus, interface
structures, open text fields in which you can insert your
email address, forms to fill out in order to buy a product, or
commands to retrieve and manage video streams and graph-
ics on a relevant Web page.

[0005] In Europe, iTV is currently being developed and
implemented to facilitate interactive gaming, wherein the
player interacts with an on-demand gaming system that
offers casino-style gaming. For example, iTV is currently
utilized for sports betting in the U.K. Similar methods are
being deployed in Europe for casino-style gaming.

[0006] It seems likely that players in other jurisdictions
would also be interested in using some form of interactive
television for casino-type gaming, sports betting, or the like.
For the foreseeable future, however, it seems unlikely that
such uses of iTV will be permitted in most jurisdictions of
the United States.

SUMMARY OF THE INVENTION

[0007] The present invention provides novel broadcast
gaming methods and devices. Some implementations
involve broadcasting real-time video streams of game con-
tent to a player’s receiver, such as a television, a mobile
phone, a computer, etc. Various games may be simulta-
neously broadcast on separate channels. Players can pur-
chase time slots during which the players will passively
participate in the wins or losses of a game. Alternatively,
players may elect to financially participate in a predeter-
mined number of games. Based on the outcomes of games
in which a player participates, a player’s pre-established
account is either debited or credited. Players may view
gaming content at the time of broadcast or record it for later
viewing.
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[0008] Some implementations allow a player to establish
predetermined “triggers” for ending their participation, e.g.,
when a loss amount or a win amount reaches a predeter-
mined threshold. A player may arrange for financial partici-
pation in gaming activity while in a first jurisdiction wherein
wagering on the broadcast games of chance is legal, yet the
gaming content broadcasts may in some instances be viewed
in a second jurisdiction wherein wagering on the broadcast
games of chance may not be legal.

[0009] In some implementations, broadcast gaming con-
tent is based on games executed by a server. In other
implementations, broadcasts are made from camera record-
ings of games, which may be slot games, table games or
other types of wagering games. Some implementations
involve purchasing a time slice during which a player may
passively participate in gaming activities of another player.
[0010] Some gaming methods of the invention include the
following steps: receiving a first indication that a first viewer
will have a passive financial participation in the gaming
activity; broadcasting the gaming activity during the first
time slot; determining a first gaming activity outcome for the
first time slot; and adjusting a first gaming account accord-
ing to the first gaming activity outcome.

[0011] The gaming method can involve scheduling the
gaming activity broadcast for the first time slot. A menu may
be provided that indicates a plurality of gaming activities
that will be broadcast during a corresponding plurality of
time slots.

[0012] The gaming activity may comprise, for example, a
slot game or a table game. The gaming activity may involve
gaming decisions that are made during the first time slot. The
gaming decisions can be made according to a rule set and/or
by a gaming proxy.

[0013] The first indication may indicate a condition for
terminating the first viewer’s passive financial participation
in the gaming activity before the end of the first time slot.
The condition may be, for example, one or more of the
following: (a) the passage of a predetermined time interval
shorter than the first time slot; (b) the occurrence of a
predetermined loss; and/or (c) the occurrence of a predeter-
mined win.

[0014] The broadcasting step may involve making a
recording of the gaming activity with a video camera and
broadcasting the recording of the gaming activity. Alterna-
tively, the broadcasting step may involve generating the
gaming activity video from a game server and broadcasting
the gaming activity video.

[0015] The gaming method may include the steps of
determining that a bonusing event has occurred during the
first time slot and of awarding a bonus. The bonusing event
may be specific to the first viewer. The bonus may involve
extending a time of passive financial participation in the
gaming activity. The bonus may comprise a multiplier of the
win amount for a certain time period.

[0016] The gaming method may involve these steps:
receiving 2"¢ though N indications that 2" though N?
viewers will have passive financial participation in the
gaming activity; and adjusting 2”4 though N” gaming
accounts according to the first gaming activity outcome.
[0017] The gaming method can include the step of dis-
playing information that identifies the session being viewed.
The information may comprise an on-screen clock, a session
identifier, etc.
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[0018] Alternative gaming methods of the invention
include these steps: scheduling a plurality of gaming activi-
ties that will be broadcast during a corresponding plurality
of time slots; providing a menu indicating the plurality of
gaming activities and the corresponding plurality of time
slots; and broadcasting the plurality of gaming activities
during the corresponding plurality of time slots.

[0019] The menu may comprise a graphical user interface
(“GUI”) that allows gaming activities to be selected for
viewing. The GUI may comprise an on-screen guide and/or
a 3-D casino environment. A simulated casino environment
may be created through the use of images and sounds similar
to what a player would experience in a live casino environ-
ment.

[0020] The GUI may allow the selection of gaming activi-
ties in which a user will have a passive financial participa-
tion. A user may be allowed (e.g., via the GUI) to indicate
a condition for terminating a passive financial participation
in a gaming activity before the end of a corresponding time
slot (or before the end of the completion of a predetermined
number of games). The condition may be, for example, at
least one of the following: (a) the passage of a predetermined
time interval; (b) the occurrence of a predetermined loss; or
(c) the occurrence of a predetermined win.

[0021] Alternative gaming methods of the invention
include the following steps: scheduling a plurality of gaming
activities that will be broadcast during a corresponding
plurality of time slots; providing a menu indicating the
plurality of gaming activities and the corresponding plurality
of time slots, the menu comprising a GUI that allows gaming
activities to be selected for viewing and allows the selection
of gaming activities in which a user will have a passive
financial participation; verifying that a user is authorized to
have a passive financial participation in gaming activities,
the verifying step comprising a determination that the user
is located within a first jurisdiction in which at least some of
the gaming activities are legal and that the user meets age
requirements of the first jurisdiction; receiving a first indi-
cation that a first user will have a passive financial partici-
pation in a first gaming activity scheduled for broadcast
during a first time slot, the first gaming activity being legal
within the first jurisdiction; broadcasting the first gaming
activity during the first time slot; determining a first gaming
activity outcome for the first time slot; and adjusting a first
gaming account according to the first gaming activity out-
come, the gaming account located within the first jurisdic-
tion.

[0022] According to some such methods, the user may be
able to view the gaming activity while the viewer is within
a second jurisdiction. In the second jurisdiction, the first
gaming activity may or may not be legal.

[0023] The present invention provides hardware that is
configured to perform the methods of the invention, as well
as software to control devices to perform these and other
methods. These and other features of the present invention
will be presented in more detail in the following detailed
description of the invention and the associated figures.

BRIEF DESCRIPTION OF THE DRAWINGS

[0024] FIG. 1 is a flow chart that outlines methods of
broadcast gaming according to some implementations of the
invention.
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[0025] FIG. 2A is a flow chart that outlines methods of
broadcast gaming according to alternative implementations
of the invention.

[0026] FIG. 2B depicts a schedule of broadcast gaming on
multiple channels according to some implementations of the
invention.

[0027] FIG. 3 depicts the interactions of some exemplary
networked components for providing broadcast gaming
according to one implementation of the invention.

[0028] FIG. 4 depicts the interactions of some exemplary
networked components for providing broadcast gaming
according to another implementation of the invention.
[0029] FIG. 5 depicts the interactions of some exemplary
networked components for providing broadcast gaming
according to an alternative implementation of the invention.
[0030] FIG. 6 depicts the interactions of some exemplary
networked components for providing broadcast gaming
according to still another implementation of the invention.
[0031] FIG. 7 depicts the interactions of some exemplary
networked components for providing broadcast gaming
according to still another implementation of the invention.
[0032] FIG. 8 illustrates a network device that may be
configured according to some aspects of the invention.

DETAILED DESCRIPTION OF THE
INVENTION

[0033] Inthis application, numerous specific details are set
forth in order to provide a thorough understanding of the
present invention. It will be obvious, however, to one skilled
in the art, that the present invention may be practiced
without some or all of these specific details. In other
instances, well known process steps have not been described
in detail in order not to obscure the present invention.
[0034] Some general features of one implementation of
the invention will now be described with reference to FIG.
1. The steps of method 100 (as with other methods described
herein) are not necessary all performed in the order indi-
cated. For example, broadcasting step 130 may be a process
that continues while other steps of the method are ongoing.
Moreover, steps 135-145 may be performed at different
times in various implementations, e.g., according to the level
of player participation, when a particular player has recently
participated in a game, etc.

[0035] Instep 105, gaming content is created. The gaming
content that is created in step 105 includes games of chance
that will later be broadcast. This gaming content could
originate from various sources. In some implementations,
gaming content will be produced by a game server that
generates game outcomes and associated audio and video
data corresponding with these outcomes. Such a server
should be in a secure environment to prevent tampering,
with nearby activities monitored, logged and/or recorded,
e.g., by one or more surveillance cameras.

[0036] In other implementations, digital content 105 is
transmitted from a camera that records a game of chance
such as a card game, a craps game, roulette, etc. In some
such implementations, instead of generating slot game out-
comes (or the like) on a game server, game content could be
provided by a camera that records games played on a gaming
machine. In alternative implementations, the games of
chance may have previously been played and digital content
105 is provided in the form of a “re-run” of a previously-
broadcast game program.
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[0037] Some games of chance involve decision-making
during the process of playing a game. However, in preferred
implementations of the invention, there is no decision-
making or other interaction on the part of viewers during
game play. Instead, the viewers are passive participants in
any type of gaming that is broadcast.

[0038] Accordingly, in some implementations of the
invention, games of chance that are the subject matter of
gaming content 105 may be performed according to prede-
termined rule sets. A player may, for example, be able to
choose a relatively higher-risk rule set or a relatively lower-
risk rule set. The rule set may be a known rule set for a
particular game (e.g., a poker or blackjack rule set), etc, or
the rule set can also come from a player’s profile or
predefined options. For example, in the game of Blackjack,
the player may want to use a rule that says to always hit on
15, or in poker they may want to use a rule that says to fold
unless they have at least a pair in the hole cards.

[0039] The rule set could be implemented by a person
acting as a proxy, or by a machine (e.g., a host device, a
gaming machine, etc.) that has been programmed to make
decisions according to the selected rule set. Such decisions
should be logged in order to make a record for dispute
resolution, to create an audit trail, etc.

[0040] Whether according to a rule set or not, some
implementations of the invention involve decision-making
by one or more proxies acting on behalf of participating
players. Such proxy implementations can add entertainment
value and viewer interest on many different levels. For
example, players could passively participate in a well-
known poker player’s broadcast poker game. Alternatively,
a person (e.g., an attractive and/or famous person such as a
model or a celebrity) could roll dice on behalf of players in
a broadcast craps game or play other games of chance on
behalf of participating players.

[0041] In some such implementations, viewers may select
aproxy from among multiple players. Such implementations
can provide additional viewer excitement because different
viewers of the same broadcast may have chosen different
players as their proxies. For example, in a broadcast poker
tournament, several friends may have previously decided to
choose different, competing players to be their proxies. The
friends could select some or all of the same time slots and/or
games and could, e.g., gather together to view the broadcast
tournament. The resulting element of competition between
the players’ proxies would provide additional entertainment.
[0042] Ifaviewer has another player acting as a proxy, the
player may not wish to financially participate at the same
level as the proxy. For example, a player who has selected
a proxy to play on the player’s behalf during a poker
tournament will generally not wish to bet at the same level
as the bets made during the tournament. Therefore, in some
such implementations, players’ participation may be
adjusted, scaled, or limited in some other way. For example,
a player may financially participate in the game according to
a predetermined bet per game, e.g., a predetermined bet per
hand of poker. Alternatively, a player may select one or more
“triggers,” discussed below with reference to FIG. 2, which
will end a viewer’s participation in a game.

[0043] In step 110, the gaming content is processed. The
types of processing may vary according to the type of
network used for broadcast or distribution of gaming con-
tent. Some examples will be discussed below. However,
some form of encryption is desirable. Moreover, it will
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generally be desirable to have identifiable and uniform time
intervals of the gaming content indicated (e.g., 30 seconds,
1 minute, 5 minutes, etc.) by using time stamps or other such
means. Such time intervals will sometimes be referred to
herein as “time slots” or the like. Creating such identifiable
time slots facilitates the process of licensing a player to view
and/or participate in an identified portion of gaming content.
In addition, identifying discrete time intervals facilitates the
process of determining game results and therefore of player
account reconciliation.

[0044] Some implementations of the invention prevent
broadcasts to devices within jurisdictions in which the
underlying type of gaming is not allowed. Accordingly, in
optional step 115 the jurisdictions that may be receiving
gaming broadcasts are evaluated. In optional step 120, it is
determined whether certain jurisdictions will be able to
receive broadcasts of gaming content. In optional step 125,
broadcasts to selected jurisdictions are blocked.

[0045] These measures may be implemented, e.g., by a
company responsible for distributing the gaming content,
such as a telecommunications company, a cable company or
other media distribution company. For example, a cable
company should have a database indicating where its cus-
tomers’ cable modems are installed. Accordingly, a cable
company could block gaming content broadcasts to
addresses that are determined to be located within predeter-
mined jurisdictions where such broadcasts will not be made.
[0046] However, in some implementations of the inven-
tion, gaming content can be viewed in any jurisdiction. In
such implementations, actions made by players to finan-
cially participate in the gaming activities, account reconcili-
ation, etc., should only be performed in jurisdictions in
which the underlying gaming activities are legal. For
example, a player could arrange, in advance, to participate
in certain gaming activities and purchase one or more “time
slices” while in Nevada. A player account could be main-
tained in Nevada and account reconciliation could also take
place in Nevada. However, the player could view the broad-
cast gaming activities when the player is in any location. For
example, if the player lives in California, all of the financial
arrangements and transactions (such as game participation
indications and account reconciliation) could be confined to
Nevada, but the player could receive and/or view the broad-
cast games anywhere, including California.

[0047] In step 130, gaming content is broadcast to repro-
ducing devices (e.g., televisions, cellular telephones, per-
sonal computers, etc.) in appropriate formats for those
devices. Advertising content may be added to the gaming
content in some implementations. For example, advertising
content could correspond with known demographics of
players who favor specific games. For example, energy
drinks could be advertised in association with broadcasts of
poker tournaments, both of which are popular with viewers
in their twenties.

[0048] Some implementations provide a continuous,
multi-channel broadcast of centrally determined games.
These games could be broadcast according to a predeter-
mined schedule. Players could make selections according to
a program guide or the like, which indicates game options at
different times. One such example is described below with
reference to FIG. 2B.

[0049] In some implementations of the invention, gaming
content is broadcast to all subscribers/customers who could
potentially obtain a license to view and/or participate in the
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gaming in a “scrambled” format. When a viewer has
obtained a license and a key to “de-scramble” a time interval
of a broadcast, then the viewer can clearly see and hear the
gaming content during that time interval.

[0050] In alternative implementations, at least some view-
ers (e.g., those who are accorded privileges due to high
frequency of play, high betting amounts, higher subscription
fees, etc.) may view gaming content at any time. However,
such viewers will only financially participate during time
intervals selected by the player or during “bonus” partici-
pation times described elsewhere herein. The times of a
player’s financial participation should be clearly indicated to
a player, e.g., by a characteristic sound and/or visual indi-
cation on a display screen.

[0051] Instep 135, participation of individual customers is
determined. As previously noted, this could have previously
occurred or could be occurring during an ongoing process in
some implementations. For example, players within juris-
dictions wherein the underlying games are legal could make
viewing and game participation requests from their com-
puter terminal, cellular telephone, television, etc., or from an
associated peripheral device. These requests could be made
in advance or while broadcasts are already being made to,
and viewed by, other players.

[0052] In some preferred implementations, viewing of,
and financial participation in, games may be pre-purchased.
A player may choose, e.g., to pay a flat subscription fee or
to pay varying amounts according to varying player partici-
pation levels. In alternative implementations, a player’s
account could be charged later, e.g., on a weekly or monthly
basis.

[0053] Some implementations involve a time-based
approach and others involve a game-based approach. For
example, a player may choose to financially participate in
games that are broadcast during a predetermined time inter-
val. Some players may elect to play their lucky channel, play
at their lucky time, etc. In some implementations, players
can play by subscription: a player may choose to financially
participate in games broadcast on a certain channel during a
predetermined time interval. For example, a player may
choose to financially participate in games broadcast on the
“Wheel of Fortune®” $0.25 denomination channel every
Thursday from 8:00 to 8:05 p.m.

[0054] In alternative implementations, a player may
choose to financially participate in a specific number of
games. Such implementations may be advantageous for
games having variable time durations, such as those occa-
sioned by the additional time required for bonus rounds of
a slot game. As with time-based implementations, the player
may choose individual or recurring start times, channels, etc.
However, a player’s choices are preferably limited to
choices made in advance of the broadcast; preferably, a
player cannot, e.g., change a wager during a broadcast in
which the player is financially participating.

[0055] Accordingly, such implementations may be non-
interactive, yet still provide a range of choices for the
players to make in advance.

[0056] In step 140, game results are determined, e.g., by
one or more game results servers. The operation of such
devices and their interaction with other devices in a network
will be described in more detail below.

[0057] Preferably, step 140 is performed on an ongoing
basis or at relative short time intervals. Such time intervals
could, for example, correspond with the time intervals
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associated with gaming content, e.g., the smallest such time
interval. For “re-runs” of previous broadcasts, game results
will have already been determined, so step 140 need not be
performed again.

[0058] In step 145, individual player accounts are recon-
ciled. According to some implementations, an individual
player’s win may depend on the number of other players
participating in a particular game. For example, during a
time interval during which everyone wins a jackpot (e.g., a
MegaBucks® jackpot), some implementations of the inven-
tion apportion the jackpot between all of the players par-
ticipating in that game. However, in alternative implemen-
tations, all participating players win the full jackpot amount.

[0059] Some implementations provide a 2-tiered
approach, wherein a relatively smaller win is paid out at full
value and a relatively larger win (e.g., a progressive win) is
split among the number of participating players. In one such
example, if 100 people are participating during a particular
slot game, an outcome of 3 cherries would pay a predeter-
mined number of credits (e.g., 5 credits) to all 100 people.
However, each participating player would only win Yioo™ of
a relatively large win, such as a progressive win/jackpot.

[0060] Splitting large wins provides the advantage of
avoiding unforeseeably large payouts when many players
are participating during the time a jackpot is awarded.
Moreover, such implementations provide certainty regard-
ing how much the ordinary wins are paying and eliminate
potential player disappointment when, for example, a small
win would otherwise be apportioned among a large number
of participating players. Also, such implementations make
recordkeeping easier: if all wins were split among partici-
pants, the number of participating players would always
need to be determined and recorded. The number of partici-
pating players should be reported to all players whose win
amounts are affected by other players’ participation.
[0061] Additional details of player participation according
to some implementations of the invention will now be
discussed with reference to FIGS. 2A and 2B. Referring first
to FIG. 2A, in step 205 a customer has the option of
previewing gaming content in exemplary method 200. In
some implementations that provide “premium” features to
some players, such players may be able to view games that
others are unable to view. For example, such players may be
able to preview newer games before other players can.
[0062] A player may be provided a menu, such as menu
270 depicted in FIG. 2B, for game selection and/or pre-
views. In menu 270 games are grouped to form “channels”
of like-themed games. Different channels may have different
games, denominations/wager levels, lines played, etc. Here,
menu 270 indicates viewing dates and times in section 275.
Area 280 indicates games to be broadcast at the correspond-
ing dates and times. In some implementations, menu 270
will indicate a player’s favorite games and their broadcast
times.

[0063] A menu such as menu 270 may, for example, be
displayed on a display device with which a player could
interact. In one such example, a menu is displayed on a
television screen. A player can interact with the menu using
a user interface such as mouse, keypad, remote control
device, etc. They player may, e.g., control the user interface
to move active area 282, a cursor, etc., to a desired channel
and time slot. In some implementations, additional game
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details (such as denomination, number of lines played, etc.)
may be displayed on the menu when a desired channel and
time slot is thus indicated.

[0064] In this example, a player may preview a live
broadcast for a limited period of time without financially
participating in the broadcast game. This process could
allow the player to evaluate, e.g., how a game is played,
game graphics and other features, whether a player, a table
(e.g., ablackjack, a crap table or a poker table) or a machine
is “hot,” etc. In some implementations, multiple channels
and/or games can be viewed simultaneously (e.g., on split
screens, inset windows, etc.) during a preview or during a
normal broadcast.

[0065] Referring again to FIG. 2A, in step 210 a player is
required to prove that he or she is old enough to participate
in a game of chance and is located in a jurisdiction that
allows such participation. Satisfying both criteria will be
required before continuing to the next steps of method 200.
Any suitable types of location, identification and/or authen-
tication technology known in the art may be used to imple-
ment step 210. For example, in some implementations a
location is determined from an IP address of a desktop
computer, a laptop, etc.

[0066] If a player is placing an order from a television, a
directory of the content provider (e.g., the cable company,
satellite TV company, etc.) may be used to determine a
subscriber’s address.

[0067] If a player is placing an order from a wireless
device such as a personal digital assistant (“PDA™) or a
cellular telephone, the player’s location could be determined
from the cell station that was used to originate the call.
Alternatively, the player’s location could be determined
according to the global positioning system and/or the loca-
tion determination features of the 911 emergency network.
[0068] Various technologies may be used to identify a
person. For example, one could use biometric identification
such as voice recognition, a fingerprint scan, a retinal scan,
etc. Alternatively, a password and/or PIN number may be
used. In some implementations, a dongle, RFID card, mag-
netic stripe card, etc., may be used to identify a player.
[0069] Preferably, the player identification and location
verification of step 210 is only performed at the time a player
is placing an order, e.g., is purchasing a time slot. After this
process is completed, a player could pick a number of
different time slots, channels, specific numbers of games,
etc., according to the implementation. (Step 215.) Alterna-
tively, or additionally, a player may schedule periodic par-
ticipation in future games, as described above. For example,
a play may establish a regular schedule of participation in
gaming events at predetermined times. A player’s selection
will preferably indicate specifics such as the time and
duration of player participation (or number of games
played), the number of lines played (if appropriate), the
game denomination, etc., so that a player has a clear
understanding of such parameters in advance of game play.
[0070] Insome implementations of the invention, step 215
involves enrolling as a participant in one or more tourna-
ments. In some such implementations, a predetermined
number of players may join a tournament on a first-come,
first-served basis. Some such tournaments allow competing
players to enroll in a “time-shifted” fashion. For example,
each player could select one time interval of a larger time
interval, e.g., 5 minutes of an 8-hour session. Alternatively
implementations allow simultaneous competition, wherein
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each player is assigned to one of N games (e.g., slot games)
that are occurring during the same time slot. Session winners
could continue to another stage.

[0071] In some tournaments, an incentive is provided for
increased wager amounts. For example, a player may be
awarded one point for every dollar the player wins.

[0072] Other implementations keep the wager amount
constant for each player. The tournament could match
denomination, game type, etc. For example, it could be a
Wheel of Fortune® $0.25 tournament. Similar implemen-
tations normalize denominations so that players playing
different denominations could compete on an equal basis.
[0073] Various types of prizes may be awarded, some of
which are unique to the present invention. For example,
certain outcomes could trigger the award of “extended play”
bonuses wherein a player may continue to financially par-
ticipate in gaming events for a time period beyond that for
which the player has enrolled. The time period may be
immediately following a previously-scheduled period of
player participation. In some instances, a player may obtain
time credits and may be able to select a future time for
participation, select another game, etc.

[0074] Bonus-related outcomes are not necessarily asso-
ciated with winning games. For example, some such out-
comes can occur randomly. Other bonuses may involve
matching numbers, e.g., of digits of a viewer’s credit meter
with a predetermined numbers or with numbers that result
from game play. If the player knows what numbers need to
be matched, this could add to the excitement of the game. In
yet other examples, a bonus could be awarded for a player
who loses the most during a predetermined period (e.g., the
“Big Loser of the Day”) or who loses the most during a
tournament time slot.

[0075] Optional step 220 allows win/loss limits to be
established. Such limits are sometimes referred to herein as
“triggers” or the like. In this example, win/loss triggers may
be established by the player.

[0076] However, some implementations of the invention
establish limits automatically, e.g., according to jurisdic-
tional requirements, according to a previously-established
arrangement with a player or a player’s family, etc. Some
such implementations provide limits on how much a player
can lose during a time period, e.g., during one day. For
example, in Missouri a player is not allowed to lose more
than $500 per day. Some preferred implementations of the
invention provide for the automatic implementation of such
limitations.

[0077] Other implementations allow a player to establish
a predetermined amount of money that the player can win or
lose. Preferably, these limits will override other choices that
a player may have made. For example, the player’s partici-
pation could end if the player wins a predetermined amount
during a predetermined time (e.g., $100, $1000, or whatever
the player decides). A player could establish maximum
losses in the same way. Establishing such limits may require
an extra charge. Achieving a maximum loss or a maximum
win could end the player’s participation, even if the player
might otherwise have been eligible to participate in a longer
period of game play.

[0078] Such implementations are particularly useful when
a player is participating in gaming activities wherein it is
difficult (or impossible) to know what the maximum losses
could be during a given time interval or a given number of
games. For example, such methods can facilitate player



US 2007/0293320 Al

participation in “proxy” games (e.g., broadcast poker games,
craps games, roulette games, etc.) wherein a real player is
deciding each bet. Alternatively, losses and/or wins could be
capped by limiting a player’s financial participation in other
ways. For example, a player could wager a predetermined
amount (e.g., per hand), regardless of what the proxy is
wagering. Alternatively, a player’s wager could be scaled to
a fraction of the actual wagers made, with a predetermined
cap on each wager and/or a predetermined overall cap, e.g.,
during a time period.

[0079] Harm minimization can also be achieved by uti-
lizing a “V chip” in the receiving devices that is specially
tailored for gaming purposes. Alternatively, or additionally,
restrictions (e.g., player- or family-determined limits, pro-
vider limits or regulatory limits) can be embedded in the
signal sent to the player’s receiving device. These restric-
tions could limit the amount of game play, the time or
duration of allowed game play or other means of curtailing
play after certain thresholds are met.

[0080] This exemplary implementation is a “pay first”
implementation. Accordingly, in step 225, it is determined
whether a player has sufficient credit to financially partici-
pate in the selected gaming activities. In some embodiments,
players are provided with a credit card reader or the like for
account input. Such a credit card reader could be disposed
in a television set top box, in a remote control device or other
peripheral device.

[0081] As noted elsewhere, alternative implementations of
the invention allow a player to “pay later,” i.e., after game
play at a predetermined billing interval. Preferably, “pay
later” arrangements are made only within predetermined
limits and with players whose credit is known to be good.
[0082] The aforementioned limits may be used to make
the determination of step 225 when a player wants to
financially participating in gaming activities wherein it is
difficult to know what the maximum losses could be for the
selected gaming activities. In other words, step 225 can
involve a determination of whether a player has sufficient
funds in his or her account for a maximum loss.

[0083] Conversely, the determination of step 225 may be
used to establish loss limits. Suppose a player wants to
participate in a 5 minute time slot of a $0.25 Wheel of
Fortune® game. If, for example, each instance of the game
takes an average of 5 seconds to play, the player must be
willing to risk losing every one of the approximately 100
games that will be played during this 5-minutes time slot, for
a total of $25.00.

[0084] The player might be prompted, e.g., “This S-minute
time slot will result in your account being charged for $25.
Do you wish to proceed?” In some such implementations,
the player’s account would be charged for a deposit in the
amount of the maximum expected loss (here, the full $25) if
the player agrees to proceed. If the player is not willing to
risk the entire $25 (or if the rules of the jurisdiction or other
predetermined loss limits would not permit the player to lose
that much), the player could not participate in the entire
5-minute time slot.

[0085] In steps 230 and 235, the gaming content is broad-
cast and viewed. As mentioned elsewhere herein, the broad-
cast and viewing times may be different. Preferably, the
broadcast will display an on-screen clock or other informa-
tion that precisely identifies the session being viewed for
validation purposes and to prevent any disputes with players
claiming that they were given a session other than the one
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they selected. A digital video recorder (DVR), such as
offered by Replay TV™ or TiVo™, can automatically record
favorite games without videotape. A DVR may be config-
ured to communicate with a cable television network, a
satellite network, a broadband Internet connection, an exist-
ing telephone line, etc. A DVR or the like allows players to
“time shift” broadcast and viewing times so that players can
watch the games they want, when they want, pause or instant
replay games (including live games) and easily find games,
e.g., with a channel guide.

[0086] Some players may desire to view multiple game
channels at once. For example, a player may desire to
participate in gaming activities being broadcast on more
than one gaming channel at the same time. Just as a player
need not be limited to playing just one game at once, the
player may also be able to display all such broadcasts
simultaneously, e.g., on a split screen, in multiple windows,
etc.

[0087] In steps 240 and 245, respectively, game results are
determined and player accounts are reconciled. As noted
elsewhere, step 245 may be performed at predetermined
intervals and/or in response to predetermined events (e.g.,
within a predetermined time after a broadcast of a time
during which a player is participating in one or more gaming
activities).

[0088] Some implementations will require explicit rules
for reconciling player accounts. In the absence of such rules,
there is potential ambiguity regarding the beginning and end
of game play, particularly for implementations in which
players financially participate during a “time slot” instead of
participating in a predetermined number of games. For
example, bonus rounds will happen from time to time and
will extend the normal time to complete a game. Even games
of normal duration will often span more than one time slot:
a game could be in progress when a player’s time slot begins
and/or ends. Therefore, it may not be known in advance
(except for “re-run” gaming activity broadcasts that have
taken place in the past) how many games will be played in
a given time slot or in neighboring time slots.

[0089] Accordingly, clear rules need to be established
regarding these situations and other such situations. Any
game in progress at the end of a time slot could, for example,
count for that time slot but not for the next one. In such
implementations, if a player’s time slot begins when an
individual game is already in progress, the result of that
game would not be used in reconciling that player’s account
in step 245. A “countdown” or similar scheme could indicate
the beginning of a player’s participation in gaming activi-
ties. In alternative implementations, only games in which a
player is participating will be broadcast to that player. For
example, games in progress at the beginning of a time slot
that only count for the previous time slot would not be
shown.

[0090] Some such implementations establish rules for
crediting time and/or games when a game is in progress at
the beginning of a time slot. For example, if a bonus round
is in progress that takes extends the previous time slot by 5
seconds, the players participating in the next time slot could
participate in the first 5 seconds of the next time slot.
Alternatively, such players could be credited a number of
games that is based on that time, e.g., 2 games having a
normal duration of 3 seconds each.

[0091] A periodic, (e.g., monthly) reconciliation can be
sent to the player. For example, a section of the bill could






