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(57) ABSTRACT 

A gaming device including a first player interactive game 
requiring one or more player inputs which result in an out 
come. The outcome does not result in an award provided to 
the player. In one embodiment, the gaming device determines 
a paytable employed in the wagering game based on an out 
come of the interactive game. In another embodiment, the 
gaming device includes a plurality of different wagering 
games. The gaming device determines which wagering game 
to provide to the player based, at least in part, on the outcome 
of the interactive game. Other suitable functions can be 
employed in the wagering game based on the outcome of the 
interactive game in accordance with the present invention. In 
any embodiment, the gaming device provides an outcome to 
the player for the wagering game which can result in an 
award. 
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GAMING DEVICE AND METHOD HAVING A 
FIRST INTERACTIVE GAME WHCH 

DETERMINES A FUNCTION OF A SECOND 
WAGERING GAME 

PRIORITY CLAIM 

0001. This application is a continuation of, and claims 
priority to and the benefit of U.S. patent application Ser. No. 
13/107,589, filed on May 13, 2011, which is a continuation 
of, and claims priority to and the benefit of U.S. patent 
application Ser. No. 12/021,146, filed on Jan. 28, 2008, which 
issued as U.S. Pat. No. 7,967,674 on Jun. 28, 2011, which is 
a continuation of, and claims priority to and the benefit of 
U.S. patent application Ser. No. 1 1/207,659, filed on Aug. 18. 
2005, which issued as U.S. Pat. No. 7,326,115 on Feb. 5, 
2008, which is a non-provisional of, and claims priority to and 
the benefit of U.S. Provisional Patent Application No. 
60/603,490, filed on Aug. 20, 2004, now expired, the entire 
contents of each of which are incorporated herein by refer 
CCC. 

COPYRIGHT NOTICE 

0002. A portion of the disclosure of this patent document 
contains or may containmaterial which is Subject to copyright 
protection. The copyright owner has no objection to the pho 
tocopy reproduction by anyone of the patent document or the 
patent disclosure in exactly the form it appears in the Patent 
and Trademark Office patent file or records, but otherwise 
reserves all copyright rights whatsoever. 

BACKGROUND OF THE INVENTION 

0003. The present invention relates in general to gaming 
devices and method, and more particularly to a gaming device 
and method which includes a first interactive skill, partial 
skill, orpseudo skill game requiring one or more player inputs 
which yield or result in one or more outcomes. The outcome 
(s) from the first interactive game determines a function Such 
as a paytable employed in a second wagering game on which 
the player makes a wager and in which the player can obtain 
an award. 

0004 Primary wagering games of gaming machines in 
most jurisdictions are games of luck, not games of skill. For 
instance, in slot machines, the player must make a wager on 
the slot game to begin the slot game, and the gaming machine 
randomly determines the outcome for the slot game. The 
outcome may be a whining outcome or a losing outcome. The 
outcome determines whether the player obtains an award 
according to the paytable of the slot machine. The paytables 
and winning combinations of the slot machine are predeter 
mined or fixed. 

0005 One reason slot machines are popular, is because an 
amateur, novice or inexperienced player can play most slot 
machines at the player's own pace, with no required skills, 
strategy or risk evaluation and perform as well as a seasoned 
or experienced slot gameplayer. Most slot machines are setto 
pay back on average between 80 and 99 percent of the 
amounts that the players wager. In most modern slot 
machines, a processor controlling the gaming machine ran 
domly determines the outcomes and thus the awards. In other 
slot machines, a central server determines the awards and 
sends the awards to a plurality of gaming machines. The 
central server determines such awards from a pool of poten 
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tial awards, where each award of the pool must be eventually 
provided to a player. The central server picks each award 
randomly from the pool. 
0006 Certain wagering gaming machines such as Video 
poker and blackjack involve certain player strategy or deci 
Sion-making. The player decides which cards to hold in draw 
type poker games and whether to take additional cards in 
blackjack-type card games. These games generally require a 
certain level of strategy to be successful. 
0007. Other known games are bonus games triggered in a 
primary wagering game such as double-up poker-type and 
offer and acceptance-type bonus or secondary games which 
require a player to risk an award won to potentially achieve a 
higher award. These games also can generally be said to 
require a certain level of strategy to be successful. 
0008 Certain other bonus or secondary games triggered in 
a primary wagering game also employ skill, apparent skill or 
pseudo skill. For instance, U.S. Pat. No. 6,761,632 discloses 
skill, apparent skill, and pseudo skill-type bonus games. In 
these bonus games, the awards are generally randomly deter 
mined. The player's participation in the skill, apparent skill or 
pseudo skill event may, for instance, determine the timing of 
when the player gets the awards. In another example, U.S. 
Pat. No. 6,572,473 discloses a game where the player skill can 
determine which set or pool of awards will be used to deter 
mine the award provided to the player in the game. The 
processor of the gaming machine randomly determines the 
award from the determined set or pool of awards to provide to 
the player. 
0009 Wagering games of gaming devices in certain juris 
dictions are required to involve a skill event such as an event 
requiring player dexterity to be successful. These games can 
not turn purely upon a random outcome. These gaming 
machines require Strategy or timing of inputs by the player to 
determine chance of Success and failure. If the player does not 
play optimally, the actual payout percentage of the gaming 
machine will decrease accordingly. 
0010 Primary wagering games which are purely skill 
games or partial skill games present certain problems for 
game designers and gaming establishments. First, skill games 
can be mastered by players having a high level of skill, Sub 
stantial practice or both. To combat the mastering of Such 
games and to make the economics work, a game designer may 
have to make the skill game relatively difficult. The difficulty 
level may be too great for inexperienced or average players to 
have a Sufficient level of success and enjoyment at the gaming 
machines. Such players may not have a good gaming experi 
ence and may not repeat play on the gaming machines. 
0011 Skill games, on the other hand, are generally inter 
active and are enjoyable for certain people to play. Many 
people have especially grown accustomed to and comfortable 
with playing arcade skill games, home video skill games, 
computer skill games, handheld device skill games, and data 
network (e.g., internet) skill games. Some of these people 
may not want to play games of conventional gaming 
machines which are purely based on randomly generated 
outcomes and involve no skill or little skill. Some of these 
people also enjoy the competitive nature of skill games which 
are not provided by known conventional wagering games of 
gaming machines. 
0012. Accordingly, a need exists for a gaming machine 
and method including a player interactive component and a 
wagering component that can be readily played in a casino or 
a gaming environment. A need also exists for a gaming 
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machine and for a method of controlling payouts in a gaming 
machine having a skill component so the gaming machine 
does not provide a disadvantage or a significant disadvantage 
to inexperienced or average players and which also limits 
prohibitive high payouts to those who master the skill com 
ponent. 

SUMMARY OF THE INVENTION 

0013. One embodiment of the present invention provides a 
gaming machine or gaming device having a first interactive 
game requiring one or more player inputs. The player inputs 
result in one or more outcomes. The outcomes do not result in 
a monetary or other valuable award provided to the player. 
Rather, a second wagering game is always provided to the 
player where the player can obtain or has a chance to obtain a 
monetary or other valuable award. In one embodiment, the 
gaming device selects or determines one of a plurality of 
different functions such as paytables to employ in the wager 
ing game based on the outcome of the first interactive game. 
The gaming device provides the wagering game to the player 
and randomly determines an outcome for the wagering game. 
The outcome in the wagering game can resultina monetary or 
other valuable award provided to the player based on the 
selected paytable and the players wager on the wagering 
game. The outcome in the wagering game can also or alter 
natively result in a triggering or an activation of one or more 
bonus games which provide a monetary or other valuable 
award to the player. Thus, the present invention contemplates 
that after a player makes a wager on a wagering game, a first 
interactive game is played by the player to determine a func 
tion of the wagering game where the player may win a mon 
etary award. 
0014. In another embodiment, the gaming device includes 
a plurality of different wagering games. The gaming device 
determines which of the different wagering games to provide 
to the player based, at least in part, on the player's outcome of 
the interactive game. The different wagering games may be of 
the same type Such as different slot games or variations of the 
same slot game, or maybe of different types such as slot, 
poker, blackjack, keno, checkers, or bunco. The wagering 
games may all employ the same paytable or may employ 
different paytables. Alternatively, one of the wagering games, 
a plurality of the wagering games, or each wagering game 
may have multiple different paytables. In one embodiment 
the employed paytable may also be based on the outcome in 
the interactive game. 
0015. It should thus be understood that any suitable func 
tion of the wagering game can be employed based on the 
outcomes of the interactive game in accordance with the 
present invention. For instance, the number of wagering 
games provided to the player may be based on one or more of 
the outcomes in the first interactive game. In other embodi 
ments, the gaming device includes one or more of the modi 
fiers such as a multiplier employed in the wagering game or to 
determine anaward in the wagering game. The modifiers may 
be based on the one or more of the outcomes in the first 
interactive game. In further embodiments, the number of 
paylines employed, wager per payline, the number or func 
tion of wild symbols or other suitable symbols in the wager 
ing game may be based on one or more of the outcomes in the 
first interactive game. In another embodiment, the outcome of 
the first interactive game may make the player eligible to 
receive a jackpot or a progressive award. 
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0016. The first interactive game can be any suitable inter 
active skill game, interactive partial skill game or interactive 
pseudo skill game. In one embodiment, the skill game may 
include any suitable type and any suitable number of skill 
events, such as hand-eye coordination events or dexterity 
events. For example, the interactive game is any suitable type 
of racing or competitive game, a sports-based game or a 
shooting game. In another embodiment, the first interactive 
game involves mental skill, knowledge, logical deduction or 
strategy. For example, the first interactive game may be a 
trivia game or a memory game. The first interactive game is a 
non-wagering game. That is, a wager is not applied to the first 
interactive game. The gaming device does not provide an 
award for the outcome obtained in the first interactive game 
based on the wager. That is, the player does not have any 
chance of obtaining any type of award or prize in the interac 
tive game. The first game may alternatively be referred to 
herein as the interactive game, the interactive skill game, the 
skill game, the preliminary game, the introductory game, the 
opening game, the arcade game, the non-Wagering game, the 
non-awarding game, or the functional game. 
0017. In one alternative embodiment, the gaming device 
may additionally provide anachieved token or bonus award to 
the player based on the outcome in the first interactive game. 
In one such embodiment, in the first interactive game, the 
gaming machine provides such award to a designated place 
finisher, such as the first place finisher. In another such 
embodiment, the gaming device provides such award to the 
player if the player achieves a designated level or threshold in 
the first interactive game such as obtaining the highest score. 
0018. In one preferred embodiment of the present inven 
tion, the first interactive game is a conventional arcade game. 
In this embodiment, the gaming device of the present inven 
tion includes an arcade game which is physically similar in 
appearance and function to a conventional arcade game or 
arcade machine. The gaming device includes additional 
inputs of a conventional slot or other wagering gaming 
machine Such as player bet or wager inputs, player tracking 
card input(s), monetary acceptors, and cash out buttons. The 
gaming device includes additional outputs such as ticket or 
money dispensers and one or more additional displays for the 
wagering game or any bonus game associated with the wager 
ing game. Alternatively, the display that displays the arcade 
type game may be used to display the wagering game or one 
or more bonus games associated with the wagering game. It 
should be appreciated that these gaming machines which 
include arcade-type interactive games and slot-type wagering 
games may be placed in any Suitable location in a casino or a 
gaming establishment. One Suitable location is adjacent to a 
sports book area in a casino. Other locations can be in separate 
gaming rooms dedicated to the gaming machines of the 
present invention. 
0019. In a first embodiment, a player plays the first inter 
active game against the gaming machine or device to achieve 
an outcome in the interactive game. In a second embodiment, 
the gaming machine is part of a gaming system which 
includes one or more other linked gaming machines. In the 
second embodiment, in the first interactive game, a player at 
one gaming machine competes againstone or more players at 
one or more of the other linked gaming machines in the 
interactive game to achieve an outcome in the interactive 
game. In these embodiments, the individual outcome for each 
player in the interactive game can be based on a place or a 
rank obtained by that player, Such as a first place finish or 
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second place finish in the interactive game Such as a racing 
game. In other embodiments, the individual outcome for each 
player in the interactive game is based on an accumulated 
number of points obtained by that player, Such as a number of 
targets hit by that player in a shooting game or a number of 
questions answered correctly by the player in a trivia game. It 
should thus be appreciated that in the multi-gaming machine 
embodiment, each participating player will receive an out 
come based on that player's performance in the first interac 
tive game which can be but does not have to be in all embodi 
ments relative to the other players performance in the first 
interactive game. For example, only one player can obtain 
first place and one player can obtain last place in one embodi 
ment, but in another embodiment, more than one player can 
obtain the same outcome Such as shooting all of the targets. 
0020. It should thus be appreciated in the single gaming 
machine embodiment, the interactive game outcome is deter 
mined based on how the player performs in a skill event in the 
interactive game wherein the player is playing by himself or 
herself or playing against the gaming device. In the multi 
gaming machine embodiment, the interactive game outcome 
is determined based on how the player performs in a skill 
event in the interactive game wherein the player is playing by 
himself or herself or playing against one or more gaming 
machines controlled competitors (i.e., a multiple player gam 
ing system where the player is the only competitor) or 
wherein the player is playing against one or more players or 
competitors at other linked gaming machines. 
0021. In one example embodiment, the interactive game is 
a racing game in which a player can achieve first place, 
second place or third place or achieves a rank. In the various 
embodiments, the player obtains the place or rank by just 
racing alone in the interactive game to achieve a time, racing 
against one or more gaming machine controlled competitors, 
or racing against one or more competitors or players at one or 
more other linked gaming machines. It should thus be appre 
ciated the outcome of the first player interactive game may be 
determined in any such suitable manner. 
0022. In one embodiment, the gaming device includes a 
wagering game which includes a plurality of different poten 
tial functions or characteristics. The gaming device deter 
mines which of the different functions or characteristics will 
be employed in the wagering game played by a player based 
on the outcome achieved by that player in the interactive 
game. In one embodiment, the wagering game is a Suitable 
known primary wagering game which is operable to provide 
one or more awards to a player, Such as, but not limited to, 
slot, poker, keno, bingo, craps, blackjack, bunco or any com 
bination thereof. The wagering game may be any Suitable 
wagering-type game developed in the future which is oper 
able upon a wager by a player and which is operable to 
provide an award to the player. The function or characteristic 
determined by the interactive game outcome may be any 
Suitable function or characteristic. For example, the gaming 
device uses the interactive game outcome to determine: (i) the 
pay table employed in the wagering game; (ii) the Volatility of 
the wagering game; (iii) the average expected payback per 
centage in the wagering game; (iv) the eligibility for an 
award, bonus award or a bonus game in the wagering game; 
(v) the triggering event for one or more bonus games in the 
wagering game; (vi) the eligibility for a progressive award in 
the wagering games; (vii) the wager of the wagering game; 
(viii) the modifier in the wagering game (ix) the type or kind 
of the wagering game; or (xi) any combination of these. 

Jan. 3, 2013 

0023. In another embodiment, as mentioned above, the 
gaming device or gaming system includes a plurality of 
wagering games. The gaming device determines which 
wagering game to provide to the player based on the interac 
tive game outcome. In the single player embodiment, the 
gaming device provides the player the wagering game asso 
ciated with the outcome achieved by that player in the inter 
active game. In the multi-player embodiment, the gaming 
system provides each player of the interactive game a wager 
ing game associated with the individual outcome achieved by 
that player in that players play of the interactive game. It 
should be appreciated that each of the players may be pro 
vided different wagering games. The gaming device provides 
a player an outcome in the wagering game, which can result 
in a monetary award. In one alternative embodiment, a player 
may select which wagering game to play from a plurality of 
wagering games. In this alternative embodiment, the players 
outcome in the interactive game determines which wagering 
games are available for selection. For instance, the first place 
winner in the interactive game may have first selection from a 
plurality of different wagering games. The other players may 
pick from the remaining wagering games. In another alterna 
tive of this embodiment, the interactive game outcome deter 
mines the number of choices the player has to select from for 
the wagering game. For example, the first place winner is 
provided ten games to select from for the wagering game. The 
second place winner has eight choices to select from for the 
wagering game. 
0024. The present invention contemplates in one embodi 
ment that each different wagering game will have an equal or 
Substantially equal average expected payback percentage 
even though the wagering games are different, have different 
pay tables, different volatilities, different size payouts or 
awards, different numbers of winning combinations, and/or 
different hit frequencies. This means that the skill event of the 
interactive game does not determine the outcome in the 
wagering game because each different wagering game has an 
equal or Substantially equal average expected payback per 
centage. That is, regardless of the outcome in the skill game, 
each player has the same overall chances of winning. The 
present invention may thus provide a perceived advantage to 
the players who do better in the first interactive game but does 
not provide an actual advantage on average. In the embodi 
ment, where the volatilities are different, the player who does 
best in the first interactive game has a chance to receive a 
higher award. 
0025. The present invention may typically take a player 
longer to play than a game of a conventional slot or other type 
wagering gaming machine because the player must first play 
the first interactive game and then play the wagering game. In 
certain multiple linked gaming device embodiments, players 
may also wait a limited time, such as a couple of seconds, for 
other players to join in the next play of the interactive game, 
as described in more detail below. Casinos or gaming estab 
lishments will want to maintain profitability even though the 
gaming device(s) of the present invention may take longer to 
play. It should be appreciated that the gaming device and 
gaming system of the present invention may be funded in 
multiple ways which account for these possible extended play 
time periods. In one embodiment, the gaming device requires 
a higher average minimum bet on the wagering game than a 
similar conventional gaming machine. In one embodiment, 
the amount of the money or monetary units required to acti 
vate the wagering game of the gaming machine is a set 
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amount, such as S5.00. In another embodiment, the amount of 
money or monetary units required to activate the wagering 
game of the gaming machine is a variable amount or in a 
range, such as S1.00 to $25.00. In one embodiment, when the 
amount of money required to activate the wagering game of 
the gaming machine is a variable amount, the amounts of the 
wager are proportional to the size of the potential payouts or 
awards. 

0026. In another embodiment, the amount wagered also 
determines an aspect, function or characteristic of either or 
both of the first interactive game or the second wagering 
game. For instance, the amount of the wager may determine 
the length of the first interactive game. A larger wager can 
result in a longer game play of the first interactive game. The 
amount wagered can alternatively or additionally determine a 
function of the wagering game Such as a respective portion of 
the paytable as in conventional gaming machines, the ability 
to reach a bonus round in the wagering game, or any other 
Suitable feature or function in the wagering game. 
0027. It should also be appreciated that in one embodi 
ment, the wagering game for each of the players of the multi 
player embodiment may be the same game and have the same 
game result for each player but that each player may receive 
a different award based on the same game result. In one 
embodiment, the interactive game determines a different pay 
table for the wagering game for different players. For 
example, the players each play the interactive game and 
achieve a game result or place in the interactive game which 
determines their respective paytables. The Wagering game, 
Such as a slot game, is the same game for each player. The slot 
game is initiated on either individual display devices or on 
one large or common display device. The gaming system 
generates the same symbols in the slot game for each player. 
However, the paytables of the players may have different 
winning combinations or different awards for the same com 
binations or both. The players have the opportunity of achiev 
ing different awards from the same wagering game result. 
0028. In one embodiment, the gaming device enables a 
player to enter a wager for the wagering game in a conven 
tional wagering format. When the player completes the wager 
for the wagering game, the gaming device then Switches to or 
begins the first interactive game either automatically or upon 
an input from the player. The gaming device enables the 
player to play the interactive game and provides and displays 
the outcome of the interactive game to the player. The gaming 
device determines the wagering game (including the appli 
cable functions of the wagering game) to provide the player 
based on the interactive game outcome and displays the 
wagering game and then the wagering game outcome. If the 
wagering game outcome is a winning outcome, the gaming 
device provides an award associated with that winning out 
come to the player based in part on the wager and on the 
pay table of the wagering game. 
0029. It should thus be appreciated that the present inven 
tion provides a gaming device including an interactive game 
and a wagering game. In one embodiment, the wagering game 
is always provided to the player regardless of the outcome of 
the interactive game. The interactive game does not provide 
an award to the player and the wagering game can result in an 
award provided to the player. Thus, the player always has a 
chance of obtaining an award in the wagering game regardless 
of the interactive game outcome. In one embodiment, the 
wagering game has the same or Substantially the same 
expected average payout or return to the player regardless of 
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the interactive game outcome. This allows the inexperienced, 
average and experienced players to have the same average 
payout, thus no player is disadvantaged or advantaged by the 
skill event of the present invention. 
0030. One advantage that one embodiment of the present 
invention provides is that the player may obtain a paytable 
that has a higher award than other paytables for the wagering 
game if the player achieves a designated outcome in the 
interactive game Such as first place. The higher award can be 
a conventional award with a higher value than any of the other 
awards. The higher award can be a jackpot award, a progres 
sive award, a physical prize such as a new automobile, or any 
other suitable award. The present invention thus rewards the 
players which achieve the better outcomes in the first inter 
active games by providing the player a chance or a better 
chance to receive a higher or a better award in the wagering 
game while maintaining that each player will have the same 
or Substantially the same average expected payout or return 
from the wagering game and thus from the gaming machine 
of the present invention. 
0031. In another embodiment of the present invention, the 
gaming system includes multiple linked gaming machines 
and only a designated number of players, such as one player, 
the top two players, or the top three players get to play the 
wagering game. The other players achieve losing outcomes 
and do not get to play the wagering game. In one embodiment, 
each player has a probability of being provided the wagering 
game based on how that player did in the interactive game or 
based on the outcome in the interactive game. The players 
who did better in the interactive game have greater chances of 
playing the wagering game. For example, the first place win 
ner may have a 40% chance of being awarded or playing the 
wagering game, the second place winner may have a 30% 
change of being awarded or playing the wagering game, the 
third place winner may have a 20% chance of being awarded 
or playing the wagering game, and the fourth place winner 
may have a 10% chance of being awarded or playing the 
wagering game. This award system can be configured in any 
Suitable manner. In one such embodiment, consolation 
awards could be provided to players who are not awarded or 
do not play the wagering game. This award can be based on 
the players wagers made on the wagering games. The ran 
dom determination of this embodiment can be displayed to 
the player. For instance, a number from 1 to 10 is drawn. The 
first place player is assigned the numbers 1 to 4, the second 
place player is assigned the numbers 5 to 7, the third place 
player is assigned the numbers 8 to 9 and the fourth place 
player is assigned the number 10. It should be appreciated that 
any other suitable methods for determining which player or 
players play the wagering game may be used by the present 
invention. 

0032. In another embodiment, the gaming system includes 
a plurality of gaming machines. The gaming machines or 
gaming system include a first interactive game and a second 
wagering game. To participate in the games, the players are 
required to wager a certain amount or level. In one embodi 
ment, portions of the wager are allocated to or fund different 
pools or paytables. A certain amount or percentage of the 
wager is allocated for an interactive game pool, a second 
amount of the wager is allocated for a paytable including the 
household. 

0033 More specifically, in one embodiment, a player is 
required to wager a certain amount, such as S2 to initiate one 
of the gaming machines of this gaming system. The gaming 
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machine or gaming system allocates a certain amount or 
certain percentage of the wager for different pools or pay 
tables. In one embodiment, the gaming system allocates 10% 
of the wager for the interactive game pool, 80% of the wager 
for the payouts of the paytable and 10% of the wager for the 
household. That is, on average, 50.20 of the wager funds an 
interactive game pool for the winner of the interactive game, 
S1.60 of the wager funds the winning outcomes of payouts of 
the paytable for the wagering game; and S0.20 of the wager 
funds the household, casino or company running the game. In 
one example of this embodiment, 100% of the interactive 
game pool is awarded to the winner of that game. This prize 
pool may be an actual pool oran average expected value pool. 
Thus, in one embodiment the greater the wager and/or the 
more players there are per game, the higher the interactive 
game pool is and in this embodiment, the larger the prize is for 
the winner. 

0034. In one embodiment, a gaming system includes a 
plurality of gaming machines and a plurality of different 
interactive game outcomes for an interactive game. The inter 
active game outcomes include an interactive game designated 
outcome. A controller is operable with the gaming machines 
to enable one or more players to each place a wager and fund 
an interactive game pool with a portion of the placed wagers 
and enable the players who placed wagers to play an interac 
tive game. The controller is operable with the gaming 
machines to determine and display interactive game out 
comes for the play of the interactive game, wherein the inter 
active game designated outcome is obtained by one of the 
players who placed the wagers. The controller is operable 
with the gaming machines to provide the player who obtained 
the interactive game designated outcome an interactive game 
award based on the interactive game pool. For each player 
who places the wager, the controller is operable with the 
gaming machines to display at least one wagering game to the 
player, determine a wagering game outcome for said wager 
ing game, and provide any awards to the player associated 
with any winning outcomes obtained in said wagering game. 
0035. In another embodiment, more than one player 
receives an award for the interactive game. In one example of 
this embodiment, if the interactive game pool reaches a 
threshold amount, more than one player receives an award or 
prize. For example, if the interactive game pool reaches S75, 
then the players that finish in first, second and third place each 
receive an award. In another embodiment, if there are a cer 
tain number of players playing the interactive game, more 
than one player receives an award for the interactive game. 
For example, if there are more than 20 players playing the 
interactive game, four of the players receive an award for the 
interactive game. In another embodiment, if both a certain 
number of players are playing the interactive game and the 
interactive game pool reaches a certain level or threshold, the 
gaming system awards more than one player an award. In 
another embodiment, the gaming system awards one of the 
players of the interactive game one or more awards. In another 
embodiment, the gaming system awards more than one player 
an award. It should be appreciated that the gaming system 
may award one or more awards to one or more players of the 
interactive game in any suitable manner. 
0036. In another embodiment, the gaming machine or sys 
tem requires the player to place a side wager for the interac 
tive game pool. In one embodiment, the gaming system or 
gaming machine enables the player to place one wager for the 
interactive game and a separate wager for the wagering game 
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or place a wager and designate a certain amount for the 
interactive game and a certain amount of the wager for the 
wagering game. In one embodiment, to play the games, the 
player is only required to wager on the wagering game. That 
is, the side wager for the interactive game is optional. In any 
of these wager allocation embodiments, the gaming system or 
device may require a minimum bet to qualify to win Some or 
all of the interactive game pool. 
0037. In another embodiment, the gaming system or gam 
ing machine provides an award to one or more players of the 
interactive game based on designated time intervals. In one 
embodiment, each player of a gaming machine or a player of 
a data network has a player tracking card or another Suitable 
type a player identifier. If that player has the highest outcome 
orpoint accumulation for the interactive game in a designated 
period of time, the gaming system or device provides that 
player of the game an award for being the winner for that time 
interval. For example, every half-hour the gaming system 
determines which player won the most points for that half 
hour and provides the winner a notification on the player card 
to pick up the award or provides the data network player a 
message that they won the award and awards the player the 
funds electronically. 
0038. In another embodiment, the gaming system includes 
a plurality of game rounds and each game round includes an 
interactive game and a wagering game. In one example of this 
embodiment, for each round the gaming system provides the 
interactive game to a player and the wagering game to the 
player. The gaming machine then provides a next round of the 
wagering game. In one embodiment, a wager is required for 
each round of the game. In one embodiment, the player opts 
in to the next round of the game by placing an input to 
continue the game. The input may be to place a wager or insert 
more money or tokens for the next round. It should be appre 
ciated that this game may also be provided in an opt-out 
format. That is, the gaming machine continues to the next 
round unless the player makes an input to quit the game. In 
one embodiment, in the last round the wagering game has a 
higher paytable or an increased award than the other rounds. 
Including an additional feature in the last wagering round of 
the game encourages players to participate in all rounds of the 
game. 

0039. It is therefore an advantage of the present invention 
to provide a wagering gaming device that employs skill. 
0040 Another advantage of the present invention is to 
provide a wagering gaming device that combines a first inter 
active game and a second wagering game where the players 
skill in the interactive game does not change the expected 
average payout in the wagering game. 
0041 Another advantage of the present invention is to 
provide a wagering gaining device that displays a first inter 
active game and a second wagering game on the same or 
different displays. 
0042 Another advantage of the present invention is to 
provide a first player interactive game which results in an 
outcome that determines the wagering game. 
0043. Another advantage of the present invention is to 
provide a first player interactive game which results in an 
outcome that determines the paytable of a wagering game. 
0044 Another advantage of the present invention is to 
provide a first player interactive game which results in an 
outcome that determines the Volatility of a wagering game. 
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0045. Additional features and advantages of the present 
invention are described in, and will be apparent from, the 
following Detailed Description of the Invention and the fig 
U.S. 

BRIEF DESCRIPTION OF THE FIGURES 

0046 FIG. 1 is a front perspective view of one embodi 
ment of the gaming device of the present invention which 
includes a first interactive arcade-type driving game and a 
second slot-type game. 
0047 FIG. 2A is a schematic block diagram of the elec 
tronic configuration of one embodiment of the gaming device 
of the present invention. 
0048 FIG. 2B is a schematic block diagram illustrating a 
plurality of gaming terminals in communication with a cen 
tral controller. 
0049 FIGS. 3A, 3B and 3C are front elevation views of a 
display of one embodiment of the present invention illustrat 
ing an example determination of an outcome in a first inter 
active game. 
0050 FIGS. 3D, 3E and 3F are examples of different pay 
tables which can be employed in or for a wagering game. 
0051 FIG. 3G is a front elevation view of a display of an 
example slot-type wagering game which employs the pay 
table of FIG. 3D to determine any award based on an outcome 
in the Wagering game. 
0052 FIGS. 4A, 4B, 4C and 4D are perspective views of a 
gaming system of one alternative embodiment of the present 
invention that includes a plurality of gaming machines which 
enable multiple players to simultaneously play an interactive 
game in competition with each other to determine the out 
come of the interactive game for each player. 
0053 FIG. 4E is a front elevation view of a table of 
examples of different wagering games associated with differ 
ent outcomes of interactive game. 
0054 FIGS. 4F and 4G are perspective views of a gaming 
system of one alternative embodiment of the present inven 
tion that includes a plurality of gaming machines which 
enable multiple players to simultaneously and independently 
play wagering games which are determined based on the 
interactive game outcomes for the respective player, wherein 
each of the gaming machines provide a wagering game out 
come which may result in an award for the player. 
0055 FIG.5 is a table of examples of the wager avocations 

to different award pools. 
0056 FIG. 6 is a table of examples of the wager avocations 

to different award pools. 
0057 FIGS. 7A, 7B, 7C, 7D, 7E, 7F, 7G, 7H and 7I are 
perspective views of a gaming system of one embodiment of 
the present invention that includes a plurality of gaming 
machines which enable multiple players to simultaneously 
play a multi-round game where each round includes an inter 
active game and a wagering game. 

DETAILED DESCRIPTION OF THE INVENTION 

Gaming Device and Electronics 
0058 Referring now to the drawings, one embodiment of 
the gaming device or gaming machine 10 of the present 
invention is illustrated in FIG.1. The gaming device 10 has a 
Support structure, housing or cabinet 11 which supports a 
plurality of displays Such the interactive game display 16 and 
the wagering game display 18. The cabinet Supports a plural 
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ity of inputs such as a coin slot 26, a bill acceptor 28, a wheel 
31, one or more pedals (not shown), a pull arm 32, a play 
button 34, a bet one button 36, a repeat the bet button (not 
shown), a bet max button (not shown), and a cash out button 
38. The cabinet additionally supports a plurality of outputs 
Such as a ticket dispenser 41 and any other Suitable features of 
a conventional arcade machine and a conventional slot 
machine or other wagering gaming machine. The illustrated 
gaming device 10 also includes a seat or chair 33. However, 
the gaming device could alternatively be configured so that a 
player can operate it while standing. It should be appreciated 
that the gaming device of the present invention may include 
any other Suitable player input devices such as a joystick, a 
rollerball, a touchpad, a gun, a button or a touch screen. 
0059. In the illustrated embodiment, the first player inter 
active game is displayed on the lower display 16 and the 
wagering game is displayed on the upper display 18. The 
display devices are preferably connected to or mounted to the 
cabinet 11 of the gaming device. In another embodiment, the 
gaming device includes only one display. It should be appre 
ciated that the gaming device may be configured in any Suit 
able manner to enable a player to play any type of Suitable 
game requiring player interaction and any type of wagering 
game. 

Electronics 

0060. In one embodiment, as illustrated in FIG. 2A, the 
gaming device includes at least one processor 12, Such as a 
microprocessor, a microcontroller-based platform, a Suitable 
integrated circuit or one or more application-specific inte 
grated circuits (ASICs). The processor is in communication 
with or operable to access or to exchange signals with at least 
one data storage or memory device 14. In one embodiment, 
the processor and the memory device reside within the cabi 
net of the gaming device. The memory device stores program 
code and instructions, executable by the processor, to control 
the gaming device. The gaming machine may include one or 
more processors including one or more separate processors 
for the interactive game and one or more for the wagering 
game. Such dual processors would communicate to control 
the sequence of play of Such game. The memory device also 
stores other data Such as image data, event data, player input 
data, random or pseudo-random number generators, paytable 
data or information and applicable game rules that relate to 
the play of the gaming device. In one embodiment, the 
memory device includes random access memory (RAM). In 
one embodiment, the memory device includes read only 
memory (ROM). In one embodiment, the memory device 
includes flash memory and/or EEPROM (electrically eras 
able programmable read only memory). Any other Suitable 
magnetic, optical and/or semiconductor memory may be 
implemented in conjunction with the gaming device of the 
present invention. 
0061. In one embodiment, part or all of the program code 
and/or operating data described above can be stored in a 
detachable or removable memory device, including, but not 
limited to, a suitable cartridge, disk or CDROM. A player can 
use Such as a removable memory device in a desktop, a laptop 
personal computer, a personal digital assistant (PDA) or other 
computerized platform. The processor and memory device 
may be collectively referred to herein as a “computer” or 
“controller. 
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Structure 

0062. In one embodiment, as illustrated in FIG. 2A, the 
gaming device includes one or more display devices con 
trolled by the processor. FIG. 1 includes a lower display 
device 16 and an upper display device 18. The lower 16 and 
upper 18 display devices may display the first player interac 
tive game, any suitable wagering game associated with the 
interactive game and/or information relating to the interactive 
game or wagering game. It should be appreciated that the 
gaming device may include any suitable number of display 
devices. In one embodiment, the gaming device includes one 
display device operable to display the interactive game and 
the wagering game. As seen in FIG.1, in one embodiment, the 
gaming device includes a credit display 20 which displays a 
player's current number of credits, cash, account balance or 
the equivalent. In one embodiment, the gaming device 
includes a bet display 22 which displays a player's amount 
wagered. 
0063. The display devices may include, without limita 

tion, a monitor, a television display, a plasma display, a liquid 
crystal display (LCD) a display based on light emitting diodes 
(LED) or any other suitable electronic device or display 
mechanism. In one embodiment, as described in more detail 
below, the display device includes a touch-screen with an 
associated touch-screen controller. The display devices may 
be of any Suitable configuration, Such as a square, rectangle 
elongated rectangle. 
0064. In one alternative embodiment, the symbols, images 
and indicia displayed on or more of the display device may be 
in mechanical form. That is, the display device(s) may 
include any electromechanical device, such as one or more 
mechanical objects, such as one or more rotatable wheels, 
reels or dice, configured to display at least one and preferably 
a plurality of game or other Suitable images, symbols or 
indicia. 
0065. As illustrated in FIG. 2A, in one embodiment, the 
gaming device includes at least one payment acceptor 24 in 
communication with the processor. As seen in FIG. 1, the 
payment acceptor may include a coin slot 26 and a payment, 
note or bill acceptor 28, where the player inserts money, coins 
or tokens. The player can place coins in the coin slot or paper 
money, ticket or Voucher into the payment, note or bill accep 
tor. In other embodiments, devices such as readers or valida 
tors for credit cards, debit cards or credit slips could be used 
for accepting payment. In one embodiment, a player may 
insert an identification card into a card reader of the gaming 
device. In one embodiment, the identification card is a Smart 
card having a programmed microchip or a magnetic strip 
coded with a player's identification, credit totals and other 
relevant information. In one embodiment, money may be 
transferred to agaming device through electronic funds trans 
fer. When a player funds the gaming device, the processor 
determines the amount of funds entered and the correspond 
ing amount is shown on the credit or other Suitable display as 
described above. 
0066. In one embodiment, the gaming device includes at 
least one and preferably a plurality of input devices in com 
munication with the processor. The input devices can include 
any suitable device which enables the player to produce an 
input signal which is read by the processor. In one embodi 
ment, after appropriate wagering on the wagering game of the 
gaming device, the player uses an input device that is a game 
activation device Such as a pull arm or a play buttonto start the 
interactive game. The play button can be any Suitable play 
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activator. In one embodiment the play button is a bet one 
button, a max bet button or a repeat the bet button. In one 
embodiment, upon appropriate wagering, the gaming device 
begins the interactive game play automatically or goes into 
active mode. In another embodiment, upon the player engag 
ing one of the play buttons, the gaming device automatically 
activates game play. 
0067. In one embodiment, as shown in FIG. 1, one input 
device is a bet one button 36. The player places a bet by 
pushing the bet one button to wager on the wagering game. 
The player can increase the bet by one credit each time the 
player pushes the bet one button. When the player pushes the 
bet one button, the number of credits shown in the credit 
display preferably decreases by one, and the number of cred 
its shown in the bet display preferably increases by one. In 
another embodiment, one input device is a bet max button 
(not shown) which enables the player to bet the maximum 
wager on the wagering game permitted for a game of the 
gaming device. 
0068. In one embodiment, one input device is a cash out 
button 38. The player may push the cash out button and cash 
out to receive a cash payment or other Suitable form of pay 
ment corresponding to the number of remaining credits. In 
one embodiment, when the player cashes out, the player 
receives the coins or tokens in a coin payout tray 40. In one 
embodiment, when the player cashes out, the player may 
receive other payout mechanisms such as tickets or credit 
slips from a ticket dispenser 41 redeemable by a cashier or 
funding to the player's electronically recordable identifica 
tion card. 
0069. In one embodiment, the gaming device includes at 
least one input device for player interaction in the interactive 
game. The input device may be any suitable input device used 
in an arcade-type gaming machine, Such as a joystick, touch 
pad, mouse, rollerball, laser gun, pedals, wheel or keyboard to 
enable Suitable player interaction in the interactive game. 
0070. In one embodiment, as mentioned above and seen in 
FIG. 2A, one input device is a touch-screen 42 coupled with 
a touch-screen controller 44, or some other touch-sensitive 
display overlay to allow for playerinteraction with the images 
on the display. The touch-screen and the touch-screen con 
troller are connected to a video controller 46. A player can 
make decisions and input signals into the gaming device by 
touching touch-screen at the appropriate places. 
0071. The gaming device may further include a plurality 
of communication ports for enabling communication of the 
processor with external peripherals, such as external video 
Sources, expansion buses, game or other displays, an SCSI 
port or a key pad. 
0072. In one embodiment, as seen in FIG. 2A, the gaming 
device includes a sound generating device controlled by one 
or more sounds cards 48 which function in conjunction with 
the processor. In one embodiment, the Sound generating 
device includes at least one and preferably a plurality of 
speakers 50 or other Sound generating hardware and/or soft 
ware for generating Sounds, such as playing music for the first 
interactive game or wagering game or for other modes of the 
gaming device. Such as an attract mode. In one embodiment, 
the gaming device provides dynamic sounds coupled with 
attractive multimedia images displayed on one or more of the 
display devices to provide an audio-visual representation or 
to otherwise display full-motion video with sound to attract 
players to the gaming device. During idle periods, the gaming 
device may display a sequence of audio and/or visual attrac 
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tion messages to attract potential players to the gaming 
device. The videos may also be customized for or to provide 
any appropriate information. 
0073. In one embodiment, the gaming machine may 
include a player or other sensor, Such as a camera in commu 
nication with the processor (and possibly controlled by the 
processor) that is selectively positioned to acquire an image 
of a player actively using the gaming device and/or the Sur 
rounding area of the gaming device. In one embodiment, the 
camera may be configured to selectively acquire still or mov 
ing (e.g., video) images and may be configured to acquire the 
images in either an analog, digital or other Suitable format. 
The display devices may be configured to display the image 
acquired by the camera as well as display the visible mani 
festation of the game in split screen or picture-in-picture 
fashion. For example, the camera may acquire an image of the 
player and that image can be incorporated into the interactive 
game and/or wagering game as a game image, symbol or 
indicia. 
0.074. In one embodiment, as discussed in more detail 
below, the gaming device randomly generates outcomes and 
thus awards for the wagering game based on probability data. 
That is, each outcome is associated with a probability and the 
gaming device generates the outcome to be provided to the 
player in the wagering game based on the associated prob 
abilities. In this embodiment, since the gaming device gener 
ates outcomes randomly or based upon a probability calcula 
tion, there is no certainty that the gaming device will ever 
provide the player with any specific award or other game 
outcome in the Wagering game. 
0075. In another embodiment, as discussed in more detail 
below, the gaming device employs a predetermined or finite 
set or pool of awards (including awards of Zero or loser) for 
the wagering game. In this embodiment, as each award is 
provided to the player for the wagering game, the gaming 
device removes the provided award from the predetermined 
set or pool. Once removed from the set or pool, the specific 
provided award cannot be provided to the player again. This 
type of gaming device provides players with all of the avail 
able awards over the course of the play cycle and guarantees 
the amount of actual wins and losses. 

Wagering Game 
0076. The gaming device of the present invention includes 
at least one wagering game. The Wagering game may be any 
Suitable game. Such as, but not limited to, slots, poker, bunco, 
checkers, blackjack, roulette, keno, bingo, craps and any 
combination of these or any other Suitable random game 
which results in awards. In one embodiment, the gaming 
device determines which wagering game to provide to the 
player based, at least in part, on the outcome of the interactive 
game. 
0077. In one embodiment, the wagering game is a slot 
game with one or more paylines 52 on the upper display 18, as 
illustrated in FIG.1. The paylines may be horizontal, vertical, 
circular, diagonal, angled or any combination thereof. In one 
embodiment, the gaming device displays at least one and 
preferably a plurality of reels 54, such as three to five reels 54 
in either electromechanical form with mechanical rotating 
reels or video form with simulated reels and movement 
thereof. In one embodiment, an electromechanical slot 
machine includes a plurality of adjacent, rotatable reels which 
may be combined and operably coupled with an electronic 
display of any suitable type. In one embodiment, if the reels 
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54 are in video form, the plurality of simulated video reels 54 
are displayed on one or more of the display devices as 
described above. Each reel 54 displays a plurality of indicia or 
symbols such as bells, hearts, fruits, numbers, letters, bars or 
other images which preferably correspond to a theme associ 
ated with the gaming device. 
0078. In one embodiment, the wagering game is a poker 
game wherein the gaming device enables the player to play a 
conventional game of video poker and initially deals five 
cards all face up from a virtual deck of fifty-two cards. Cards 
may be dealt as in a traditional game of cards or in the case of 
the gaming device, may also include that the cards are ran 
domly selected from a predetermined number of cards. If the 
player wishes to draw, the player selects the cards to hold via 
one or more input device, such as pressing related hold but 
tons or via the touch screen. The player then presses the deal 
button and the unwanted or discarded cards are removed from 
the display and replacement cards are dealt from the remain 
ing cards in the deck. This results in a final five-cardhand. The 
final five-card hand is compared to a payout table which 
utilizes conventional poker hand rankings to determine the 
winning hands. The player is provided with an award based 
on a winning hand and the credits the player wagered. 
0079. In another embodiment, the wagering game is a 
mufti-hand version of video draw poker. In this embodiment, 
the player is dealt at least two hands of cards. In one Such 
embodiment, the cards are the same cards. In one embodi 
ment each hand of cards is associated with its own deck of 
cards. The player chooses the cards to hold in a primary hand. 
The held cards in the primary hand are also held in the other 
hands of cards. The remaining non-held cards are removed 
from each hand displayed and for each hand replacement 
cards are randomly dealt into that hand. Since the replace 
ment cards are randomly dealt independently for each hand, 
the replacement cards for each hand will usually be different. 
The poker hand rankings are then determined hand by hand 
and awards are provided to the player. 

Bonus Games 

0080. In addition to whining an award in the wagering 
game, the gaming device may also give players the opportu 
nity to win awards in at least one bonus game or bonus round. 
In one embodiment, the gaming device provides the player 
one or more bonus games after a triggering event in the 
wagering game. 
I0081. The bonus game enables the player to obtain a prize 
or payout in addition to the prize or payout, if any, obtained 
from the wagering game. In one embodiment, the bonus game 
may be any type of Suitable game, either similar to or com 
pletely different from the wagering game. In one embodi 
ment, the gaming device includes a program which will auto 
matically begin a bonus game after the player has achieved a 
triggering event or qualifying condition in the wagering 
game. In another embodiment, the triggering event or quali 
fying condition may be defined or determined by exceeding a 
certain amount of game play (number of games, number of 
credits, amount of time, place, number of points), reaching a 
specified number of points earned during game play or as a 
random award. 
I0082 In one embodiment, after a player has qualified for a 
bonus game, the player may subsequently enhance his/her 
bonus game participation through continued play of the 
wagering game. Thus, for each bonus qualifying event, Such 
as a bonus symbol, that the player obtains, a given number of 
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bonus game wagering points or credits may be accumulated 
in a "bonus meter programmed to accrue the bonus credits or 
entries toward eventual participation in a bonus game. The 
occurrence of multiple Such bonus qualifying events in the 
wagering game may result in an arithmetic or geometric 
increase in the number of bonus wagering credits awarded. In 
one embodiment, extra bonus wagering credits may be 
redeemed during the bonus game to extend play of the bonus 
game. 
0083. In one embodiment, no separate entry fee or buy in 
for a bonus game need be employed. That is, a player may not 
purchase an entry into a bonus game; the player must win or 
earn entry through play of the wagering game and, thus, play 
of the wagering game is encouraged. In another embodiment, 
qualification of the bonus or wagering game could be accom 
plished through a simple “buy in by the player if, for 
example, the player has been unsuccessful at qualifying 
through other specified activities. 

Data Network Play 
0084. In one embodiment, as illustrated in FIG.2B, one or 
more of the gaming devices 10 of the present invention may 
be linked or connected to each other through a data network or 
a remote communication link 58 with some or all of the 
functions of each gaming device provided at a central location 
such as a central server or central controller 56. More specifi 
cally, the processor(s) of each gaming device may be 
designed to facilitate transmission of signals between the 
individual gaming device and the central server or controller. 
This embodiment enables the players of the different gaming 
machines to compete against each other in the interactive 
game of the present invention. 
0085. In one embodiment, the wagering game award pro 
vided to the player is determined by a central server or con 
troller and provided to the player at the gaming device of the 
present invention. In this embodiment, each of a plurality of 
Such gaming devices is in communication with the central 
server or controller. Upon a player initiating game play at one 
of the gaming devices, the initiated gaming device commu 
nicates a wagering game award request to the central server or 
controller. 
0.086. In one embodiment, the central server or controller 
receives the game award request and randomly generates a 
game award for the wagering game based on probability data. 
In this embodiment, the central server or controller is capable 
of storing and utilizing program code or other data similar to 
the processor and memory device of the gaming device. 
0087. In an alternative embodiment, the central server or 
controller maintains one or more predetermined pools or sets 
of predetermined game awards (including awards of Zero 
which are losing outcomes). In this embodiment, the central 
server or controller receives the game award request and 
independently selects a predetermined game award from a set 
or pool of game awards. The central server or controller flags 
or marks the selected game award as used. Once a game award 
is flagged as used, it is prevented from further selection from 
the set or pool and cannot be selected by the central controller 
or server upon another wager. The provided game award can 
include a wagering game award, a bonus game award or a 
series of game awards Such as one or more free games. 
0088. The central server or controller communicates the 
generated or selected game award to the initiated gaming 
device. The gaming device receives the generated or selected 
game award and provides the game award to the player as the 
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wagering game award. In an alternative embodiment, how the 
generated or selected game award is to be presented or dis 
played to the player, such as a reel symbol combination of a 
slot machine or a hand of cards dealt in a card game, is also 
determined by the central server or controller and communi 
cated to the initiated gaming device to be presented or dis 
played to the player. Central production or control can assist 
a gaming establishment or other entity in maintaining appro 
priate records, controlling gaming, reducing and preventing 
cheating or electronic or other errors, reducing or eliminating 
win-loss volatility and the like. 
I0089. In another embodiment, one or more of the gaming 
devices of the present invention are in communication with a 
central server or controller for monitoring purposes only. 
That is, each individual gaming device randomly generates 
the game outcomes to be provided to the player and the 
central server or controller monitors the activities and events 
occurring on the plurality of gaming devices. In one embodi 
ment, the gaming network includes a real-time or on-line 
accounting and gaming information system operably coupled 
to the central server or controller. The accounting and gaming 
information system of this embodiment includes a player 
database for storing player profiles, a player tracking module 
for tracking players and a credit System for providing auto 
mated casino transactions. 

0090. It should also be appreciated that the server will 
communicate data to each individual gaming device which 
provides the gaming devices the outcome of the first interac 
tive game such that the gaming devices have the data on the 
outcome to provide the appropriate wagering games to the 
player. It should also be appreciated that the interactive game 
and wagering game can be controlled by separate processors 
which communicate directly or communicate through 
another processor or server. Such configuration can be 
employed to simplify the design protocols and reduce Secu 
rity risks. 
0091 A plurality of the gaming devices of the present 
invention are capable of being connected together through a 
data network. In one embodiment, the data network is a local 
area network (LAN), in which one or more of the gaming 
devices are substantially proximate to each other and an on 
site central server or controller as in, for example, a gaming 
establishment or a portion of a gaming establishment. In 
another embodiment, the data network is a wide area network 
(WAN) in which one or more of the gaming devices are in 
communication with at least one off-site central server or 
controller. In this embodiment, the plurality of gaming 
devices may be located in a different part of the gaming 
establishment or within a different gaming establishment 
than the off-site central server or controller. Thus, the WAN 
may include an off-site central server or controller and an 
off-site gaming device located within gaming establishments 
in the same geographic area, such as a city or state. The WAN 
gaming system of the present invention may be substantially 
identical to the LAN gaming system described above, 
although the number of gaming devices in each system may 
vary relative to each other. 
0092. In another embodiment, the data network is an inter 
net or intranet. In this embodiment, the operation of the gam 
ing device can be viewed at the gaming device with at least 
one internet browser. In this embodiment, operation of the 
gaming device and accumulation of credits may be accom 
plished with only a connection to the central server or con 
troller (the internet/intranet server) through a conventional 
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phone or other data transmission line, digital signal line 
(DSL), T-1 line, coaxial cable, fiber optic cable, or other 
Suitable connection. In this embodiment, players may access 
an Internet game page from any location where an internet 
connection and computer, or other internet facilitator is avail 
able. The expansion in the number of computers and number 
and speed of internet connections in recent years increases 
opportunities for players to play from an ever-increasing 
number of remote sites. It should be appreciated that 
enhanced bandwidth of digital wireless communications may 
render Such technology Suitable for some or all communica 
tions according to the present invention, particularly if Such 
communications are encrypted. Higher data transmission 
speeds may be useful for enhancing the Sophistication and 
response of the display and interaction with the player. 
0093. In another embodiment, a plurality of gaming 
devices at one or more gaming sites may be networked to a 
central server in a progressive configuration, as known in the 
art, wherein a portion of each wager on the wagering game 
may be allocated to bonus event awards. In one embodiment, 
a host site computer is coupled to a plurality of the central 
servers at a variety of mutually remote gaming sites for pro 
viding a multi-site linked progressive automated gaming sys 
tem. In one embodiment, a host site computer may serve 
gaming devices distributed throughout a number of properties 
at different geographical locations including, for example, 
different locations within a city or different cities within a 
State. 

0094. In one embodiment, the host site computer is main 
tained for the overall operation and control of the system. In 
this embodiment, a host site computer oversees the entire 
progressive gaming system and is the master for computing 
all progressive jackpots. All participating gaming sites report 
to, and receive information from, the host site computer. Each 
central server computer is responsible for all data communi 
cation between the gaming device hardware and Software and 
the host site computer. 
0095. It should be appreciated that the central server may 
also keep track or maintain additional information regarding 
play of the gaming machines in the group. Such as one or more 
conventional progressive awards associated with the gaming 
machines which are provided to the players in a conventional 
manner. Moreover, the central server may track other infor 
mation, Such as when (or if) a bonus event is played by a 
gaming machine which has been selected to provide the 
bonus event. 
0096. It should be appreciated that if the wagering game or 
wagering game processor is in control of the money or wager 
processing including wager inputs and payout, such proces 
Sor can communicate Such information to the central server or 
controller. The central server or controller can pool the data 
from all of the gaming machines to determine the number of 
players, how long the interactive game will last, and any other 
Suitable game functions or features. 

First Interactive Game Determines Function of 
Wagering Game or the Wagering Game Provided to 

a Player 

0097. One embodiment of the present invention provides a 
first interactive game involving skill, partial skill or pseudo 
skill requiring one or more player inputs. The player inputs 
result in an outcome. The outcome does not result in a mon 
etary or other valuable award provided to the player. Rather, 
a wagering game is always provided to the player. In one 
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embodiment, the gaming device selects or determines one of 
a plurality of different functions such as paytables to employ 
in the wagering game based on the outcome of the interactive 
game. The gaming device provides the wagering game to the 
player and randomly determines an outcome for the wagering 
game based on the selected function or paytable and the 
players wager on the wagering game. The outcome in the 
wagering game can be a losing outcome which does not result 
in an award provided to the player or a winning outcome 
which results in a monetary or other valuable award provided 
to the player. The outcome in the wagering game can also or 
alternatively result in a triggering or an activation of one or 
more bonus games which provide a monetary or other valu 
able award to the player. In one embodiment, the average 
expected payout of each paytable is equal or Substantially 
equal. 
0098. In another embodiment, the gaming device or gam 
ing system includes a plurality of wagering games. The inter 
active game outcome determines which wagering game to 
provide to the player. In the single player embodiment, the 
gaming device provides the player the wagering game asso 
ciated with the outcome achieved in the interactive game. In 
the multi-player embodiment, the gaming system provides 
each player one of the wagering games associated with the 
individual outcome achieved by that player in that players 
play of the interactive game. It should be appreciated that two 
or more or each of the players may be provided different 
wagering games. The gaming device provides a player an 
outcome in the Wagering game which can result in an award 
based on the paytable of that wagering game. In one embodi 
ment, the average expected payout of each wagering game is 
equal or Substantially equal. 
0099 FIGS. 1, 3A, 3B, 3C, 3D, 3E, 3F and 3G illustrate 
one embodiment of the gaming device which includes a first 
interactive racing game. The gaming device uses the outcome 
of the racing game to determine which paytable to employ in 
a second Subsequently played slot game. 
0100. The interactive game requires player inputs as in a 
conventional arcade game, as generally illustrated in FIG.3A. 
A player enters a designated wager on the wagering game and 
then the interactive game begins. The gaming device enables 
a player to use the wheel 31 and other inputs such as pedals 
(not shown) to maneuver a displayed car on or around the 
displayed race course in a conventional manner. This interac 
tive game thus requires a plurality of inputs by the player. The 
object of the game is to achieve the highest place finish or to 
be the first car to cross a finish line 68 on the race course. The 
display device 16 displays three cars, Car X 62, Cary 64 and 
Car Z 66 on the race course 60. In this embodiment, the player 
controls Car X62, and the gaming device controls or operates 
Car Y 64 and Car Z 66. It should be appreciated that the race 
may include any suitable number of cars in this interactive 
game. 

0101 The player plays the racing game by using the wheel 
31 to maneuver on the racetrack as illustrated in FIG. 3B. 
Each of the cars achieves a place, as illustrated in FIG.3C. Car 
X 62, which the player controls, reaches the finish line first 
and therefore achieves first place. Car Z 66 finishes in second 
place, and CarY 64 finishes in third place. The gaming device 
determines a function of the wagering game based on this 
outcome achieved by the player in this interactive game. In 
this example, the gaming device determines which of a plu 
rality of different paytables to employ in a wagering game. 
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0102. In this embodiment, the wagering game is a slot 
game which includes three different paytables as illustrated in 
FIGS. 3D,3E and 3F. That is, there are different paytables for 
the same game or event. The gaming device includes Paytable 
A 70 as illustrated in FIG. 3D, Paytable B 72 as illustrated in 
FIG.3E and Paytable C74 as illustrated in FIG.3F. Paytable 
A. Paytable B and Paytable C each have a different volatility 
and the same average expected payout. Paytable A70 has the 
highest volatility, Paytable B has a medium volatility and 
Paytable C has the lowest volatility. The volatility pertains to 
the range of the values of the awards. For example, the lowest 
award of Paytable A is 5 for a generated symbol combination 
of three cherries. The highest award achievable when the 
gaming device employs Paytable A in the wagering game is 
600 when the gaming device generates three 7s. Thus, the 
awards in Paytable A have a volatility range of 595 between 
the lowest possible award and the highest possible award. In 
this example, the winning combinations all have the same 
probability of being generated on the payline. Therefore, the 
average expected payout is 175 for each of the four wins. 
Paytable B has a volatility range of 300 (325-25) and an 
average expected payout for each of the four wins of 175 
((25+125+225+325)/4). Paytable C has a volatility range of 
25 (185-165) and an average expected payout for each of the 
four wins of 175 ((165+170+180+185)/4). The average of the 
awards provided to a player is 175 regardless of the paytable 
employed. It should be appreciated that these averages do not 
factor in losing or non-winning outcomes. It should also be 
appreciated that each paytable has a different volatility and 
the same average expected payout or can have a substantially 
similar average expected payout. The average expected pay 
out of the wagering game is thus the same or Substantially the 
same regardless of which of the paytables the gaming device 
employs in the wagering game. 
0103. It should be appreciated that other methods of pay 
table generation, known, conventional or new, can be 
employed in accordance with the present invention to gener 
ate the same effect by having the same paytables but different 
probabilities of the outcomes. For instance, Paytable D may 
pay higher awards than Paytable E for all combinations, and 
a lower probability of occurrence for such combinations, 
which on average results in a same return percentage of the 
initial wager. 
0104. In this embodiment, each place or outcome in the 
interactive game is associated with or corresponds to one of 
the different paytables associated with the wagering game. 
The gaming device employs Paytable A 70 in the wagering 
game when a player achieves first place in the interactive 
game. The gaming device employs Paytable B 72 in the 
wagering game when a player achieves second place in the 
interactive game. The gaming device employs Paytable C 74 
in the wagering game when a player achieves third place in 
the interactive game. The place or the game outcome the 
player achieves in the interactive game thus determines which 
pay table the gaming device employs in the wagering game. In 
this embodiment, a player has a chance of achieving a higher 
award in the wagering game if they achieve a better place or 
rank in the interactive game. It should be appreciated that ties, 
equal, or Substantially equal outcomes in the interactive game 
could result in the employment of the same or similar pay 
tables in the wagering game. 
0105. In this example, since the player achieved first place 
in the interactive game. The gaming device employs Paytable. 
A in the second slot game. 
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0106. As illustrated in FIG. 3G, the gaming device dis 
plays a slot game on the display device 18. The reels auto 
matically begin spinning or alternatively begin spinning upon 
a player input. The slot game generates the combination of 7 
77 on the payline 52. The gaming device employs Paytable A 
in the slot game because the player achieved first place in the 
first racing game, and Paytable A is associated with the inter 
active game outcome of first place. The gaming device evalu 
ates the symbols generated along the payline according to 
Paytable A. Therefore, the player wins an award of 600 mon 
etary units, as illustrated in FIG.3G. If the gaining device had 
generated three bars on the payline, the gaming device would 
have provided the player with the award of 10 monetary units 
according to Paytable A. 
0107. It should be appreciated that if the player achieved 
second place in the interactive game, the gaming device 
would have employed Paytable B. If the slot game generated 
the same symbol combination of 777, the gaming device 
would have provided the player with an award of 325 mon 
etary units which is the award associated with the combina 
tion 777 for Paytable B. 
0108. It should thus be appreciated that in this embodi 
ment each of the paytables has the same average expected 
payout. The gaming device on average pays out the same 
amount of money regardless of which paytable is employed in 
the wagering game. Thus, the element of skill employed in the 
interactive game or the outcome in the interactive game in 
actuality does not determine an award provided to a player but 
just determines the range of possible awards. The average 
expected award provided to the player is the same regardless 
of the interactive game outcome or paytable employed in the 
wagering game. 
0109. In one embodiment, the gaming device determines 
the eligibility for a jackpot award based on the outcome of an 
interactive game. For example, the gaming device includes 
two paytables associated with the wagering game. One of the 
pay tables includes a jackpot award such as S1,000,000. The 
second paytable does not include the possibility of a jackpot 
award. The gaming device employs the paytable which 
includes the jackpot award in the wagering game if a player 
achieves a certain or designated outcome in the interactive 
game such as first place. 
0110. In one embodiment, the symbol combinations of 
each of the paytables have the same probabilities. In another 
embodiment, a plurality of the symbol combinations are each 
associated with a different probability of being generated. 
That is, the symbol combinations are weighted in a conven 
tional manner on most slot machines. 
0111. In another embodiment, the gaming device or gam 
ing system includes a plurality of wagering games. The inter 
active game outcome determines which wagering game to 
provide to the player. In the single player embodiment, the 
gaming device provides the player the wagering game asso 
ciated with the outcome achieved in the interactive game. In 
the multi-player embodiment, the gaming system provides 
each player one of the wagering games associated with the 
individual outcome achieved by that player in that players 
play of the interactive game. It should be appreciated that 
each of the players may be provided different wagering 
games. The gaming device provides a player an outcome in 
the wagering game, which can result in an award based on the 
pay table associated with that wagering game. 
0112. In one alternative embodiment, the gaming device 
includes a plurality of wagering games. The gaming device 
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determines which wagering game to provide the player based, 
at least in part, on the outcome of the interactive game. For 
example, the gaming device includes a plurality of wagering 
games Such as different slot games. If a player ranks first in 
the interactive game, the gaming device enables the player to 
play a first slot game as the wagering game. If a player ranks 
second in the interactive game, the gaming device enables the 
player to play a second slot game as the wagering game. If a 
player ranks third in the interactive game, the gaming device 
enables the player to play a third slot game as the wagering 
game. The gaming device provides the player with a result 
Such as a loss or a win based on the outcome of the wagering 
game. Two or more or all of the slot games may be different in 
any Suitable manner Such as having different paytables, dif 
ferent awards and/or different symbol combination probabili 
ties. 

0113. In another embodiment of the present invention, a 
gaming system or a gaming unit includes a central server or 
controller which includes a plurality of gaming machines. 
The gaming system includes at least one interactive game and 
at least one wagering game. The gaming system enables a 
plurality of players to play against each other in the interactive 
game. The gaming system provides each of the players with 
an outcome for the interactive game. In one embodiment, the 
outcome of the interactive game determines at least one func 
tion of the wagering game for each player of one of the linked 
gaming machines. In another embodiment, the gaming sys 
tem includes a plurality of different types of wagering games. 
In this embodiment, the gaming system determines which 
wagering game from the plurality of different types of wager 
ing games to provide to a player based on each of the out 
comes in the interactive game. 
0114 Referring now to FIG. 4A, a gaming system or a 
gaming unit 100 includes a central server or controller 56 and 
a plurality of gaming machines or gaming devices 102a, 
102b, 102c and 102d. It should be appreciated that the gaming 
system or unit may include any suitable number of gaming 
machines in communication with or linked to the central 
server or controller 56. These gaming machines may be 
referred to herein alternatively as the gaming machines, the 
gaming stations or the linked gaming machines. The gaming 
machines may be the same type or different types of gaming 
machines. The gaming machines have the same interactive 
game and the same wagering game. Alternatively, they may 
have different wagering games or different types of wagering 
games. For example, one gaming machine may be adapted to 
play a slot wagering game while another gaming machine 
may be adapted to play a poker wagering game. The play of 
each of the gaming machines 102a to 102d in the group is 
monitored by the central server 56. The central server or 
controller may be any suitable server or computing device 
which includes a processor and a memory or storage device. 
In alternative embodiments, the central server is a progressive 
controller or another gaming machine in the gaming system. 
0115. As illustrated in FIG. 4A, in one embodiment, each 
gaming machine or station includes a seat or a chair 104a. 
104b, 104C and 104d, respectively, and a wheel 106a, 106b, 
106c and 106d, respectively. It should be appreciated that the 
gaming machines may alternatively or additionally include 
any suitable type of input device, including but not limited to, 
joysticks, keyboards, buttons, guns and rollerballs. Each 
gaming station includes a first display device 108a, 108b. 
108c and 108d, respectively, operable to display the same first 
racing interactive game in which each player participates. 
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Each gaining station also includes a wager input 112a, 112b, 
112c and 112d, respectively, to accept coins, tokens, dollars, 
tickets or other forms of payment. Each gaming station 
includes a monetary dispenser Such as a ticket dispenser 
114a, 114b, 114c and 114d, respectively. The outcome in the 
interactive game displayed by these display devices are the 
same for all of the players of the interactive game. Each 
gaming station includes a second display device 110a, 110b, 
110c and 110d, respectively, operable to individually display 
separate wagering games. These wagering games are inde 
pendent from one another and can provide different outcomes 
to the players which can result in different awards to the 
players. 
0116. It should be appreciated that in an alternative 
embodiment, the same wagering game is provided and dis 
played to the players with the same outcomes. Any awards 
provided to the players may be different because the pay 
tables used to evaluate the awards may be different. 
0117 More specifically, in a multiple gaming machine 
embodiment, the same wagering game Such as the same slot 
game can be provided to two or more or each player. The 
gaming machines would employ two or more different pay 
tables for that wagering game for the players. The same 
outcome would be provided to all of the players of that wager 
ing game. The award, if any, provided to each player would be 
based on the paytable for that wagering game associated with 
that player. For example, if the outcome is three bars, the first 
player may obtain an award of 60 monetary units for the three 
bars and the second player may obtain an award of 30 mon 
etary units for the three bars based on the different paytables 
employed for the players. In another example, one wild sym 
bol outcome could result in an award of 10 monetary units for 
one player and no monetary units (i.e., a loss) for another 
player based on the different paytables employed for the 
players. Thus, the same game display and outcome can be 
provided to two or more players which results in different 
awards or one or more awards and one or more losses. 

0118. In this embodiment, the gaming machines become 
active orgo into an active state upon appropriate funding of or 
wagering on the wagering game of the gaming device. Such as 
upon a designated minimum wager by a player. In one 
embodiment, each of the gaming machines requires a player 
to wager a minimum amount Such as five dollars. In another 
embodiment, the gaming device enables a player to place a 
wager for the wagering game in a conventional slot or other 
wagering gaming device format. After the wager is made, the 
gaming device displays and initiates the interactive game. For 
example, where the interactive game is a racing game and the 
wagering game is a slot game, the gaming device displays the 
interactive game, the wagering games or both of the games to 
attract a potential player. The gaming device displays the 
second slot game to enable the player to place a wager in a 
conventional manner, Such as by selecting the number of 
paylines and the amount bet per line. After the player finishes 
placing the wager, the gaming device automatically or upon a 
player input displays and/or initiates the first racing game. 
0119 Upon the activation of one of the gaming machines 
by the appropriate player input, the central controller informs 
each of the gaming machines to instruct potential players that 
an interactive game will begin soon. The gaming machines 
can produce audio-visual, audio, or visual information to 
inform potential players that a game will be initiated or started 
in a designated time period. This information informs other 
potential players if they would like to participate in the play of 
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the interactive game, they will need to make the appropriate 
wagers on the Wagering game. 
0120. As illustrated in FIG. 4B, a player appropriately 
funds one of the gaming machines 102c by placing a wager on 
the wagering game. The central processor initiates a sequence 
displayed by each of the first display devices 108a, 108b. 
108c and 108d, respectively. Each of the first display devices 
displays a countdown from 10 to 0 enabling potential players 
time to place a wager and play the initiated interactive game 
on one of the unoccupied linked gaming machines. The cen 
tral controller then determines which of the gaming machines 
are in an active state after the countdown sequence termi 
nates. That is, the central controller determines which gaming 
machines will participate in the first interactive game which 
includes the multiple players who have placed the wager in 
the designated time period. 
0121. As illustrated in FIG. 4C, in this example, the play 
ers placed the designated wager on the first gaming machine 
102a and the third gaming machine 102c by wagering the 
appropriate amount using the respective wager input devices 
112a and 112c. In one embodiment, the upper displays 110a 
and 110c display the respective number of monetary units in 
each gaming machine. In one embodiment, the upper display 
device also displays the amount wagered by each player. 
0122) The central controller enables the two players to 
play the first racing game using wheels 106a and 106c. 
respectively, to control or maneuver on the racetrack in an 
attempt to achieve first place in the interactive game. 
(0123. As illustrated in FIG. 4D, the player at Car C 102c 
achieves first place and the player at Car A 102a achieves 
second place. The lower display devices 108a and 108c indi 
cate to the player the place or outcome achieved. Each of 
these outcomes determines which of a plurality of wagering 
games each active gaming machine provides to the player for 
a wagering game. 
0.124. The gaming system includes a plurality of different 
wagering games in this example. As illustrated in 4E, each of 
the gaming stations is operable to enable a player to play slots, 
Video poker, blackjack or keno. In one embodiment, as illus 
trated in the table 120 each of the outcomes of the interactive 
game is associated with a wagering game. For example, third 
place is associated with blackjack. When a player achieves 
third place in the interactive game, the gaming device they are 
playing on enables the player to play blackjack for the wager 
ing game. 
(0.125. As illustrated in FIG. 4F, the player of Car A 
achieved second place, so the gaming machine 102a enables 
the player to play video poker on the upper display device 
110a. The player of Car C achieved first place. Thus, the 
gaming machine 102c enables the player to play a slot game 
on the upper display device 110c. It should be appreciated that 
the wagering game may be any Suitable random game. 
0126 Each of the wagering games begins automatically or 
upon a player input. Each of the active gaming devices 102a 
and 102C provides the determined wagering game on the 
respective upper displays 110a and 110c. In another embodi 
ment, the gaming system provides the wagering game on the 
same display as the interactive game for each of the gaming 
machines. Each of the active gaming machines enables a 
player to play the determined wagering games independent of 
each other. The outcomes achieved in these wagering games 
are each independently randomly determined. Each of the 
active gaming machines provides each of the players with a 
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wagering game outcome. If that wagering game outcome is a 
winning outcome for that game, the gaming machine pro 
vides the player an award. 
I0127. As illustrated in FIG. 4G, the player of Car A102a, 
won 100 monetary units in the second video poker game. The 
lower display device 108a displays a message informing the 
player of the amount won, 100 monetary units. The upper 
display device 110a informs the player that he won. The 
player of Car C 102c did not win in the wagering game. That 
is, the second slot game provided to the player did not gen 
erate a winning outcome. The lower and upper display 
devices 108c and 110c inform the player that he did not win. 
I0128. It should be appreciated that though the player of the 
third gaming machine 102c won the interactive game, this 
win did not result in an award provided to the player in the 
wagering game. The player of the first gaming machine 102a 
did not win the interactive game but won an award in the 
wagering game. Thus, the outcome of the first interactive 
game did not in actuality determine an award to be provided 
to the player. The outcome of the interactive game determined 
which wagering game the gaming system provided to each 
player. Thus, the element of skill in the interactive game did 
not put either player at an advantage or disadvantage for 
winning an award in the Wagering game. 
I0129. It should also be appreciated that the returns could 
be different if so desired by the game designer. In one such 
example embodiment, the higher-placed finisher has a better 
overall expected average return. For example, the average 
expected return may be 90% for the first place finisher, 94% 
for the second place finisher, and 92% for the third place 
finisher. 

0.130. In the above multiple gaming machine embodiment, 
if after the countdown sequence ended the player at the third 
gaming machine was the only player (i.e., no other players 
entered the game by making the designated wager), then the 
player would play the game against the gaming machine as 
previously discussed for the single player embodiment of the 
present invention. The gaming device would provide the 
player with an outcome in the interactive game which would 
determine which of a plurality of wagering games the gaming 
device would provide to the player. 
0131 Inanother embodiment, the gaming system includes 
one wagering game and a plurality of paytables associated 
with the wagering game. In one embodiment, each of the 
pay tables has a different volatility and the same average 
expected payout. The gaming system determines which pay 
table to employ in the wagering game of each gaming system 
based, at least in part, on the outcome in an interactive game. 
In one embodiment, at least one of the paytables has a differ 
ent volatility than at least one of the other paytables. In this 
embodiment, the gaming system employs the paytable with 
the highest Volatility in the wagering game of the player who 
achieves first place in the interactive game. In one embodi 
ment, each of the other active gaming machines employ one 
of the paytables in the wagering games of the players with a 
lower place in the interactive game. 
0.132. It should be appreciated that these sequential game 
gaming machines will take more time on average to play than 
a conventional gaming machine, such a slot machine or video 
poker. Therefore, it should be appreciated that the gaming 
machine may need to charge more per play or not return as 
much on average as other gaming machines, in order to have 
competitive earnings. 
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0133. It should also be appreciated that the wagering game 
for each of the players of the multi-player embodiment may 
be the same game and have the same game result but that a 
plurality or each of the players may receive a different award. 
In one embodiment, two or more players have a different 
pay table for the wagering game. For example, the players 
each play the interactive game and achieve a game result or 
place in the interactive game. The wagering game Such as a 
slot game is the same game for each player. The slot game is 
initiated on either individual display devices or on one large 
display device. The gaming system generates the same sym 
bols in the slot game for each player. However, two or more of 
the players has a different paytable. The paytables may have 
different winning combinations or different awards or both. 
The players have the opportunity of achieving different 
awards from the same game result. 
0134. In another embodiment, the amount of the wager or 
monetary input influences one or more aspects or character 
istics of one or both of the games. The amount of the wager 
may change any suitable aspect of either game. The amount of 
the wager may provide the player with a perceived or actual 
advantage in either game. That is, the wager amount may 
influence the odds of winning either the interactive game or 
the wagering game. 
0135) In one embodiment, wager amounts or ranges of 
possible wagers are associated with a length of time in either 
the interactive game or the wagering game. That is, in one 
example of this embodiment, a certain amount of a wager 
buys the player a certain amount of time to play the interactive 
game and the player can play the interactive game up until the 
allotted time limit. It should be appreciated that extra time 
could change the odds of winning in many interactive games. 
For example, in a point accumulation game Such a shooting 
game, more time can give the player the chance to accrue 
more points. In another embodiment, the player can play as 
many interactive games as possible in the given amount of 
time. In another embodiment, a certain amount or level of a 
wager buys a player a certain amount of time for the wagering 
game and the player can win one or more awards in the 
wagering game. In another example of this embodiment, the 
player can play as many wagering games as possible during 
the fixed amount of time. It should be appreciated that in any 
of these embodiments, a relatively larger wager can increase 
the time allotment for either or both of the games. 
0136. In one embodiment, players that wager different or 
unequal amounts are able to compete against each other in a 
multi-player interactive game. That is, in one embodiment, 
the gaming system has a range of possible wagers, such as a 
minimum wager of S2 and a maximum wager of $25. The 
players place any wager in the range and compete against 
each other in the interactive game and then individually play 
the wagering game, regardless of the amount bet. The amount 
of the wager may affect any suitable aspect of the interactive 
game or the wagering game or both the interactive game and 
the wagering game. 
0.137 In one example of this unequal wagering embodi 
ment, the odds of winning either the interactive game and/or 
the wagering game can change based on the wagered amount. 
0138 For example, in one embodiment, ifa player wagers 
a larger amount, the gaming machine produces a perceived 
advantage oran actual advantage in the interactive game. For 
example, if the skill game or interactive game is a racing game 
with a racing track or course, the player with the higher wager 
receives an advantage Such as easier race course, more time to 
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complete the course or a faster vehicle than one, more or all of 
the other players. This advantage can be a perceived advan 
tage, that is, this advantage does not actually affect the out 
come of the interactive game. This advantage can alterna 
tively be a real advantage as well and thus increases the 
player's chances of winning. 
0.139. The wager can change the odds of winning the 
wagering game in any Suitable manner. The amount of the 
wager can result in a higher chance of whining the wagering 
game. For example, a higher wager can guarantee the player 
a paytable with more winning symbol combinations than a 
pay table provided for a lower wager. 
0140. In one example of this unequal wagering embodi 
ment, the wager is used to determine an award amount in the 
wagering game. That is, if a player achieves a winning out 
come in the wagering game, the player receives an award 
based on the wagered amount and an applicable paytable. If 
the player wagers a larger amount the player will achieve a 
higher award for a same winning outcome in the wagering 
game. It should be appreciated that the wager amount may 
also be used to determine an award amount in the interactive 
game as well. 
(0.141. In one example, Player A bets S1, Player B bets S2, 
Player C bets S4 and Player D bets S2. In one embodiment, 
Player C will have the highest odds of winning an award in the 
wagering game. That is, Player C has a higher percentage of 
winning the wagering game than any of the other players. In 
another embodiment, Player C receives a higher award if the 
Player C wins the wagering game. That is, if Player A and 
Player C both obtain the same winning game result in the 
wagering game, Player C will receive a higher award than 
Player A. 
0142. Additionally, the amount of the wager can affect one 
or more features of the wagering game. In one embodiment, 
a certain wager amount gives the player a chance to qualify 
for a bonus game. In another embodiment, a certain wager 
amount can provide the player with a multiplier that increases 
an award. The wager amount may either change the odds of 
winning the wagering game or increase an award for the 
wagering game or both. 
0143. It should be appreciated that the first skill game can 
be any suitable type of interactive game. The games can 
include skill events requiring dexterity, Such as: (i) hitting a 
button at the right time; (ii) moving an object to the correct 
location; (iii) aiming an object properly; (iv) touching an 
input device with a correct amount of pressure or speed; (v) 
hitting an input device a correct amount of times; (vi) steering 
an object out of the way of oncoming objects or steering a 
moving object so that it does not hit objects in its path; or (vii) 
any combination of these. 
0144. The skill game can also include mental skill, such 
as: (i) remembering the location of an object or the content of 
an image; (ii) answering a trivia question correctly; (iii) mak 
ing a proper logical deduction, for example, deciding an 
appropriate time to pull over for a pit-stop; (iv) making a 
proper or strategic decision, for example, keeping three of a 
kind in poker instead of attempting to draw a flush, (v) 
answering mathematical questions properly; or (V) any com 
bination of these. 
0145. It should be appreciated that the interactive game 
outcome can be determined in any suitable manner. In one 
embodiment, the interactive game outcome is determined by 
a place or rank obtained in the interactive game. In another 
embodiment, the gaming device determines the interactive 
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game outcome based on a point accumulation in the interac 
tive game. In one example of this embodiment, the gaming 
device includes defined ranges that are associated with func 
tions of the wagering game or types of wagering games. For 
example, in a golf game the total point accumulation in the 
interactive game determines which game is provided to 
player as a wagering game. If the player achieves a score 
under 65 strokes, the wagering game is slots. If the player 
achieves a score between 66 and 85 strokes, the wagering 
game is poker. If the player achieves a score over 100 strokes, 
the wagering game is keno. It should be appreciated that in 
this golf embodiment, the player may play alone, against 
another player, or against the computer but the second game 
is selected based on the players total point accumulation. 
Therefore, in a multi-gaming machine embodiment, all of the 
players may have the same or different second games. In 
another embodiment, the interactive game outcome is based 
on a number of icons found in the game. In another embodi 
ment, the interactive game outcome is determined based on a 
number of rounds played by a player or a number of levels 
obtained or achieved in the game. In another embodiment, the 
interactive game outcome is determined based on the number 
of objects eliminated in a game. 
0146 The wagering game may be any suitable game with 
a random outcome from a base or bonus game. Such as, but not 
limited to, slot, poker, blackjack, roulette, bunco, keno, 
bingo, craps and any combination of these. 
0147. It should be appreciated that the gaming device, the 
gaming unit and the gaming stations of the present invention 
may provide appropriate audio, visual and/or audio-visual 
messages to the player to keep the player informed as to the 
status of the games. For instance, upon the occurrence of a 
Successful outcome in a game, the gaming device could dis 
play a message that the player won the game and now is 
eligible to play the wagering game with a certain paytable. 
Alternatively, unsuccessful outcome messages can be pro 
vided to the player. 
0148. In one alternative embodiment, the play may be time 
based. In one embodiment, faster play may cause the gaming 
machine to provide a better paytable. This encourages players 
to play faster and improve at the interactive game. 
0149. It should be appreciated that the interactive game 
outcome can determine any suitable feature of the wagering 
game. Such as but not limited to, the wagering game provided 
to player, a paytable, an average payback percentage, an 
eligibility for a bonus game, an eligibility for a multiplier, a 
progressive award, bonus credits or monetary units, a number 
of selections in a game, a number of tries in a game, a number 
of games, a number of paylines, an amount of a modifier Such 
as a multiplier and/or a number of rounds in a game. It should 
be appreciated that the interactive game outcome may deter 
mine one or any suitable number of functions, features or 
characteristics for the wagering game. It should be appreci 
ated that the secondary functions, characteristics or features 
of the wagering game determined by the interactive game 
outcome may be weighted. For example, if the interactive 
game outcome determines the paytable of the wagering game, 
certain paytables may be employed or determined more fre 
quently than other paytables. It should also be appreciated 
that the outcomes on each paytable may also be weighted. 
0150. It should also be appreciated that in an alternative 
embodiment, the number of Successful outcomes in one or 
more skill events of the interactive game could determine the 
wagering game or a paytable or other characteristic of the 
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wagering game. In one such embodiment, the outcome in the 
interactive game is a number Such as how many targets were 
hit. Such outcomes can be provided from several know con 
ventional arcade and other skill games. The number of Suc 
cesses or failures is the outcome of the interactive game which 
determines the function of the wagering game. 
0151. It should also be appreciated that the present inven 
tion contemplates various combinations of skill and random 
determinations to achieve an outcome in the interactive game. 
In Such embodiments, part of the first outcome is based on 
skill and part of the first outcome is based on one or more 
random determinations. In one example, the number of 
attempts such as shots at a target a player gets is based on 
random determination. The determination of whether each 
attempt or shot is successful is based on the skill of the player 
using the player input or inputs. 
0152. It should be appreciated that in the multiplayer 
embodiments, threshold ranges or levels may be employed to 
determine the wagering game or functions of the wagering 
game. Multiple players may thus get the same wagering game 
or same paytable for the wagering game. These multiple 
players may have different results because each wagering 
game is independently played (i.e., has an independent ran 
dom generation of the outcome for that game). 
0153. In further alternative embodiments, multiple play 
ers may play the interactive game as a team and accumulate 
points or achieve an outcome together. In this embodiment, 
the interactive game outcome depends on the input of all of 
the players on that team. The gaming system determines and 
provides an interactive game outcome for each team. In one 
embodiment, these players obtain the same wagering game or 
pay table for the wagering game based on their rated outcome 
in the interactive game. In one embodiment, each of the teams 
plays the wagering game independently and each team mem 
ber individually receives the same award for the wagering 
game. In another embodiment, each of the players plays the 
wagering game independently of all of the other players. It 
should be appreciated that the wagering game may award the 
members of the same team the same or different outcomes or 
awards for the wagering game. 
0154 Inanother embodiment, the gaming system includes 
a plurality of gaming devices or machines, as described 
above. The gaming machines include a first interactive game 
and a second wagering game. To participate in the games, the 
players are required to wager a certain amount. As illustrated 
in FIGS. 5, and 6, in one embodiment, a certain amount or 
percentage of the wager funds an award for the winner of the 
interactive game or the interactive game prize, a second 
amount or percentage is allocated for winnings from the 
pay table and a third amount is allocated for the household or 
the casino. 

0155 More specifically, in one example of this embodi 
ment, as illustrated in FIG. 5, a player is required to wager a 
certain amount, such as S2 to initiate the gaming machine of 
this gaming system. As illustrated in the table 150 of FIG. 5, 
the gaming machine allocates a certain amount or certain 
percentage of the wager for different pools or paytables. In 
one embodiment, on average the gaming system allocates 
10% of the wager for the interactive game pool, 80% of the 
wager to the winning outcomes of the paytable or the winning 
pay table outcomes and 10% of the wager for the household. 
That is, on average S0.20 funds an interactive game pool for 
the winner of the interactive game, S1.60 funds the winning 
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outcomes of the paytable for the wagering game; and S0.20 
funds the house, casino or company running the game. 
0156 After play of the interactive game, in the multi 
player embodiment, each of the players receives an interac 
tive game outcome and one of the players receives the inter 
active game winning outcome or a designated outcome based 
on the interactive game pool. That is, one of the players wins 
a certain amount or percentage of the interactive game pool. 
In this example, one of the players wins part or all of the 
amount that equates to 10% of the wagers placed for that 
game. It should be appreciated that the players could have the 
same paytable or a different paytables in the wagering game 
and play the same game or different games in the wagering 
game. 
(O157. In one example of this embodiment, 100% of the 
interactive game prize pool is awarded to the winner of that 
game. For example, if there are three players playing a racing 
game with a wager of S2, each player would receive an 
interactive game outcome. Such as first place and second 
place. The winner of the racing game would receive an inter 
active game winning outcome based on the interactive game 
pool. In one embodiment, the player of the interactive game 
winning outcome would receive S0.60 as illustrated in the 
table 150 of FIG. 5. That is, the winner of the interactive game 
is a guaranteed winner. 
0158. In one embodiment, the higher the wager and the 
higher the number of players, the higher the interactive game 
pool is and in this embodiment, the larger the prize is for the 
winner. For example, as illustrated in the table 160 of FIG. 6 
illustrates the same wager amount but includes five players 
instead of three players. There are five players playing the 
multi-player embodiment and each player wagers S2. In one 
embodiment, the player of the interactive game wins the 
entire interactive game pool, or S1. 
0159. It should be appreciated that any suitable percentage 
or amount of the wager may fund the interactive game pool, 
the wagering game winning outcome paytable, and the house 
hold. It should also be appreciated that the interactive game 
pool may be awarded in any Suitable manner. For example, in 
one embodiment, 100% of the game pool is awarded for each 
play of the game. 
0160. In another embodiment, the gaming system does not 
award the entire interactive game pool at the termination of an 
interactive game. In this embodiment, some or all of the 
interactive game pool is accumulated, saved or rolled over for 
the winner of a Subsequent game. In one embodiment, the 
interactive game pool accumulates until one of the players of 
the interactive game reaches a game level or a threshold, Such 
as a certain number of points. In another embodiment, the 
gaming system awards at least one player of each interactive 
game an award funded by the interactive game pool but accu 
mulates the other part of the interactive game pool until a 
triggering event occurs. Such a predefined game win, a length 
of time, a certain number of players playing the game or a 
certain amount in the interactive game pool. The gaming 
system then awards some or all of the saved or accumulated 
interactive game pool to a player of the interactive game upon 
one or more of the triggering events. 
0161 In another embodiment, the gaming system does not 
award some or any of the interactive game pool to a player of 
the interactive game based on the results of the interactive 
game. Rather, the gaming system awards some or all of the 
interactive game pool as a result of a second game. In one 
embodiment, the results of the interactive game change the 

Jan. 3, 2013 

odds of winning the second game or the ability to participate 
in the second game. For example, in one embodiment, the 
second game is a lottery game. In one embodiment, the gam 
ing system awards each of the players a number of chances or 
a number of tickets for the lottery game based on the results of 
the interactive game. For example, the first place player of the 
interactive game wins 10 of 100 lottery tickets, the second 
place player of the interactive game wins 5 of 100 tickets and 
the third place winner wins 1 of 100 tickets. Thus, the odds of 
wining an award for the second game are determined by the 
interactive game outcomes. In one example of this embodi 
ment, the tickets for the lottery are drawn until there is a 
lottery game winner. That is, for each interactive game, some 
or all of the interactive game pool will be awarded to a player. 
That is, if the first ticket drawn is a non-winner, then the 
lottery will continue until a winning ticket is picked. In 
another example, if in a certain number of draws a winner is 
not drawn, the interactive award pool is accumulated to the 
next lottery game draw. It should be appreciated that interac 
tive game pool may continue being accumulated or rolled 
over any suitable number of times. It should be appreciated 
that the second game can be any suitable second game. It 
should also be appreciated that the award or awards of the 
interactive game pool can be awarded in any suitable manner. 
0162. In one embodiment, the interactive game pool is 
only awarded for a particular win or game result. For 
example, in one embodiment, the games are played over a 
data network Such as the internet and the interactive game is 
a point accumulation game with many players. In one 
embodiment, the interactive game pool is only awarded to a 
player when the player reaches a certain point accumulation. 
In another embodiment, portions of the interactive game pool 
can be awarded for a certain point accumulation with a certain 
amount of the interactive game pool going to the winner of the 
game. That is, consolation or interim awards can be awarded 
to players from the interactive game pool, in addition to the 
prize awarded to the winner of the interactive game. 
0163. In another embodiment, the gaming machine or sys 
tem enables the player to place a side wager for the interactive 
game pool. In one embodiment, the gaming system or device 
enables the player to place one wager for the interactive game 
and a separate wager for the wagering game or place a wager 
and designate a certainamount of the wager for the interactive 
game and a certain amount of the wager for the wagering 
game. The amount of the wager for the interactive game is 
allocated for the interactive game pool and the amount for the 
wagering game is allocated for the paytable pool or the wager 
ing game pool and the house hold or house fund. This side 
wager or side bet embodiment may incorporate any of the 
features or embodiments described above. For example, 
100% of the interactive game pool may be paid out to one of 
the players each game, every couple of games or based on 
point accumulations. In one embodiment, the side wager or 
side bet may have a designated betamount, such as S0.50 and 
that amount is allocated for the interactive game pool. In one 
embodiment, the side wager is not mandatory and the player 
has the option of wagering on the interactive game. 
0164. In any of these wager allocation embodiments, the 
gaming system or device may require a minimum bet to 
qualify to win some or all of the interactive game pool. For 
example, in one embodiment, to play the game the minimum 
bet is S2. However, in one embodiment to quality for a certain 
payback percentage in the interactive game, the player must 
wager at least a certain minimum bet level, such as S5. If the 
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player wagers S2 and wins the interactive game, the gaming 
system or gaming machine provides the player with a lesser 
percentage or amount of the interactive game pool. If the 
player places the S5 bet and wins the interactive game, the 
player wins higher or maximum amount of the interactive 
game pool. 

0165. In another embodiment, the gaming system or gam 
ing machine provides an award to one or more players of the 
interactive game based on a tournament format. In one 
example of this embodiment, the tournament of the interac 
tive game is separated into time intervals. In one embodiment, 
each player of a gaming machine or a player of a data net 
work, has a player tracking card or another Suitable type a 
player identifier. If that player has the highest outcome or 
point accumulation for the interactive game in a designated 
period of time, the gaming system or device provides that 
player of the game an award for being the winner for that time 
interval. For example, every half-hour the gaming system 
determines which player won the most points for that half 
hour and provides the winner a notification via the player card 
to pickup the award or provides the internet player a message 
that they won the award and awards the player the funds 
electronically. This embodiment may be incorporated into 
any of the other embodiments of this disclosure. For example, 
a portion or percentage of every wager is allotted for an 
interactive game pool and every half-hour the gaming system 
provides a player with the highest winning outcome in the 
interactive game some or all of the interactive game pool. The 
gaming system then starts the time interval over and contin 
ues to award at least one player an award during each time 
interval. In one embodiment, the interval is not based on time 
but on a certain number of games played. For example, for 
every 1000 games played, the gaming system provides an 
award to the top winner of the interactive game for those 1000 
games and then starts the game count over again. 
(0166 In another embodiment, illustrated in FIGS. 7A,7B, 
7C, 7D, 7E, 7F, 7G, 7H and 7I, the gaming system includes a 
plurality of game rounds and each game round includes an 
interactive game and a wagering game. In one example of this 
embodiment, for each round, the gaming machine 202a, 
202b, 202c and 202d provides the interactive game to a player 
and then the gaming machine 202a, 202b, 202c and 202d 
provides a wagering game to the player. The gaming machine 
then provides a next round of the games to the player. In one 
embodiment, a wager is required for each round of the game 
sequence. In one embodiment, the player opts-in to the next 
round of the game by placing an input to continue. The input 
may be to beta certain amount or insert more money or tokens 
for the next round. In one embodiment, the player uses one or 
more controls of the interactive game to make the input to 
continue, such as a wheel or petal in the illustrated embodi 
ment. In another embodiment, the winner of the interactive 
game for that round earns or is awarded a free entry into the 
Subsequent round. That is, the player does not have to opt-in 
but plays the second round for free. It should be appreciated 
that the player may opt-in in any Suitable manner. In another 
embodiment, the player is enabled to opt-out. That is, the 
player is automatically entered into the wagering game unless 
the player makes an input to not play in the next round. In one 
embodiment, the wagering game of the last round of the game 
sequence has a higher paytable oran increased award than the 
other rounds. This higher award in the last wagering round of 
the game encourages players to participate in all rounds of the 
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game. In other embodiments, each Subsequent round has a 
higher or better paytable (i.e., higher average expected 
awards or larger top awards). 
(0167 As illustrated in FIGS. 7A, 7B, 7C, 7D, 7E, 7F, 7G, 
7H, and 7I, in one embodiment, the interactive game requires 
player inputs as in a conventional arcade game, as generally 
illustrated in FIG. 7A. The interactive game is a racing game 
and the wagering game is a slot game. In one embodiment, the 
game includes three rounds. That is, the racing game includes 
3 three rounds or laps around a track and for each round there 
is a wagering game. For each round, the player must wager S1 
to play the round. After each round, each active gaming 
machine generates a slot game and provides an outcome to the 
player. The player then must make another wager to play the 
next round of the game. 
0.168. As illustrated in FIG. 7A, the gaming system or 
gaming machines instruct the players to insert the minimum 
wager of S1 to play the first round of the game. In this 
embodiment, players of the first 204a, the second 204b and 
the fourth 204d gaming machines insert at least the required 
wager of S1. 
0169. As illustrated in FIG. 7B, each of the activated gam 
ing machines initiates the racing game on the primary display 
device 208a, 208b and 208d, respectively. The gaming 
machines enable the players to use the wheels and other 
inputs, such as pedals, to maneuver a displayed car on or 
around the displayed race course in a conventional manner. 
That is, each player inputs directions to steer around the race 
COUS. 

(0170. In one embodiment, as illustrated in FIG. 7C, after 
the first round, each of the active gaming machines 204a. 
204b and 204d generate the outcome of a slot game on the 
secondary display device 210a, 210b, and 210d. The gaming 
machines communicate the outcome of the slot game to the 
players on the primary display device 208a, 208b, and 208d. 
The player of the first gaming machine 204a won S10. The 
player of the second gaming machine 204b did not win, and 
the player of the fourth gaming machine 204d won S15. 
0171 In one embodiment, the player has to make another 
wager to continue in the game, as illustrated in FIG. 7D. As 
illustrated, the central display 216 informs the players to 
insert S1 or make an input to wagera S1 to continue to the next 
round of the game. It should be appreciated that the gaming 
system may communicate the additional wager requirement 
to the players in any suitable manner or on any Suitable 
display device. 
(0172. As illustrated in FIG. 7E, each of the players of the 
gaming machines 204a, 204b and 204d, inserted the next 
wager and are playing the interactive racing game on the 
primary displays 208a, 208b, and 208d. After the second 
round, the secondary display devices 208a, 208b, and 208d of 
each of the gaming machines generates symbols in a slot 
game, as illustrated in FIG.7F. The outcome is communicated 
to each player on the primary display devices 208a, 280b and 
208d. The player of the first gaming machine 204a did not win 
208a, the second player of the second gaming machine 204b 
won $20208b and the player of the fourth gaming machine 
204d won S5 208d. 
(0173 As illustrated in FIG. 7G, the central display device 
216 instructs the players of the gaming machines to insert S1 
to wager to play another round of the game. 
(0174 As illustrated in FIG. 7H, the player of the second 
gaming machine 204b, did not opt-in for the last round of the 
game. Therefore, the player of the second gaming machine 
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does not get to participate in the last round of the game where 
the player has the chance to win a greater award or prize. The 
primary display devices 208a and 208d of the first game 
machine 204a and the fourth gaming machine 204d, display 
the last round of the racing game. The gaming machines 
enable the players to make inputs to maneuver around the race 
track. 

(0175. As illustrated in FIG. 7I, after the third course, the 
first 204a and the fourth 204d gaming machines generate a 
slot game on the primary display devices 208a, 108d respec 
tively. The gaming machines generate an award for the play 
ers based on the outcome. The player of the first gaming 
machine 204a won $500. The player of the last gaming 
machine 204d won $5000. The game ends, because the last 
round is over and the players are enabled to play again. 
0176 It should be appreciated that the interactive game 
and the wagering game may be any suitable games. The game 
may have any suitable number of rounds. In one embodiment, 
each of the rounds of the games is limited to certain time 
intervals. For example, every 10 seconds a new round begins. 
In one embodiment, the wagering game is played simulta 
neously with the interactive game for each round. That is, 
while the player is playing the interactive game, the gaming 
machine generates an outcome in the wagering game. 
0177. In one embodiment, as described above, each of the 
players has to opt-in for the next round of the game. Each of 
the players must wager another amount to be eligible to play 
the next round of the game or game sequence. In another 
embodiment, each of the players must enter a large enough 
wager to be eligible to play all of the rounds of the game, Such 
as S3. The players then must opt-out of the next round of the 
game to not play the next round. That is, the player must make 
an input that they do not want to play the next round of the 
game or they automatically play the next round of the game. 
Any suitable input device or control device can be used by the 
players to opt-in or opt out of the game. In one embodiment, 
the winner of the interactive game is enabled to play the next 
round for free. In another embodiment, any winnings from the 
wagering game are used to continue the game. That is, if the 
player receives an award in the wagering game, those win 
nings are used to place the wager for the next round. In one 
example of this embodiment, the player must then opt-out of 
the next round to stop playing. In either the opt-in or opt-out 
embodiments the game, any suitable queuing method may be 
employed to enable the players to opt-in and opt-out of the 
game. Such as countdowns of time or verbal warnings. 
0178. In one embodiment, additional players may join 
open gaming machines at the beginning of any round of the 
game. That is, if a gaming machine is open, the player may 
make a wager and join in the game. In another embodiment, 
a player may only join the game at the beginning of the game. 
In another embodiment, players may play open gaming 
machines to begin their own game session. That is, if a gam 
ing system includes five gaming machines and two people are 
playing in one game sequence, one, two or three more players 
may place a wager at the open gaming machines and play a 
game or game sequence against other newly joined players or 
against the machine. 
0179. In one embodiment, the final round of the wagering 
game includes an extra incentive to the player to play all of the 
rounds of the game. The incentive may be an extra wagering 
game, a better paytable, a multiplier, a chance for a bonus 
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game, a chance for a progressive jackpot, a chance for a free 
game, or any other Suitable incentive to play all of the rounds 
of the game. 
0180. It should be understood that various changes and 
modifications to the presently preferred embodiments 
described herein will be apparent to those skilled in the art. 
Such changes and modifications can be made without depart 
ing from the spirit and scope of the present invention and 
without diminishing its intended advantages. It is therefore 
intended that such changes and modifications be covered by 
the appended claims. 
The invention is claimed as follows: 
1. A method of operating a gaming system including a 

controller configured to operate with a plurality of gaming 
machines, said method comprising: 

causing the controller to operate with the gaming machines 
tO: 

(a) for each of the gaming machines, enable a player of said 
gaming machine to make at least one player input in a 
play of an interactive game after placing a wager for a 
play for a wagering game associated with the play of the 
interactive game, wherein the play of the wagering game 
occurs after the play of the interactive game; 

(b) for the play of the interactive game, determine a cumu 
lative interactive game outcome based on the player 
inputs of a plurality of the players; and 

(c) for each play of the wagering game by one of the 
plurality of the players, provide: 
(i) a random determination of a wagering game out 

COme, 
(ii) a display of the wagering game outcome; 
(iii) a determination of any award to provide to the player 

based on the displayed wagering game outcome and a 
paytable for said play of the wagering game; and 

(iv) a display of any determined awards, wherein at least 
one of the Wagering game, the wagering game out 
come, the paytable, and any award is determined in 
part based on the cumulative interactive game out 
COC. 

2. The method of claim 1, wherein the cumulative interac 
tive game outcome includes an accumulation of interactive 
game points. 

3. The method of claim 1, which includes enabling the 
plurality of the players to play the interactive game as a team. 

4. The method of claim3, wherein the cumulative interac 
tive game outcome depends on all of the players of the team. 

5. The method of claim 3, which includes causing the 
wagering game to be the same for all of the players of the 
team. 

6. The method of claim 3, which includes using a same 
pay table for the play of the wagering game for all of the 
players of the team. 

7. The method of claim3, which includes providing a same 
award for the play of the wagering game for all of the players 
of the team. 

8. The method of claim 1, wherein the plurality of the 
players are one team of a plurality of teams for the play of the 
interactive game. 

9. The method claim 1, which is provided through a data 
network. 

10. The method of claim 9, wherein the data network is an 
internet. 
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11. A gaming system comprising: 
a controller configured to operate with a plurality of gam 

ing machines to: 
(a) for each of the gaming machines, enable a player of said 
gaming machine to make at least one player input in a 
play of an interactive game after placing a wager for a 
play for a wagering game associated with the play of the 
interactive game, wherein the play of the wagering game 
occurs after the play of the interactive game; 

(b) for the play of the interactive game, determine a cumu 
lative interactive game outcome based on the player 
inputs of a plurality of the players; and 

(c) for each play of the wagering game by one of the 
plurality of the players, provide: 
(i) a random determination of a wagering game out 
COme, 

(ii) a display of the wagering game outcome; 
(iii) a determination of any award to provide to the player 

based on the displayed wagering game outcome and a 
paytable for said play of the wagering game; and 

(iv) a display of any determined awards, wherein at least 
one of the Wagering game, the wagering game out 
come, the paytable, and any award is determined in 
part based on the cumulative interactive game out 
COC. 
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12. The gaming system of claim 11, wherein the cumula 
tive interactive game outcome includes an accumulation of 
interactive game points. 

13. The gaming system of claim 11, wherein the controller 
is configured to operate with the plurality of gaming 
machines to enable the plurality of the players to play the 
interactive game as a team. 

14. The gaming system of claim 13, wherein the cumula 
tive interactive game outcome depends on all of the players of 
the team. 

15. The gaming system of claim 13, wherein the controller 
is configured to operate with the plurality of gaming 
machines to cause the wagering game to be the same for all of 
the players of the team. 

16. The gaming system of claim 13, wherein the controller 
is configured to operate with the plurality of gaming 
machines to cause a same paytable to be used for the play of 
the wagering game for all of the players of the team. 

17. The gaming system of claim 13, wherein the controller 
is configured to operate with the plurality of gaming 
machines to cause a same award to be provided for the play of 
the wagering game for all of the players of the team. 

18. The gaming system of claim 11, wherein the plurality 
of the players are one team of a plurality of teams for the play 
of the interactive game. 
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