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ABSTRACT

Various embodiments may include an apparatus operable to
determine a value of a statistic describing cards that have been
dealt from a deck.
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GAME APPARATUS FOR DISPLAYING
INFORMATION ABOUT AGAME

0001. This application claims the benefit of U.S. Provi
sional Patent Application Ser. No. 60/824.522, filed Sep. 5,
2006 and U.S. Provisional Patent Application Ser. No.
60/824,648, filed Sep. 6, 2006, each of which are incorpo
rated by reference herein in its entirety.
BACKGROUND

0002 Games of chance have enjoyed widespread popular
ity. Traditional systems for playing these games Suffer some
drawbacks. Computer implemented systems may alleviate
some of these drawbacks.

Mar. 8, 2012

0020 FIG. 16 is a diagram showing components of a
sports betting Subsystem according to Some embodiments.
0021 FIG. 17 is a diagram showing a flow chart of a
process for placing a sports bet according to some embodi
mentS.

0022 FIG. 18 is a schematic view of a method of authen
ticating a pre-generated random events sequence in an online
casino game, according to various embodiments.
0023 FIG. 19 is a schematic view of a method of authen
ticating a pre-generated random events sequence which is
converted into a digital digest, according to various embodi
mentS.

0024 FIG. 20 is a schematic view of a method of authen
ticating a pre-generated random events sequence which is
encrypted and converted into a digital digest, according to
various embodiments.

SUMMARY

0003. According to some embodiments, games of chance
may be played with the aid of an apparatus for tracking
statistics related to the game.
BRIEF DESCRIPTION OF THE FIGURES

0004 FIG. 1 shows a block diagram of interactive gaming
system A10 according to various embodiments.
0005 FIG. 2 is a schematic diagram of a roulette table in a
casino with associated video camera and other parts of the
system in Schematic form.
0006 FIG. 3 is a schematic diagram of a terminal, com
puter or TV type of display.
0007 FIG. 4A shows a casino offering both in-house and
on-line (over a network) gaming, according to various
embodiments.

0008 FIG. 4B shows a casino according to some embodi
mentS.

0009 FIG. 5 shows a player communicating through the
server of the casino of FIG. 4A, according to some embodi
mentS.

0010 FIG. 6 shows the casino of FIG. 4A delivering a
benefit to the player, according to Some embodiments.
0011 FIG. 7 shows a display used by the casino of FIG.
4A to verify electronically that a player is entitled to a benefit,
according to some embodiments.
0012 FIG. 8 shows a system for detecting and controlling
collusion in a game, according to some embodiments.
0013 FIG. 9 is a functional representation of a stored
software program of the application web server of FIG. 8,
according to some embodiments.
0014 FIG. 10 is a functional representation of a stored
software program of the collusion detection server of FIG. 8,
according to some embodiments.
0015 FIG. 11 is a block diagram of a general-purpose
computer system upon which various embodiments may be
implemented.
0016 FIG. 12 is a block diagram of a computer data stor
age system with which various embodiments may be prac
ticed.

0017 FIG. 13 is a diagram showing components of the
sports betting computer according to some embodiments.
0018 FIG. 14 is a diagram showing components of a pay
ment Subsystem according to Some embodiments.
0019 FIG. 15 is a diagram showing components of a pay
out Subsystem according to Some embodiments.

0025 FIG. 21 is a schematic view of a method of authen
ticating a pre-generated random events sequence in a mul
tiple-player game, according to various embodiments.
0026 FIG. 22 shows a gaming system according to some
embodiments.

0027 FIG. 23 shows a communications network accord
ing to Some embodiments.
0028 FIG. 24 shows a gaming service provider in com
munication with a gaming communication device according
to some embodiments.

0029 FIG. 25 shows a communications network accord
ing to Some embodiments.
0030 FIG. 26 shows a gaming system according to some
embodiments.

0031

FIG. 27 shows a wireless gaming system according

to some embodiments.

0032 FIG. 28 shows a mobile gaming device with promo
tional content according to some embodiments.
0033 FIG. 29 is a block diagram of a gaming system in
accordance with some embodiments.

0034 FIG. 30 is a block diagram of a payment system
forming a part of the gaming system illustrated in FIG. 8,
according to some embodiments.
0035 FIG.31 is a schematic diagram of a portable gaming
device of the gaming system illustrated in FIG. 8, according
to some embodiments.

0036 FIG.32a is a flow diagram of a method of use of a
portable gaming device by a player, according to some
embodiments.

0037 FIG.32b is a flow diagram of a particular method of
using the portable gaming device by a player, according to
Some embodiments.

0038 FIG.33 is a flow diagram of a method of use of the
portable gaming device by a gaming service operator, accord
ing to Some embodiments.
0039 FIG. 34 is a flow diagram of a method of use of the
portable gaming device according to Some embodiments.
0040 FIG.35 shows an embodiment of a spinning reel slot
machine.

0041 FIG. 36a shows a direct video image in a display
area, according to some embodiments.
0042 FIG. 36b shows a virtual video image in a display
area, according to some embodiments.
0043 FIG. 37 shows a superimposed video image with
instructional information prompting the player to insert coins
or play credits, according to some embodiments.
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0044 FIG.38 shows a superimposed video image depict
ing the activated pay lines and the number of wagered credits
per pay line, according to Some embodiments.
0045 FIG. 39 shows a superimposed video image depict
ing the pay table in response to a command by the player (e.g.,
by pressing a “Pay Table' key on the button panel), according

most of the display screen. Thus, the font may be fairly large
and may thereby be visible even by visually impaired people.
In various embodiments, the display of apparatus shows a
count in a game of blackjack. The count may represent the
number of high cards remaining in a deck (e.g., aces and
ten-value cards) less the number of low cards remaining in a

to Some embodiments.

deck.

0046 FIG. 40 shows a superimposed video image high
lighting the winning combination(s) (e.g., “7” “7” “7”) and
its associated pay line and depicting the award for that win
ning combination, according to some embodiments.
0047 FIG. 41 illustrates an embodiment of a gaming sys
tem in accordance with some embodiments.

0048 FIG. 42 is a perspective view of a slot machine 10.
0049 FIG. 43 illustrates schematically an embodiment of
a player tracking card 59 disposed in a card reader 58
0050 FIG. 44 is a perspective view of various possible
embodiments a gaming unit.
0051 FIG. 44A illustrates an embodiment of a control
panel for a gaming unit.
0052 FIG. 45 shows a game device according to some
embodiments.

0053 FIG. 46 shows an apparatus for playing a game,
according to some embodiments.
0054 FIG. 47 shows a block diagram of components for a
hand-reading system, according to Some embodiments.
0055 FIG. 48 shows an apparatus for shuffling and deal
ing cards, according to some embodiments.
DETAILED DESCRIPTION

Technology Problems
0056. In various embodiments, an establishment may
present information for guests or employees to view. It may
be important to present Such information in way that is acces
sible to all guests. For example, some guests may be visually
impaired. The guests may be unable to view print and/or print
with Small contrast.

0057. In various embodiments, it may be desirable to
make information in a game accessible to visually impaired
individuals. Such information may include information that is
necessary for the play of the game (e.g. information about
cards the player has received in a game of video poker). Such
information may include information that is helpful for a
player during the play of a game (e.g., a hint on what strategy
a player might use in a game).
0058. In various embodiments, an apparatus is used for
dealing cards. The apparatus may further be used for shuffling
cards. The apparatus may further be used for reading cards.
The apparatus may further be used to determine and to track
the order of cards in a deck. The apparatus may further be
used to display information about the order of cards in a deck.
The apparatus may, for example, determine a statistic which
is based on the order of cards in a deck. The apparatus may
determine a statistic which is based on the value or cards

remaining in a deck. The apparatus may display a statistic for
players or for casino employees to see.
0059. The apparatus for dealing cards may include a dis
play Screen, a series of light emitting diodes, a projection
display, or any other component for presenting visual infor
mation. The apparatus may include a large display, for
example, a display that is one foot at the diagonal. The appa
ratus may use the display to show a single number (e.g., a
single value of a statistic) in a font large enough to take up

Audio

0060. In some embodiments, a patron of an establishment
may be so visually impaired as to require audio aids to listen
to information. According to various embodiments, a card
dealer may include speakers, or other audio broadcasting
components. The speakers may broadcast messages. The
messages may be heard by visually impaired people, thereby
allowing the visually impaired people to perceive information
that might otherwise be difficult for them to get. In some
embodiments, an apparatus for dealing cards may keep track
of a statistic about the cards that remain in the apparatus. The
statistic may represent a count, for example. The card dealing
apparatus may broadcast the statistic using a speaker. In this
way, a player or a casino employee may be appraised of the
COunt.

Reading the Cards
0061 Imaging devices that capture images of rapidly
moving objects may fail to capture a clean or clear image.
Accordingly, in various embodiments, an object may be
slowed, held still, or stopped in order that a more clear image
may be obtained. According to various embodiments, an
apparatus for shuffling cards has an internal imaging device.
The apparatus may, one by one, push cards over the imaging
device, and then push the cards onto the top of a deck. The
apparatus may wait to push cards to the top of a deck until the
imaging device has successfully captured sufficient images to
accurately read the card. For example, the apparatus may
begin by moving one cardon top of the reader. The reader may
then capture one or more images of the card. Image data from
the card may then be transmitted to a processor of the appa
ratus. The processor may interpret the image data so as to
derive a rank and Suit for the card. If the processor cannot
interpret the image (e.g., the processor cannot determine a
rank or the processor cannot determine a Suit), then the pro
cessor may instruct the imaging device to gather more imag
ing data. The imaging device may then capture another
image, for example, and transmit data from the new image to
the processor. The processor may once again attempt to inter
pret the image, and so on. Once the processor is successfully
able to interpretan image, the processor may direct the appa
ratus to move the card currently on the imaging device to the
top of the deck waiting to be dealt, thereby making room on
top of the imaging device for the next card. Thus, in various
embodiments, the speed of dealing does not impose a con
straint on how quickly images must be read. Rather, an appa
ratus according to some embodiments may read card images
as slowly and as many times as need be so that the image is
properly captured and interpreted.
Cheating
0062. In various embodiments, managers at casinos may
be on the lookout for players they believe are playing unfairly.
For example, casinos may be on the lookout for blackjack
card counters. However, there may be a large time delay
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between the time when a player begins playing unfairly and
when such play is actually detected by casino employees. For
example, it may take awhile for a human observer to detect a
pattern of Suspicious play Such as might be used by a card
counter. Thus, in various embodiments, an apparatus for deal
ing cards obviates the advantage of having a player count
cards by itself counting cards and publishing the count.
Although the count may be published, various counter mea
Sures may be taken to eliminate a player advantage from a
favorable count. For example, new cards may be added to a
deck that has a favorable count for the player. Thus, in various
embodiments, a player who counts cards may not gain an
advantage because the count will be known to everyone and
the advantage of a favorable count will be countered.
0063. In various embodiments, a count may be published
at a blackjack table. For example, an apparatus for dealing
cards may have a display which shows the count. The table
may only allow people to beta constant amount, however. For
example, people may only be allowed to bet S10 per hand, no
more and no less. In some embodiments, people may be
allowed to sit down at the table (or to begin play at the table)
only when the count falls within a certain range (e.g., is below
a certain threshold). In various embodiments, once having sat
down to play, people may be required to play every game
without pause until they leave the table again.
Card Reader, Dealer, and Shuffler

0064 FIG. 48 shows an apparatus 4800 for shuffling and
dealing cards, according to some embodiments. The appara
tus includes a base 4801 in which various electronics may be
housed. Such electronics may include a processor, a memory,
a battery, a power source, and any other electronics.
0065. In various embodiments, the apparatus 4800 may
include a door 4802. The door may be opened so as to insert
or remove cards. The apparatus may include a slit 4804
through which cards may be expelled. Cards may be expelled
individually, for example. Cards may be expelled during a
process of dealing.
0.066. In various embodiments, dividers 4806, 4808, and
4810 separate the upper portion of the apparatus into three
regions. Each region may be just large enough to accommo
date the length and width of a card, or stack of cards. FIG. 48
depicts a stack of cards 4812 between the door 4802 and
divider 4806, as well as a stack of cards 4814 between divid
ers 4808 and 4810. No cards are shown between dividers

4806 and 4808, though cards could be there as well.
0067 Dividers 4806, 4808, and 4810 may retract into base
4801, or may protrude out of the base. When a divider is
retracted into the base, it allows cards to be pushed over it.
Thus, for example, when divider 4810 is retracted into the
base, cards may be pushed through slit 4804. When a divider
protrudes from the base, it prevents cards from passing
through or over the divider. Thus, for example, if divider 4806
is retracted but divider 4808 is protruding, then cards may be
moved across divider 4806, but will be stopped either at the
door 4802, or at divider 4808, depending on which way the
cards are moving.
0068. In various embodiments, wheels 4816, 4818, and
4820 are used to move cards around within apparatus 4800. In
various embodiments, wheels may be brought into contact
with the top card in a stack of cards through the extension of
an extendable/retractable arm. For example, wheel 4816 may
be brought into contact with the top card in card stack 4812
through the extension of arm 4826, as well as through the
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extension of the arm on the opposite side of wheel 4816. The
arm 4826 may be powered and controlled with a motor 4822.
For clarity, FIG. 48 only depicts extendable/retractable arms
for wheel 4816, though it will be appreciated that wheels
4818 and 4820 may have similar extendable/retractable arms.
Motor 4822 may be attached to the underside of the ceiling of
the apparatus 4800.
0069. In various embodiments, wheels 4816, 4818, and
4820 may becaused to turn in either direction. With respect to
wheel 4818, a belt 4830 is shown to provide a link between
motor 4824 and the wheel. The motor 4824 may cause the belt
to move in one direction or the other, thereby causing wheel
4818 to turn. If wheel 4818 is in contact with a card, the

friction of the wheel against the cards should cause the card to
OW.

(0070 For clarity, FIG. 48 depicts only a single belt. How
ever, it will be appreciated that all three of wheels 4816, 4818,
and 4820 may have belts. Further, for clarity, only a single
motor, motor 4824, is shown driving a belt. However, it will
be appreciate that there may exist other motors that drive belts
of for the other wheels. In various embodiments, a single
motor may drive both an extendable/retractable arm and a
belt. For example, motor 4822 may drive both a belt and an
extendable/retractable arm. In some embodiments, there is a

separate motor for driving a belt, and a separate motor for
driving an extendable/retractable arm.
0071. In various embodiments, apparatus 4800 may also
include an imaging device 4832. The imaging device may
capture images of cards that are resting on top of the imaging
device. Most of the imaging device may reside within the base
4801 of the apparatus 4800.
0072. In various embodiments, the apparatus 4800 may
include a display 4834. The display may show various types
of information. Such information may include a statistic
about cards remaining within the apparatus (e.g., a statistic
about cards remaining in a deck). The statistic may represent
a count Such as a count used in a game of blackjack to
determine whether or not a player is favored.
0073. Apparatus 4800 may shuffle a deck of cards in num
ber of ways. In some embodiments, all cards begin between
the door 4802 and the divider 4806. The top half of the deck
is then pushed over, one card at a time, so that it is between
divider 4808 and divider 4810. Thus, the deck has been

divided in half. Then, a card is pushed from between door
4802 and divider 4806 to between divider 4806 and divider

4808. Then, a card is pushed from between divider 4808 and
divider 4810 to between divider 4806 and divider 4808. Then,

a card is pushed from between door 4802 and divider 4806 to
between divider 4806 and divider 4808. In this way, cards are
alternately pushed from what was originally the top and bot
tom halves of the deck, into the middle region of the appara
tus. Thus, cards from the top and bottom halves of the deck
have been interwoven. This process may be repeated as many
times as desired.

0074. In various embodiments, after a deck has been
shuffled, the cards in the deck may be pushed, one by one,
over the imaging device 4832. For example, all cards may
start between the door 4802 and divider 4806. Then, each card

may be pushed one by one over imaging device 4832, and
then into the region between divider 4808 and divider 4810.
In this way, the imaging device may image each card, in order,
and the processor may thereby determine the order of cards in
the deck. The processor may use this information to maintain
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any desired statistic about cards remaining in the deck (e.g.,
after some number of cards have been dealt).
Various Embodiments
Game in the Different Environments

0075. In various embodiments, a gaming system provides
a platform for rapid play of card games, for maintenance of
proper odds in games, for more easy viewing of the gaming
experience by a player, for remote playing by a player, for
allowing players to play each other when the players are not
near each other, and for other benefits.

0076. In various embodiments, a computerized gaming
system manipulates electronic representations of cards. The
gaming system may randomly determine an order of cards,
using e.g., pseudo random algorithms. The gaming system
may then deal cards to one or more players by sequentially
dealing the cards to one or more players and/or to a house or
dealer. Depending on the game, players may make one or
more bets. Bets may be keyed in using any of a number of
possible interfaces, such as buttons, touch screens, computer
mice, trackballs, and so on. Depending on the game, players
may make one or more decisions in a game, including deci
sions concerning whether to be dealt another card, whether to
fold, whether to split their hands, or whether to make any
other appropriate decision. Players may make decisions using
any number of interfaces, such as using computer mice, but
tons, touch screens, trackballs, or any other interfaces.
0077. In various embodiments, a computer system
reshuffles cards after each game, or after a small number of
games. The reshuffling may be performed electronically, and
so may occur near instantaneously. This may save time over a
shuffling process that would be performed with a physical
deck of cards.

0078 Reshuffling a deck of cards after each game may
ensure that odds in each game remain constant or relatively
constant. For example, if cards are reshuffled after every
game, then counting strategies used in blackjack or other card
games may be rendered less effective or completely ineffec
tive.

0079. In various embodiments, cards numbered 1 through
6, or equivalently labeled, for example are used to play a game
of craps or to play another dice game. For example, in a game
of craps, a “roll' is simulated with the deal of two cards. As
will be appreciated, each roll of the dice is considered to be an
independent, random event. However, with a deck of cards
used to conduct a game of dice, one could in principle make
a prediction as to the next deal based on previous cards dealt.
This is because each card dealt alters the composition of the
remaining deck by depleting the deck of one card, now
known.

0080 A computerized system according to various
embodiments may allow games using cards to more closely
simulate games using dice. The computerized system may do
this, in Some embodiments, by frequently reshuffling elec
tronic decks, so that new cards dealt are independent of prior
cards dealt, just as new rolls of dice would be independent of
prior rolls of dice.
Infinite Deck of Cards

0081. A computerized system may also simulate an infi
nite deck or a very large deck of cards. An infinite deck or very
large deck may be impractical with respect to a physical deck
of cards. To simulate an infinite deck of cards, a computer
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system may deal a randomly chosen card when required.
However, after each card is dealt, the computer may make no
change to its selection process, e.g., the computer may make
no assumptions that a deck of remaining cards has been
depleted. Thus, the computer may, on the next card, deal the
exact same card that it had previously dealt. As will be appre
ciated, there may be other ways of simulating an infinite deck.
When an infinite deck is used, the odds of certain cards being
dealt do not depend on what cards have previously been dealt.
Thus, an infinite deck may be used to closely simulate a game
of dice.

Magnification
0082. A computer system for playing card games accord
ing to various embodiments, features a Zoom or magnification
option. A player can press abutton to increase the size of cards
displayed on his screen. The player may further touch par
ticular cards on a touch screen, or otherwise indicate Such

cards. The cards that a player has indicated may expand in
terms of their display size on a display Screen, so that they are
more easily visible to a player. The player may also reduce the
size of cards or other items displayed, e.g., so as to increase
his field of the game. For example, where a player is playing
against multiple opponents, the player may shrink the view of
an individual opponent's cards So as to be able to see all
opponents cards at once on the same display screen.
I0083. In various embodiments, a game may be played at a
physical gaming table. The table may include a felt tabletop
with markings, chip racks, seats, positions for players and
positions for dealers. However, some players at the table may
be visually challenged and unable to see cards, bets, or other
items at the table. According to Some embodiments, a camera
or other imaging device may capture an image of the table.
The image may be displayed on a monitor or other display
screen proximate to the player. The player may be able to
change the magnification of the image by Zooming in or
Zooming out. Thus, a visually impaired player may still be
able to follow the action at a table my referring to a display
screen where he can magnify an image of the display screen.
Simultaneity
I0084. In various embodiments, a computer system is
designed to allow simultaneous actions or decisions by play
ers in a game. In some embodiments, players compete against
one another in a card game using the rules of blackjack, for
example. Players bet and raise each other by putting money
into a pot. The winning player is the player who has a hand
with the point total closest to 21 without exceeding 21. In
Some embodiments, games can be played with different
maximum point totals, e.g., with 22 as a maximum point total.
In any event, in Such a game, a first player may derive an
advantage by delaying a decision to hit or stand until he has
seen whether or not another player has chosen to hit or stand.
Thus, to prevent any one player from deriving an advantage,
game rules may dictate that all players in game should make
a particular decision (e.g., a hit/stand decision) simulta
neously, or at least without knowledge of other players' hit
stand decisions.

I0085. In various embodiments, a computer system may
receive decisions from multiple players in a game. As the
computer system receives each decision, the computer sys
tem may store the decision in a computer memory. The com
puter may track how many player decisions have been
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received. When all player decisions have been received, the
computer system may reveal all decisions to all players. Such
as by showing the words “hit' or “stand” on a diagram rep
resenting player positions at a virtual table and/or by showing
the actual cards.

I0086. In various embodiments, each player in a game may
be prompted to make a decision in turn with the decision not
being made known or only partially known to other players.
For example, a player may make a hit decision, with the
resulting card being shown only to that player. Alternatively,
the player may make the hit decision, with the resulting card
being shown only to that player but with other players receiv
ing an indication of the decision. In either case, another player
may then be prompted to make a hit decision, either having no
or only limited knowledge of the pervious hit decision (i.e.,
when an indication of the decision was at least provided). At
Some later time, such as at the end of the game, for example,
all cards may then be made visible to all players.
0087. In a similar fashion, in various embodiments a com
puter system may allow simultaneous bets to be placed. For
example, all players in a game may simultaneously make the
decision to bet or not and when all player decisions have been
received, reveal all decisions/bet amounts to all players.
Thereafter, a player(s) that entered a lesser amount than
another may be prompted to fold or enter an additional bet
Such that all players have entered an equal amount, for
example. In this way, no one player can gain an advantage by
watching others bet before making his decision to bet.
People Don't Touch Cards
0088. In traditional games of blackjack, it may not be
desirable to allow players to touch cards. When players touch
cards, there is a risk that the players will mark the cards or
even replace the cards with card that are more to their benefit.
In traditional games of blackjack, cards are dealt face up, so
there is no particular need for a player to touch a card, because
the player can see everything he needs to know about the card
without touching it. However, if cards were dealt face down,
a player may be unable to see the card without touching it.
0089 Computer systems according to various embodi
ments allow certain cards to be visible only to an individual
player, and not his opponents, while still making it unneces
sary for a player to touch his cards. A computer system
according to various embodiments allows players to play
blackjack against one another, for example. Each player is
dealt at least one card which he is privileged to know, but
which no other player knows. The system allows players to
play at remote devices, terminals, computers, mobile gaming
devices, or other interfaces. Since the players are separate
from one another, cards can be displayed on a first player's
terminal without risk that the cards would be visible to other

players. A given player's terminal may display Some of the
cards belonging to other players, but not all cards belonging to
other players. For example, in a game of blackjack, each
player may begin with a hand in which one card is private
(visible only to that player) and in which one card is public
(visible to all players) and/or may receive a hit that is kept
private (visible only to that player) or public (visible to all
players). At some later time, such as at the end of the game, for
example, all cards may then be made visible to all players.
0090 Interface screens used with the computer system
may thus display cards for players to see privately, without the
necessity of players touching cards.
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0091. In some embodiments, a physical table, such as a
blackjack table, may include display Screens. However, the
screens may be viewable from only a very narrow viewing
range, e.g., due to barriers placed along the sides of the
display screen.
0092 Such screens may also allow players to privately
view cards without the necessity of having them touch cards.
0093. In various embodiments, any device that includes a
display (e.g., a mobile gaming device; e.g., a slot machine;
e.g., a personal computer) may display some or all cards dealt
in a game. For example, a mobile gaming device may display
not only the cards dealt to a particular player, but may also
display cards dealt to all other players. For instance, in the
early phases of a game, a player may be able to see only the
cards in his own hand. However, at the end of a game, a central
server may transmit to all player devices an indication of all
cards that had been dealt to all players in the game. Each
player device may then display the cards of every player in the
game. In this way, a player may be able to verify for himself
why he won or why he lost, since he may be able to compare
the value of his hand with the value of the other players
hands.
Table without Walls

0094. A traditional craps table has one or more walls or
barriers. The dice can be thrown against the wall to ensure the
randomness of the throw. The wall further prevents the dice
from escaping the confines of the table Surface. In various
embodiments, a game of craps, or another dice game is played
at a table without walls and/or without confinement of any
kind. Cards are used at the table in place of dice. Cards are
dealt from a deck consisting of only cards numbered 1
through 6. Since the cards are not thrown like dice, confine
ment for cards may be unnecessary. Therefore, various
embodiments may include a table for craps without walls.
The table may include standard felt markings, such as areas
for a pass line bet, a come bet, a don't pass bet, odds bets, and
other standard areas. However, the table may lack walls.
Mobile Gaming
0095. In various embodiments, players may play black
jack versus one another using a mobile gaming devices. Play
ers may each carry a handheld gaming device (i.e., mobile
gaming device). Each mobile gaming device may be in com
munication with a central server. A player may use his mobile
gaming device to enter decisions in a game. Decisions may
include indications of amounts to bet, indications of whether

to hit or stand, etc. A mobile gaming device may have buttons
corresponding to one or more possible decisions. For
example, there may be a "hit' button, “stand button, a
“double down” button, and other buttons appropriate to
blackjack. The mobile gaming device may transmit the deci
sions made by players to the central server. The central server
may shuffle cards using an electronic shuffling algorithm. The
central server may use other algorithms for determining what
cards should be dealt to what players. The central server may
then transmit to each mobile gaming device an indication of
cards that have been dealt. At the end of the game, the central
server may reference a set of game rules (e.g., game rules that
are stored in computer memory), in order to determine a game
winner. The central server may then provide an indication to
each participating player of the game winner. The central
server may also reveal hidden cards for one or more players,
and transmit an indication of Such cards to other players.
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0096. The central server may maintain an account associ
ated with a player. The account may comprise one or more
records stored in a database. The records may be stored in
computer memory. A player account may include informa
tion, such as a name of a player, an address of a player, any
other identifying information about a player, and/or any other
information about a player. The account may further include
information about a monetary balance, a balance of casino
credits, or any other balance of value. Thus, the account may
store a record of how much money belongs to a player. In
various embodiments, when a player indicates abet or wager,
Such as at a mobile gaming device, the server may deduct the
amount of the bet or wager from the player's account. In
various embodiments, when the player wins money, the
money won may be added back to the player's account.
0097. In various embodiments, a player device, such as a
mobile gaming device, personal computer, standalone slot
machine, or other device, may prompt a player to take an
action in a game. For example, a mobile gaming device may
display text prompting the player to either hit or stand in a
game of blackjack. A player device may prompt a player to
make a bet. For example, a player device may prompt a player
to decide whether to bet the pass-line or the don't-pass-line in
a game of craps. As another example, a player device may
prompt a player to decide how much to bet in a game. A
central server may initiate prompt messages, and transmit
Such messages to a player device, at which time the player
devices may display the prompts. In some embodiments, a
player device may initiate prompts, e.g., when logic stored
within the device determines that a prompt must be shown to
encourage a player to take action and move a game along.
0098. In various embodiments, a player may play craps or
another dice game using a mobile gaming device. The mobile
gaming device may present cards to a player in place of dice.
The cards may be numbered 1-6. On a given roll, the central
server may determine two cards from a randomly shuffled
deck of cards. The central server may then transmit an indi
cation of such cards to the mobile gaming device of the player.
The player may indicate bets through the mobile gaming
device. The player may press a button on the mobile gaming
device indicating a desire to make a new roll (e.g., in the event
that a game has not ended).
Motion Control

0099. In various embodiments, a mobile gaming device
may include one or more motion sensors. For example, the
mobile gaming device may include an accelerometer or gyro
Scope. The mobile gaming device may include one or more
location or positioning devices, such as a Global Positioning
System sensor. Logic contained within the mobile gaming
device or within the server may differentiate position sensor
readings in order to detect motion.
0100. A player may move the mobile gaming device in
order to indicate decision in a game. Sensors within the
mobile gaming device may pick up the motion of the mobile
gaming device. Logic within the mobile gaming device or
within the central server may interpret the motions as com
mands to be used in a game. The motions may be interpreted
as commands to make a bet, to beta certain amount, to raise,
to fold, to call, to check, to hit, to stand, to double down, to bet

the pass-line, to bet don't pass, or to make any other type of
bet in any game, or to take any other action in any game.
Blackjack Motion Control
0101. In various embodiments, a player may use a mobile
gaming device to play in a game of blackjack. In various
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embodiments, the player may compete against other players.
In traditional games of blackjack, a player might indicate a
decision with a tapping motion. For example, in traditional
games of blackjack the player may tap the table twice in order
to indicate a decision to hit. In various embodiments, a player
using a mobile gaming device to play blackjack may shake
the mobile gaming device twice in an up-and-down motion.
Card Dice Motion Control

0102. In various embodiments, a player may make a
motion with a mobile gaming device as if he is rolling the
dice. For example, the player may shake the mobile gaming
device from side to side as if he is cradling dice in his hands
and rolling them around in his hands. Then, the player may
make a large Sweeping motion with the mobile gaming device
as if actually rolling dice onto a table. The mobile gaming
device may deal one or more cards (e.g., from a deck of cards
numbered 1-6) upon detecting the player's Sweeping motion.
Internet

0103) In various embodiments, players may participate in
games over a network. Thus, in various embodiments, a com
puter system may include a central server in communication
over a network with one or more player devices. Player
devices may include mobile gaming device, personal com
puters, slot machines, or other devices. The network may be a
wireless network or a wired network. The network may be the
Internet. In various embodiments, players may participate in
games via personal computers while communicating over the
Internet with the central server. As with mobile gaming
devices, the central server may receive commands and
instructions from player devices, may determine cards dealt,
may calculate winners and losers, and may credit and debit
player accounts as appropriate.
Standalone Slot Machine.

0104. In various embodiments, a player may participate in
a game. Such as a game of blackjack or a game of dice using
cards in place of dice, at a standalone gaming device. A
standalone gaming device may include a fixed device. Such as
a slot machine, video poker machine, video keno machine,
bingo machine, or other device. The gaming device may be
networked to other gaming devices. For example, a number of
gaming devices may be linked to the same central server.
Thus, as with mobile gaming device and personal computers,
a central server may facilitate gaming competition among
players at different standalone devices.
0105. In some embodiments, a player may play a game of
blackjack according to various embodiments by himself at a
standalone gaming device. The gaming device may simulate
“virtual players' who are in competition with the player.
Thus, the real, or human player may play against e.g., six
virtual players in a game of blackjack. Each of the real and
virtual players may make bets and make decisions in the
game. The winner may be determined based on which of the
players is closest to 21 without having folded and without
having exceeded 21. If it is the real player who has won, then
the amount in the pot may be credited to the real player's
account, paid out in cash to the player, or otherwise provided
to the player. If it is a virtual player who has won, then the
house may keep any money from the pot.
0106 A player may play dice games at a standalone
device. The standalone device may deal cards that are num
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bered 1-6, so as to simulate rolls of dice. The player may win
or lose according the rules of the applicable dice game, e.g.,
Craps.

Deck Sorting Device
0107. In various embodiments, a deck with only cards 1-6
may beformed from another deck, such as from a standard 52
card deck or Such as from a plurality of such decks. The card
deck may be formed using a card sorter. According to some
embodiments, in operation, the card Sorter may receive a deck
containing the cards 1-6 as well as other cards, (e.g., 7, 8, 9.
10, J, Q, K). The card sorter may form two decks from this.
The first deck may include cards numbered 1-6, and the
second deck may contain all other cards. The two decks may
be separated, such as into two different stacks or heaps of
cards.

0108. A card sorter may include an optical reader or scan
ner for reading card faces. The card sorter may further include
a processor and memory. The processor and memory may be
formed from semiconductors or from any other materials.
The processor may be a standard Intel processor, or any other
processor.

Non-Computer Embodiments
0109. In various embodiments, where applicable, embodi
ments described herein may also be practiced without a com
puter system. For example, players may play blackjack
against one another using physical cards and physical chips
for betting. Players may also play craps or other dice games
using a physical deck of cards, where such cards have been
numbered 1-6.

0110. In general, like reference numerals in different fig
ures do not necessarily refer to the same item. Reference
numerals below, until otherwise specified, refer only to FIGS.
1 through 21.
Architecture of a System According to Various Embodiments
0111 Referring to FIG. 1, there is shown a block diagram
of interactive gaming system A10 according to various
embodiments. System A10 comprises controller A12 and a
plurality of gaming devices or machines G. Sub.1, G. Sub.2,
G. sub.3, G. Sub.N (collectively referred to herein as “gaming
machines A14). Each gaming machine A14 has a wagering
game that Such as a multi-spinning reel type wagering game,
e.g. video slot machines. Each gaming machine A14 includes
at least one display screen for viewing the player's results as
well as other player's results. If the wagering game is a video
slot machine, then the display screen can be used to view the
wagering game. Controller A12 is linked to and controls
gaming machines A14. Controller A12 includes central pro
cessing unit (“CPU) A16, random access memory A18.
read-only-memory A20, programmable interface circuitry
A22, display A24, user interface A26, random numbergen
erator A28, and one or more servers S. Sub.1, S. Sub.2, S. Sub.3,

S.Sub.M (collectively referred to herein as “servers’ A30.
Each server A30 is assigned to handle a specific number of
gaming machines A14. Interface circuitry A22 includes mul
tiplexing circuitry. However, it is to be understood that this
multiplexing circuitry can be replaced with address/data bus
and Suitable decoders within each gaming machine A14. Sys
temA10 further includes communication links A32. Commu

nication links A32 electronically link controller A12 with
gaming machines A14. Random number generator A28 is in
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communication with and controls gaming machines A14, via
interface circuitry A22. Such that gaming machines A14 have
totally impartial, random outputs as a function of stimuli
provided by random number generator A28. Each of the gam
ing machines A14 are provided with an enabling means such
as a push button, joy stick, video-game pad arm or “touch
screen” to activate and thus play the wagering game.
0112 Referring to FIG. 1, programmable interface cir
cuitry A22 may be programmed to effect data communication
between gaming machines A14 and controller A12 when
machines A14 and controller A12 are arranged in different
configurations. In various embodiments, controller A12 is
located in one particular location and each gaming machine
A14 is located at an internet location. In another embodiment,

controller A12 and gaming machines A14 are located in the
same physical location, e.g. within the same casino. When
each gaming machine A14 is located at an internet location,
each gaming machine A14 generally comprises the player's
personal computer and the appropriate Software. In various
embodiments, the player downloads software made available
on the internet by servers A30. The software enables the
player to communicate with controller A12 and to play the
wagering game and the desired theme game.
0113. When system A10 is configured such that gaming
machines A14 are located at remote sites that are linked to the

internet, the display screen of each player's personal com
puter is programmed to initially display the interior of a
casino. The player can scroll using the keyboard or mouse to
“move about the casino. In one embodiment, the player's
personal computer and Software are configured to provide
“sounds” of a typical casino environment. The “casino dis
played on the display Screen includes a plurality of groups or
banks of slot machines. Each group of slot machines is asso
ciated with a particular theme game. Indicia are provided to
identify which group of slot machines is associated with a
particular theme game. Each slot machine is associated with
an icon representing a chair or stool. When the player decides
to play a slot machine that is associated with a particular
theme game, he or she uses a computer mouse to "click” on
the “chair icon' in front of a slot machine that is part of the
bank of gaming machine associated with the desired theme
game. System A10 then “tags” that particular chair with the
player's name or alias that he or she uses on-line. The pre
programmed computer then provides a particular screen con
figuration that corresponds to the selected theme game. This
is discussed in detail below.

0114 System A10 can be controlled by a software pro
gram that effects implementation of the steps of the processes
according to various embodiments. Thus, it is to be under
stood that system A10 can have any one of a variety of
configurations, as described above, and that interface cir
cuitry A22 can be configured by CPU A16 to handle data
transfer between controller A12 and gaming machines A14 in
a manner that is compatible with any of the particular con
figurations discussed above. It is also to be understood that
controller A12, as described above, is just one example of a
suitable controller and that other suitable controller architec
ture can also be used.

0115 Gaming system A10, according to various embodi
ments, can be played by one or more players. Some of the
theme games are configured so that a plurality of players
playing at a particular bank of gaming machines can play as a
group. If a group of players are playing gaming system A10.
the group of players are referred to as a “Group”. In some
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embodiments, games may be configured in manner Such that
the players play against each other instead as a group. In
various embodiments, the system allows all players to com
municate with one another via e-mail while simultaneously
playing the Wagering games.
Remote Participation in a Live Casino Game
0116 Various embodiments pertain to the playing of
casino table type games such as roulette, dice and cards, from
remote locations while viewing actual games being played at
a casino or similar location.

0117. One of the games played in a casino is roulette. This
game is played at a table around which a number of players sit
or stand and bet by placing chips on a betting grid of numbers
in blocks, intersections of blocks, black and red plays and odd
and even number selections. A wheel is spun and a ball falls
into a numbered pocket as the wheel stops thereby determin
ing the winner of the game who is paid off at various odds
depending upon the type of bet placed. Such a game is played
at casinos throughout the world. There is usually a consider
able amount of interest and excitement around the table as the

game is played.
0118. The game of roulette is also played via the Internet.
Here there is a computer generated simulation of the roulette
table betting grid and spinning wheel. This type of game
originates from any location capable of housing the computer
and having the necessary telecommunication connections.
The player can play the game for fun only or make wagers
over the Internet such as by establishing and using a credit
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picture (video) of the actual casino table where the game is
being played. The remote terminal also contains its own com
puter (microprocessor) that has various functions. Among
these are the generation and display of an electronic repre
sentation of the table betting grid, this display also having a
touch type keypad in some embodiments. The player at the
terminal uses the keypad and electronically places abet on the
computer representation of the table betting grid under the
casino (house) roulette rules in the normal manner. He also
uses the touchpad to select the amount of the bet to be placed.
The remote terminal microprocessor is programmed with the
required information of odds to pay off when the player
makes a winning bet.
0.124. At the casino table the croupier conducts the game
in the normal manner. At a given time, normally just before or
when the ball is placed in the spinning wheel, no more bets are
accepted. This is signaled to the computers at the remote
terminals which locks out the players at these terminals from
placing any more bets. The players at the remote terminals
can watch the actual game play at the casino table and the
reactions of the players. When the ball drops in the wheel
pocket and the game at the casino is finished, the player sees
the winning number result. The result also is also made avail
able electronically at the remote terminals.
0.125 Invarious embodiments, the remote terminal micro
processor maintains the terminal player account balance
information. Upon the result of the game winning number
being transmitted to the remote terminal, the terminal micro
processor make a calculation against the bet made. If the bet

card account. The Internet and other telecommunication

was a loss, then the amount of the bet is subtracted from the

media may permit playing roulette from any location in the
world having the necessary equipment.
0119. A similar situation exists with other casino table
games Such as blackjack, dice and baccarat. In each of these
games players place bets on a table and there is player inter
action as the game is played as well as reaction in the crowd
watching.
0120 In various embodiments, a player establishes an

player's account. If the bet was a win, the amount of the win
is calculated at the usual casino odds, or at Some other odds as

set, and the appropriate amount of the win is credited to the
player's account.
0.126 Various embodiments pertain to players who are not
at the casino and, effectively, can be located anywhere in the
world. Here, the game being played at the casino is followed
by the camera and the picture of the game play and results are

information link with a casino from an interface station

transmitted via telecommunications to remote locations. The

including a video monitor and keypad. In response to the
player's entry of financial account information, the casino
establishes an information line with the player's financial
institution. The casino assigns the player to a gaming table at
which a "live' game is occurring, transmitting all images of
game play and instructions to the player. The player transmits
bet and game play information to the casino. Because of the
open line between the casino and player's financial institu
tion, bets are checked, winnings paid, and losses debited.
0121 Various embodiments include a system and method
for playing a roulette game in an interactive manner at a site
remote from the actual casino table while still having a view
of and experiencing the live casino action where the game is
being played. In accordance with various embodiments a
camera follows a game that is being played at a roulette table
in a casino. A microphone can also pick up the Sound of the
players at the table and the game play.
0122. In some embodiments, terminals are provided at

transmission mode can be the Internet, satellite or other wired

various locations in the casino remote from the table. The

terminals are connected to a distribution device that provides
the necessary communication between the players at the
remote terminals and the game being played at the casino

or wireless communication system, to players who play the
roulette games using devices such as personal computers or
modalities such as a TV set connected to the Internet with

control boxes such as offered by WEBTV or AOLTV. The
devices can be either of stationary type or of the portable type
which can communicate by wireless. A program can be
installed in or downloaded to the remote player's device that
has the features of the previously described casino remote
terminal. Such as betting odds calculation, generation and
display of a betting grid, placing a bet on the grid, etc.
I0127. In the remote player embodiments, the game being
played at the casino may be viewed and the game play sounds
heard by the player at the remote location. The player main
tains an account preferably at his own device that can have
access to a central computer Such as at a bank or credit card
company in communication with the player's device. The
player follows the table game by viewing the transmission
from the camera. When a game is completed at the casino the
result is transmitted and the player's computer makes the
necessary win and loss calculations based upon the result of
the game and this is entered in the player's account at his

table.

device.

0123. A remote terminal accepts cash or credit cards to set
up an account for the player. The remote terminal displays a

I0128. In some embodiments, a player who is not at the
casino table experiences the actual table play and crowd
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response and is able to make wagers without having to be
physically present at the game table in the casino. The results
of a bet are computed at the location of the player and the
player is presented with a running total of his account So he
can see the results of his wager and monitor the amount
wagered.
0129. Various embodiments pertain to games played at a
table Such as blackjack, dice, baccarat and similar games.
0130 Various embodiments may allow players to play
roulette and other casino table type games at remote locations
while following an actual game that is being played at a casino
table and using the results of the casino game to determine
betting results.
0131 Various embodiments provide a system and method
for playing roulette and other casino table type games in
which a player at a terminal or other device remote from a
game played at a casino game table follows the game at the
casino table, in which the player uses a computer located at
the terminal or device to place bets, and in which computa
tions are made of the winnings and losses as the actual game
is played.
0132 Various embodiments provide a method and system
for viewing a roulette or other table game played at a casino
from a remote location from which bets are made and wins

and losses are adjusted against an account balance of the
remote player.
0.133 FIG. 2 shows a conventional roulette table B10 that
is in common use at a casino. While various embodiments are

described relative to a roulette table its principles are appli
cable to other table games such as blackjack, dice and bac
carat. The table has the usual wheel B12 that is manually spun
by a croupier into which a ball B11 is dropped at the begin
ning of the game. The ball B11 is usually placed in a tray
B11a during the time it is not in use. A betting grid B13 is on
the table, the grid containing the usual format of squares or
rectangles with a number in each and other bet areas Such as
odd/even number, and red/black. A number of players stand
or sit around the table. A player makes a bet by placing one or
more chips of a given denomination on a number, intersection
of corners, on red/black, etc.
0134 Shown located above the table is a video camera

B14, such as a video camera that is of the full color type. The
camera B14 can be hidden, as are many cameras in a casino
used for Surveillance purposes, or can be a standalone visible
type if, for example, the presence of the remote play feature is
to be advertised. The camera field of view may be limited to
the hands of the players as they place bets on the table and
may not show the faces of the players. This may be done to
maintain privacy. A microphone B16 is also placed adjacent
the table to pick up the “crowd noise' of the players. The
microphone can be directional to pick up the Sound of the
spinning wheel and ball.
0135. The output cable B16 of the camera B14 and the
output cable B17 of the microphone B15 are shown. These are
connected to a distribution device B20 at a suitable location

that includes the type of broadcast facility that is to be used for
the system. For example, if the game is to be used only with
remote terminals at the casino, then there would be a type of
a closed circuit TV system. If the camera and audio output is
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0.136. Also associated with the table B10 is a control box
B18. This is to be used to indicate specific events of a game
during its play, such as start of a game and the close of betting
for a game, that is, betting status signals. The control box B18
can be actuated in a Suitable manner, such as manually actu
ated by the croupier, Voice actuated and actuated at a remote
location Such as by an operator at a central location that
monitors play at a table. In some embodiments, the control
box B18 can be associated with physical devices such as, for
example, a tray T in which the game ball B is placed and
which has a micro switch or other type of sensor. Placing the
ball in the tray triggers a signal that indicates the start of
betting for a new game and removing the ball from the tray to
place it in the wheel triggers a signal that the betting for the
game is terminated. The close of betting also can be indicated
by a motion detector or the video camera each for sensing
start of spinning of the wheel and opening of betting for a new
game by sensing the wheel stopping its rotation. These bet
ting status signals are transmitted via the distribution device
B20 to the remote terminals.

0.137 FIG. 3 shows a remote terminal B40 for use at a
casino or other location. The terminal B40 has an input sec
tion B39 that receives the video and data signals originating
from the table. Terminal B40 includes a video display B42
which receives the video pictures of the table B10 action
broadcast from the casino camera B14. There is also an audio

module B46 that has a speaker and suitable volume control to
play the sounds picked up from the casino table by the micro
phone and other audio information, as described below. The
picture of the game being played at the table and the table
sound are features that add to more realism for the player who
is playing the game remote from the casino table.
0.138 Terminal B40 also includes a computer module B48
which has a microprocessor and a memory. The computer
module preferably is of the type that makes the terminal B40
self-contained. That is, it has an application program that can
generate various displays, perform the necessary computa
tion for the odds of playing a game, and for keeping a running
account of the wins and losses of the player. The terminal
computer module B48 receives the betting result and betting
status data type signals produced at the table B10.
0.139 Remote terminal B40 also includes a display B44
which basically comprises three sections. The display B44 is
controlled by the terminal computer module B48 and a con
necting communication line B50 between the two is shown.
The display B44 essentially is an electronic table having
features that corresponds to the actual casino table.
0140. The display B44 has a section B44a that displays a
computer module B48 generated simulation of the table bet
ting grid. This section also can display other information Such
as the odds for various bets and bet combinations. The latter

type of information can be displayed continuously or only on
demand.

0.141. The second section B44b of the display B44 is a
touch type screen that has a numeric keypad B53 with the
usual 0-9 numbers, a touch type Enter key B54 and a display
window B55 that displays data that has been entered. As part
of a menu on the touch screen B44b is a set of keys for the
selection of the type of bet, that is, straight number, combi

to be broadcast over the Internet, then there would be a suit

nation of numbers, red/black and odd/even. The third section

able transmitter Such as by 'streaming video' and “streaming
audio'. If broadcast is to be by satellite then there would be
communication Such as by digital transmission.

B44c displays the account balance of the player. All of the
sections of the display B44 are generated and controlled by
the terminal computer module B48.

US 2012/0058814 A1

0142. The terminal B40 audio module B46 also interacts
with the computer module B48. The audio module can be
used to provide information to help the player place his bets.
For example, it can give messages to the effect that a new
game is starting, direct a player to place a bet on grid number
(s), and indicate that betting is closed. Instead of the audio
messages, the messages can be displayed on any one of the
sections of display B44 and there can be a combination of
audio and visual messages.
0143 A bill acceptor B47 is also part of the terminal B40.
Here the player inserts bills of currency to buildup credits in
his/her account. The bill acceptor accepts currency of the type
used at the casino or other type and of one or more denomi
nations. As the player inserts one or more bills into the accep
tor to open his account, the value is displayed in the display
section B44c. The acceptor B47 also can be replaced by a
credit card reader or one can be provided in addition to the
acceptor.

0144. The remote terminal B40 also has an internal printer
B49. When the player completes play at the terminal, he can
request a printout of his account which is provided by the
printer B49. This can be presented to a cashier at the casino to
be redeemed for cash or chips when there is a positive bal
ance. If the player is playing via a credit card, he can request
from the terminal that winnings in his account as stored in the
computer module B48 be electronically credited to his credit
card account at a credit card company or bank. A player can
obtain cash from a credit card, such as from an ATM machine.

(0145. In the operation of a remote terminal B40 for a new
player, the player inserts bills into the acceptor B47 or uses a
credit card. This opens the terminal and the amount of the
account is displayed on section B44c. The player then selects
a preferred bet amount, that is, the base amount of a bet such
as would correspond to a chip. For example, if a player opens
an account for S100 and a preferred bet amount of S5, he
would have the equivalent of 20 S5 chips ifactually playing at
the casino table. A stack or stacks of electronic chips of the
proper amount and values can be displayed Such as on the
electronic betting grid section B44a. The value of a chip can
be any amount, for example, even as Small as 25 cents. The
Small betting amounts usually are not permitted at the casino
table which often has a minimum bet of S5 or S10. The remote

terminals expand the customer base and the amount that the
casino owner or game operator can make during game play.
0146 The player views the play in process at the casino
table on the video display B42 and can play along with the
play at the casino. The video display B42 preferably is left on
at all times to attempt to induce play at a terminal.
0147 The player is advised that a new game is to start and
to place his bet. The start of a new game message, either audio
or visual, is triggered from the control box B18 associated
with the casino table. For example, as the ball B11 is placed in
the tray B11a at the casino table or the spinning of the wheel
stops, the distribution device at the casino broadcasts this to
the remote terminals. The player enters his bet via the touch
screen B44b. That is, the player selects whether it is a straight
number, combination or other type of bet. Different types of
bets can be made, like playing at the casino table. At the time
of placing a bet the player can consult the betting grid in
display section B44a. Instead of a touch type screen section
B44b to designate the number(s) or other type of bet, numbers
can be selected by a computer mouse point and click arrange
ment on the electronic grid table B44a. This is of use particu
larly where the terminal is a PC or other device that is off the
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casino physical site. In a PC or similar device, a part of the
display screen can be used for the video display and another
part for the computer generated functions, such as the betting
grid. In a device using an AOLTV or WEBTV converterbox
or similar device the display screen of a television screen
would be similarly divided.
(0.148. The type ofbet selected is displayed in window B55.
The player enters the number or grid intersection numbers if
the bet is a combination. This is also displayed in window
B55. The number, intersection, red/black or odd/even bet also

is displayed on the electronic betting grid section B44a. The
player then enters the amount of the bet which also is dis
played in window B55. The amount of the bet also can be
displayed on the betting grid section B44a Such as by showing
the stacking of the electronic chip or chips of the selected
amount at the proper location of the grid. The chips that are
bet are removed from the player's purchased stack of elec
tronic chips.
0149. The complete bet is displayed in window B55. If it is
acceptable, the player touching the Enter key B54. If not
acceptable, the bet is cancelled by touching a key on the
keypad B53, such as the star key, or a special Cancel key
provided in section B44b. At this time the bet data is entered
in the memory of the terminal computer module B48. If a
mouse is used, there would be a point and click at an Enter or
cancel box displayed on the screen.
0150. The player can place additional bets for the game
until a signal originating from the control box B18 at the
casino game table, such as by removing the ball B11 from the
tray B11a or the start of the wheel spinning, indicates that the
betting is closed for the present game. The computer B48 at
the remote terminal is locked out from accepting any more
bets. This can be indicated to the player at the remote terminal
by one or both of an audio and computer generated visible
message. During the time allotted for making bets the player
at the terminal can watch the action of the players and the bets
placed at the casino table B10.
0151. The game is played at the casino table B10 and the
players at both the casino and at the remote terminals watch
the wheel spinning and the ball dropping. The sounds at the
table also are broadcast to the players at the remote terminals.
The game result, that is, the winning number of the pocket
into which the ball dropped and its color, is sent from the
casino distribution device B20 to the individual remote ter

minals. The computer module B48 at a remote terminal B40
uses the game result and the bet(s) placed information to
compute whether there was a loss or a win. If a loss, the
computer subtracts the amount of the bet from the player's
account. If there was a win, the remote terminal computer
module B48 computes the amount of the win in accordance
with the odds of the type and the amount of the bet. That is,
each of straight number and number combination have dif
ferent odds and red/black and odd/even have the same odds

but different from the number type bets. The computer B48
has a program that provides for this calculation. The calcu
lated win amount is then credited to the player's account. The
account amount is displayed in the display section B44c.
0152. As can be seen, a player at a location remote from
the actual casino table can follow an actual game and can
experience much of the actual casino player reaction and
Sounds. This makes the remote player's participation in play
ing much more realistic and interesting.
0153. The foregoing description is based on a standard
casino setting, Such as found in Nevada and New Jersey
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U.S.A. It also applies to private casinos. That is, a religious or
Veterans organization holds a gambling night. The roulette
table and camera would be brought to the location of the
organization as well as remote terminals and communication
apparatus. The remote terminals can be placed throughout the
location for those who like to play alone or to handle any
overflow.

0154 Various embodiments are described relative to a
roulette table but have application to other casino table play
type games. For example, there can be a dice table at the
casino which has the camera and microphone described
above. Here, the remote terminal would have a video display
of the casino dice table and a compute generated representa
tion of the table. The player at the remote terminal places a bet
and plays along with the player at the casino. Here also,
appropriate betting status signals are sent to the remote ter
minals to designate the opening and closing of betting, plac
ing additional bets and results of the game. As before, a
program in the remote terminal computer module calculates
the winning based on house or other odds and credits this to
the remote terminal player's account. Losses are Subtracted.
0155 The remote terminal video display of actual game
content is also applicable to card games Such as blackjack,
poker and baccarat.
0156 A separate remote terminal can be provided for each
type of game or a single universal terminal can be provided
for two or more of the table games.
0157 Specific features of the various embodiments are
shown in one or more of the drawings for convenience only, as
each feature may be combined with other features in accor
dance with various embodiments. Alternative embodiments

will be recognized by those skilled in the art and are intended
to be included within the scope of the claims. Accordingly, the
above description should be construed as illustrative and not
limiting.
Casino with On-Line Presence

0158 FIG. 4A shows a casino offering both in-house and
on-line (over a network) gaming, according to various
embodiments. In FIG. 4A, casino C105 includes various

gaming devices, such as slot machine C110 and blackjack
C115. (A person skilled in the art will recognize other games
casino C105 might offer.) Casino C105 also includes server
C120, which tracks a player's activity within the casino. Thus,
as the player uses slot machine C110 or blackjack table C115,
the player's coin-in, winnings, etc. is all tracked via server
C120. The tracked data can be stored locally on server C120,
or it can be stored in a secure server offsite (see FIG.5 below).
In addition, server C120, although shown as physically within
the confines of casino C105, can be located outside casino
C105.

0159 Casino C105 also offers on-line gaming web site
C125. Web site C125 offers Internet gaming similar to that
offered in-house at casino C105, but without using the physi
cal devices available in-house. For example, web site C125
might offer on-line versions of slot machine game C130 or
blackjack game C135. The credits used by the player in Inter
net gaming can come from any desired source. For example,
the player can input a credit card number to web site C125,
which then issues the player a number of credits in exchange
for a charge to the player's credit card. Or the player can use
credits associated with the player's account. Systems for
transferring credits from a player's account to a gaming
device are described in U.S. patent application Ser. No.
09/134,285, filed Aug. 14, 1998, and U.S. patent application
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Ser. No. 09/694,065, filed Nov. 19, 2000, which are hereby
incorporated by reference. A person skilled in the art will
recognize how the systems can be modified to transfer credits
to a web site offering Internet gaming.
(0160 To use web site C125, a user connects to web site
C125 from a computer, such as computer system C140,
across network C145. Computer system C140 conventionally
includes computer C145, monitor C150, keyboard C155, and
mouse C160. A person skilled in the art will recognize that
although computer system C140 is shown as a desktop per
Sonal computer, other types of computers are contemplated in
various embodiments. For example, computer system C140
can also be an Internet appliance, with monitor C150, key
board C155, and mouse C160 integrated into the housing of
computer C145. Computer system C140 can also take other
forms: for example, a personal digital assistant (PDA) or
other handheld device, or even a cellular telephone. Optional
equipment not shown as part of computer system C140 in
FIG. 4A are other input/output devices, such as a printer. Also
not shown in FIG. 4A are the conventional internal compo
nents of computer system C140: e.g., a central processing
unit, memory, file system, etc. Similarly, network C145 can
be any variety of network, such as a local area network
(LAN), wide area network (WAN), wireless network, or glo
bal network (such as the Internet), among others. Network
C145 can also be any combination of the above networks used
to connect computer system C140 and web site C125.
0.161 Although FIG. 4A shows web site C125 as being
stored on server C120 within casino C105, a person skilled in
the art will recognize that web site C125 can be stored on
other servers. Similarly, web site C125 can be accessible
through server C105 or can be totally separate, so that con
necting to web site C125 does not require a path through
server C120. For example, FIG. 4B shows an alternative
embodiment. In FIG. 4B, web site C125 is hosted by server
C150, which is separate from casino C105. Server C150 can
be owned by casino C105, but physically separate from server
C120. In this embodiment, where server C150 and server

C120 are separate devices, typically server C150 does not
store any player tracking information, which is preferably
stored on server C120. Server C150 can also be located in a

different environment, outside casino C105. Or server C150

can be a third party server, operated by a third party instead of
casino C105 (but perhaps with direction from casino C105).
A person skilled in the art will recognize other possible varia
tions.

0162 Even if casino C105 does not own or operate server
C150, casino C105 will want to be able to track the player's
activity on web site C125. To enable this tracking, server
C150 can report the player's activities to casino C150. Con
nection C155 enables server C150 to report a player's activi
ties to casino C105. A person skilled in the art will recognize
that connection C155 does not have to be a direct physical
connection. Instead, server C150 can connect to casino C105
via network C145.

(0163 Although FIGS. 4A and 4B show web site C125 as
providing the on-line equivalent of gaming in-house at the
casino, web site C125 can provide other forms of entertain
ment to players. For example, rather than playing for money,
web site C125 can offer players a play-for-fun site. In this
configuration, when players use web site C125, they are not
risking their own money. Nevertheless, casino C105 might
want to track the player's activities, to reward the player for
loyalty. For example, the player might earn points that are
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redeemable at the casino. Thus, even though the casino does
not directly profit from the player's activities, there is an
indirect profit motive, as the player will eventually visit the
casino to redeem the points accrued, and hopefully spend
money gambling at the casino. In addition, if the casino offers
multiple web sites to players, some of the web sites can be
configured for on-line gaming, and others can be configured
for play-for-fun.
0164 Returning to FIG. 4A, as the player plays in-house at
casino C105, playing for example slot machine C110 or
blackjack table C115, information about the player's activity
is tracked. Similarly, as the player plays on-line at web site
C125, playing for example slot machine game C130 or black
jack game C135, information about the player's activity is
tracked. In some embodiments, the combined data is stored

offsite in a secure server (as shown in FIG. 5 below). In a
second embodiment the combined data is stored in server

C120. Regardless of where the data is stored, the combined
data gives the casino more information about the player that it
might otherwise have had.
0.165 Although FIGS. 4A and 4B only show a single
casino, a person skilled in the art will recognize that various
embodiments may include multiple casino properties. For
example, a single web site can track on-line gaming activity
for players registered with more than one casino property. In
addition, a single casino can have more than one web site
(hosted on one or more servers, all of which can be distinct
from server C120), with player tracking data being reported
to server C120. A person skilled in the art will recognize other
possible variations.
0166 FIG. 5 shows a player communicating through the
server of the casino of FIG. 4A, according to some embodi
ments. In FIG. 5, computer system 140 is shown communi
cating with server C120. Server C120, in turn communicates
with ASP server C205, which in turn communicates with
Secure server C210 behind firewall C215. Secure server C210

can be used to store sensitive data: for example, a player
tracking data storing data about a player's activities and his
personal information, among other possibilities.
0167 ASP server C205 is responsible for managing
secure communications between server C120 and secure

server C210. In a preferred embodiment, server C120 sends
eXtensible Markup Language (XML) requests to ASP server
C205, which is the only device permitted to access secure
server C210 behind firewall C215. But a person skilled in the
art will recognize that server C120 can communicate with
ASP server C205 other than by using XML. By having secure
server C210 communicate with ASP server C205 rather than

secure server C210, sensitive data can be kept secure on
secure server C210 but still accessible from outside firewall

C210 if the request is transmitted in the correct manner. ASP
server C205 can then communicate with secure server C210

to obtain the response to the requests, which can be securely
transmitted back to server C120, preferably using XML.
Server C120 can then transform the XML response into
HyperTextMarkup Language (HTML) using an eXtensible
Stylesheet Language (XSL) Transformation (XSLT). The
resulting HTML can then be displayed to the player on com
puter system C140.
(0168 Communication between server C120 and ASP
server C205 may be encrypted. Any encryption scheme can
be used: the Secure Sockets Layer (SSL) encryption protocol
used on the Internet is a standard that can be applied to
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encrypt the communication. Similarly, communication
between ASP server C205 and secure server C210 is prefer
ably encrypted.
0169. As an example of how the communications scheme
of FIG. 5 can be used, consider the situation in which the

player wants to update his personal information. (In this
example, encrypted communications are not described, but a
person skilled in the art will recognize how to introduce
encrypted communications into the example.) Since personal
information is sensitive (the player would not want it publicly
available), the data would be stored on secure server C210,
behind firewall C215. So, using server C120 the player can
request to view his player data. (It is assumed at this point that
the player has identified himself to the system.) The browser
request made of server C120 is translated into an XML
request of ASP server C205, which is forwarded to secure
server C210. Secure server C210 responds with the personal
information, which is formed into XML and forwarded to
server C120. Server C120 uses XSLT to transform the XML

data into an HTML page, which can then be presented to the
user. Using a form, the player can update his personal data.
XML form data can then be posted to ASP server C205, which
can update the database on secure server C210. ASP server
C205 sends an XML confirmation message back to server
C120, which again uses XSLT to transform the XML confir
mation message into HTML, which can be presented to the
USC.

Registering a Player
0170. Of course, before a player can receive a benefit
according to FIGS. 6 and 7, the player must be registered with
the casino. The most traditional way for a player to register
with the system is to have the player come in to the casino to
register. A casino employee enters player data (either from a
form prepared by the player or live as the player provides the
data) into a computer and gives the player a player card. Then,
when the playeruses the player card at any gaming device, the
system can track the player's activity. The player card can also
have a number imprinted on it that is unique to that player
card: the player can then use that number to identify himself
for on-line gaming.
0171 Instead of having players come to the casino in
person to register an account, there are other ways in which
players can be registered with the system. For example, the
player can fill out an electronic form, over the Internet. The
player can then be mailed the player card, and/or can be issued
electronically an identification number that can be used for
on-line gaming.
0172 Other ways can also be used to register the player.
For example, software exists that allow the Internet Protocol
(IP) address of a computer to be located geographically.
Using Such software, a player can be located without having
to type any information. When the player first sets up his
account, the system can determine the player's location based
on his IP address. But IP addresses identify computers, not
persons: it is not possible to determine who is using the
computer from the IP address. Further, if IP addresses are
dynamically assigned, they do not even uniquely identify a
computer.

0173 Instead of assigning the player an identification
number, an existing ID for the player can be used. For
example, each state assigns persons in the state a unique
driver's license number. The combination of the issuing state
and the ID number can uniquely identify a player. The player
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can input this information to the system, and the system can
forward the information to a third party database. The third
party database can then return information about the player.
The combination of issuing state and ID number can be used
both to obtain information about a player for registration
purposes (in setting up the player's account) and for identifi
cation purposes (for using the account).
0174. In various embodiments, a combination of methods
is used to register a player. First, the IP address of the com
puter is checked to determine the player's location. Then the
player is prompted for his ID number and issuing agency. The
ID number and issuing agency are forwarded to the third party
database, both to verify the player's location as determined by
IP address and to obtain player demographic information. If
the player's location is verified, the account is registered
using the player's IP address, ID number, and issuing agency.
But if the player's location is not verified, then the player is
requested to telephone the casino or come in personally, and
have a casino employee register the player's account.
Setting Player Preferences
0175 Various embodiments provide a gaming machine
that may be customized according to one or more player
preferences. A player may view and modify player prefer
ences stored in a player preference account as preference
account information. The preference account information
may include but is not limited to loyalty point account infor
mation, loyalty point account settings, promotional opportu
nities, preferred games, preferred game features for the pre
ferred games, preferred gaming machine settings, preferred
bonus games, preferred service options and preferred pro
gressive games. The preference account information may be
stored in a plurality of preference accounts on a preference
account server. Using a preference account interface which
may be compatible with a web-browser, a player may be able
to view and modify preference account information stored on
the preference account server from a number of remote
devices such as a gaming machine, a home computer, a hotel
room video interface and a casino kiosk.
Collusion Detection

0176 It will be appreciated that the game of poker is a
mixed game, combining elements of both chance and skill or
strategy. It is known for two or more players in a poker game
to co-ordinate their respective playing strategies in order to
gain an advantage over the remaining players in the game,
thereby destroying the fairness of the game.
0177 Some embodiments will be described with particu
lar reference to a system for detecting and controlling collu
sion in a game of poker. However, this application is not to be
construed as limiting, in various embodiments.
0.178 Referring to FIG. 8, a system for detecting and con
trolling collusion in a game of poker is indicted generally by
reference numeral (D1). The system (D1) includes a gaming
server (D2) and a number of portals (D3a, D3b) in the form of
websites on the World Wide Web of the Internet. In this

embodiment, each one of the portal websites is an online
casino website hosted on a corresponding casino web server
(not shown). For convenience, various embodiments will be
described with particular reference to only two such online
casino websites (D3a, D3b). Each one of the casino websites
(D3a, D3b) is accessible by one or more would-be poker
players (not shown). Each would-be poker player accesses a
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casino website by means of a corresponding Internet-enabled
computer workstation having a display (D5) and an associ
ated pointing device (D6), Such a mouse or, alternatively, a
touchpad. In this embodiment, casino website (D3a) is shown
as having one computer workstation (D4) logically connected
thereto, whereas casino website (D3b) is shown as being
logically connected to two such computer workstations. It
will be appreciated by those skilled in the art that such online
casino websites (D3a, D3b) can be logically connected to any
number of computer workstations (D4) simultaneously,
which number is physically limited only by considerations of
processing power and Internet access bandwidth.
0179 The system (D1) includes, further an administration
facility (D13) in the form of an application web server, which
is communicable with the gaming server (D2) along a com
munication channel (D12). The detailed operation of the
application web server (D13) will be outlined in the descrip
tion that follows. The system (D1) also includes a collusion
detection server (D14) that is communicable with the gaming
server (D2) along the communication channel (D12).
0180. The gaming server (D2), the online casino web serv
ers (not shown) corresponding to the online casino websites
(D3a, D3b), the computer workstations (D4), the application
web server (D13) and the collusion detection server (D14) are
capable of communicating with each other by means of an
open communication channel that is, in this embodiment, the
Internet. Although the Internet is a single packet-switched
communication network, it represented in FIG. 8, for conve
nience, as separate logical communication channels (D7, D8,
D9, D10, D11 and D12).
0181. The application web server (D13) maintains a clear
ing account facility (D15) that has a clearing account corre
sponding to each one of the casino websites (D3a, D3b).
Analogously, each online casino web server (D3a, D3b)
includes a corresponding credit account facility (D16a,
D16b) with a credit account corresponding to each player
who participates in the game of poker through one of the
computer workstations (D4). In the illustrated embodiment,
the credit account facility (D16a) therefore has one player
account associated with it, while credit account facility
(D16b) has two associated player credit accounts.
0182. The gaming server (D2) operates under control of a
stored program capable of enabling a predetermined maxi
mum number, say 8, of players to participate in an instance of
the game of poker. When the number of players reaches this
predetermined maximum number, the stored program causes
a further instance of the game to be initiated, the new instance
also being capable of accommodating a further 8 players. In
addition, the stored program initiates different instances of
the game for each one of a number of different levels of play
that are, in this embodiment, S1/S2, S21 S4, S5/S10, S10/S20,
S20/$40, fixed limit games over $20/$40, and pot limit games.
In this manner the gaming server is capable, under stored
program control, of spawning as many separate instances of
the game as required in order to accommodate the require
ment of a pool of players who desire to play the game at
different levels of play, in groups of a maximum of 8. Each
instance of the game spawned in this manner is treated as
totally independent of the other instances.
0183. The online casino websites (D3a, D3b) enable a
player desiring to join the game to request, by means of one of
the computer workstations (D4), participation in the game
and, once admitted to a particular instance of the game, to
place a wager on a turn of that instance. Each participating
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player is presented with an identical graphical user interface
(GUI) on the display (D5) of his respective computer work
station (D4) by the stored program in the gaming server (D2).
The GUI presents to the player a suitable display of a poker
game (not shown) with appropriate icons that enable the
player to make his own desired game play decisions and to
monitor the progress of the game by viewing the game play
decisions of the other participating players in the same
instance of the game.
0184 As shown in FIG. 9, the stored program also pro
vides a wagering means (D17) operable by any participating
player to place a wager on a turn of the game, as well as a
discrimination means (D18) capable of determining whether
any wager placed by any one of the participating players on
the turn of the instance of the game of poker is successful or
unsuccessful. The stored program in the gaming server (D2)
also maintains a dynamic register (D19) of all players admit
ted to, and actively participating in, all the spawned instances
of the poker from time to time, together with data represen
tative of a corresponding portal (D3a, D3b) through which
each participating player accessed the game. The dynamic
register (D19) also contains data representative of an instance
of the game in which the player is participating. The applica
tion web server (D13) also settles the wagers of the partici
pating players after completion of every turn of all instances
of the game.
0185. In use, a player wishing to participate in the game of
poker uses a computer workstation (D4) to access an online
casino website (D3a, D3b) of his choice. The player is pre
sented with an icon (not shown) on the GUI on his computer
workstation (D4), which the user can activate in order to
request participation in the poker game at a desired level of
play. The user's request for participation is passed by the
online casino website (D3a, D3b) to the gaming server (D2),
which adjudicates and processes the request in the following
manner: 1... if all existing instances of the poker game at the
desired level of play are currently being played by 8 players,
the existing instances of the game are all fully occupied and
the would-be player cannot be admitted. The user is notified
of the situation and is prompted to join a waiting list of
would-be players; 2. if any one of the existing instances of the
poker game at the desired level of play does have a vacancy,
the would-be player is removed from the waiting list and
admitted to that instance of the game and an appropriate GUI
is presented to the newly-admitted player to allow him to play
the game and to place wagers thereon; 3. the register of active
participating players is updated to include the details of the
newly-admitted player, together with data representative of
the online casino website (D3a or D3b) from which the player
was admitted to the game, as well as the particular instance of
the game to which he has been admitted; 4. when the waiting
list of would-be players at any particular level of play has
grown Sufficiently large, say 4 or 5, the gaming server spawns
a new instance of the game at that level of play to accommo
date the would-be players in the waiting list, and the list is
flushed; and 5. the register of active participating players is
updated to include the details of all the newly-admitted play
ers in the newly-spawned instance of the game, together with
data representative of an online casino website (D3a or D3b)
from which the players were admitted to the game, as well as
the particular instance of the game to which the players have
been admitted.

0186. Any player is able to leave the instance of the poker
game in which he is participating at any time upon completion
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of a turn of that instance of the game. When a participating
player leaves an instance of the poker game, the player's
departure results in the following actions: 1. the GUI corre
sponding to the poker game on the computer workstation is
replaced by one allowing the player to select another casino
game to play; 2. the departing player's details are removed
from the register of active participating players; and 3. the
remaining instances of the game are analyzed in order to
collapse any sparsely populated instances of the game and to
consolidate the participating players in these instances into a
single more densely-populated instance of the game.
0187. The participating players in any instance of the
game utilize the wagering means (D17) to place wagers from
time to time on a turn of the poker game and to effect playing
decisions required during the progress of the turn, as
described above. Once the turn of the game has been com
pleted, the discrimination means (D18) determines which of
the players is the winner of the turn and the application web
server (D13) settles the wagers placed by the participating
players on that turn of the instance of the game, as follows: 1.
the gaming server (D2) notifies an online casino website
(D3a, D3b) associated with each player who has made a
wager on the turn of the game. Each online casino website
(D3a, D3b) then debits the individual credit account of its
associated player by an amount equivalent to the magnitude
of that player's wager; 2. the clearing account of an online
casino website (D3a, D3b) associated with each player who
has made a wager on the turn of the game is then debited by
an amount equivalent to the magnitude of that player's cor
responding wager; 3. the clearing account of an online casino
website (D3a, D3b) associated with the player who has made
the Successful wager on the turn of the game is credited by an
amount equivalent to the total of all the wagers inclusive of
the Successful wager; and 4. the gaming server (D2) also
notifies the online casino website (D3a, D3b) associated with
the Successful player and that online casino website credits
the individual credit account of the successful player by an
amount equivalent to the total of all the wagers inclusive of
the Successful wager.
0188 It is anticipated that the wagers placed by the par
ticipating players in the game will be made with credit pur
chased by Such players prior to their participation in the game.
For this purpose each online casino (D3a, D3b) includes
credit-dispensing means (not shown) capable of dispensing
credit to any player who wishes to participate in the poker
game. The player may purchase credit by means of conven
tional credit or debit card payment facilities that are well
known in the art and that will not be described here in detail.

Whenever a player purchases credit from the credit dispens
ing means, the corresponding online casino (D3a, D3b) cred
its that player's credit account with an amount equivalent to
the quantity of credit purchased by the player.
0189 In various embodiments, the application server
(D13) withholds a portion of the total of all the wagers on
each turn of the game as a rake for the benefit of the operator
of the gaming server (D2) and the online casino websites
(D3a, D3b). A portion of the rake is credited to the clearing
account of each of the online casinos (D3a, D3b) as a function
of the proportion of players participating in the turn of the
instance of the game through that particular casino website. In
this variation of the embodiment, the clearing account of the
casino (D3a or D3b) associated with the player who has made
a Successful wager on the turn of the game is credited with an
amount equivalent to the total of all the wagers inclusive of
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the Successful wager, less the amount of the rake. Analo
gously, the credit account of the player who has made the
Successful wager is credited by an amount equivalent to the
total of all the wagers, inclusive of the Successful wager, less
the rake.

0190. The collusion detection server (D14) maintains a
recording means in the form of a collusion detection database
(D20), the function of which will be described in greater
detail below. The collusion detection server (D14) operates
under control of a stored program capable of logging the
playing history of each player who participates an instance of
the game of poker at Some time. The playing history includes
an amount wagered on each turn of the game in which the
player has participated, as well as a corresponding outcome of
the wager. The outcome of the wager is taken to be a profit
made on the wager, if successful, and an amount of the wager
that is forfeited by the player if the wager is unsuccessful. In
this particular embodiment, the outcome of the Successful
wager is thus the total of all the wagers by the participating
players in the turn of the instance of the game of poker, less
the amount wagered by the winning player, less the amount of
the rake. The logged information is recorded in the collusion
detection database (D20).
0191 As shown in FIG. 10, the stored program in the
collusion detection server (D14) provides a ranking facility
(D21) that is operable to derive from the logged playing
history of each player, a corresponding primary statistic. A
player's primary statistic is re-calculated by the ranking facil
ity (D21) each time the player's playing history is updated
with the outcome of a further turn of the game in which the
player has participated. The derived primary statistic is stored
in the collusion detection database (D20). The primary sta
tistic is a player's win/loss ratio over all turns played by the
player, which is calculated as: win times./.times. loss times.
...times. (all times...times. hands times...times. played)=Units
+/-na where: Units+/-=sum of the outcomes of all the

wagers; and na number of hands played by the player.
0.192 The stored program in the collusion detection server
(D14) also provides a monitoring means (D22) for continu
ously monitoring the primary statistic of any player in the
collusion detection database (D20). The monitoring means
(D21) generates an output in the form of a flag when the
primary statistic of any player changes by more than a pre
determined threshold. Such a change indicates a change in
that player's pattern of play and this may serve as an indicator
of possible collusion by that player that is worthy of further
investigation. In order to minimize the possibility of generat
ing spurious flags, the ranking facility (D21) derives the pri
mary statistic for a player once a playing history exceeding
300 turns of the game has been logged in the collusion detec
tion server (D14). It is anticipated that a particular player's
win/loss ratio will differ according to a level at which the
game is played, the player being more cautious when playing
the game at a high level. For this reason, the ranking facility
(D21) computes a primary statistic for each player for each
level at which the game may be played. In this instance, the
levels of play are: games up to S1/S2, games from S2/S4 to
S5/S10, games from S10/S20 to $20/$40, fixed limit games
over $20/$40, Pot Limit games, and No Limit games. Thus a
primary statistic for a particular level of play will only be
derived by the ranking facility (D21) when a playing history
of 300 turns of the game has been logged for that particular
level of play.
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0193 The stored program in the collusion detection server
(D14) also provides a control facility (D23) that acts on the
flag generated by the monitoring means (D21) by Suspending
the corresponding player from further participation in the
game of poker.
0194 The ranking facility (D21) also computes a number
of secondary statistics relating to each player. When the pri
mary statistic has a positive value, indicating a winning
player, a first secondary statistic is a breakdown of that play
er's winnings from the other players in the instance of the
game. If an inordinate percentage of that player's winnings is
derived from one or more other players, the monitoring means
(D22) generates a flag. Such a skewed pattern of winnings is
a further indicator of possible collusion by the winning
player.
0.195 A further secondary statistic, which is computed
when the primary statistic for a player is negative, indicating
a losing player, is a breakdown of that player's losses to the
other players in the instance of the game. If an inordinate
percentage of that player's losses are made to one or more
other players, the monitoring means (D22) generates a flag.
0196. A still further secondary statistic is computed as:
raises with/without a Raising Hand-R/RH where: R=total
number of raises; and RH-number of raising hands.
0.197 Each game play decision by a player to raise a prior
wager is analyzed by an analysis facility (D24) connected to
the gaming server (D2). The analysis facility (D24) evaluates
whether the game play decision was optimal in the light of the
cards in the players hand. A ratio close to 1 indicates that the
player is raising correctly. A ratio significantly greater than 1
means that the player is raising too often with hands that are
not adjudged to be raising hands. This indicates that the player
is a poor player, or a colluder, and a flag is raised by the
monitoring means (D22).
0198 As a yet further statistic, a player's losses arising
from all raises are broken down and analyzed. An inordinately
high proportion of losses to one or more other participating
players causes the monitoring means (D22) to raise a flag.
0199. It is anticipated that the two previous secondary
statistics can be advantageously employed to quickly analyze
a new participating player. With a logged playing history of
only 20 or 30 turns of the game, these secondary statistics will
be accurate enough to enable the monitoring means (D22) to
raise a flag, when required.
Sports Betting
0200 Various embodiments provide a system and method
for conducting sports and event betting. According to one
aspect, the ease of using a network (e.g., the Internet, cellular,
and/or other type of network) is combined with sports and
event betting at a land-based casino. Thus, sport and other
types of event betting are improved, as betting is more con
venient to the bettor.

0201 According to one embodiment, a bettor may sign
onto a website (e.g., through the Internet and/or other type of
network) to place abet on any sports or other event including
professional and college football, Soccer, baseball, basket
ball, auto racing, and ice hockey, as well as cricket, rugby, and
various sports tournaments including the NCAA Men's and
Women's Basketball Championships and World Cup Soccer.
Other events upon which abet may be placed include any type
ofevent, such as, for example, choosing the winner of a reality
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television show (e.g., the Survivor reality show), when the
first person lands on Mars, or the winner of the next United
States Presidential election.

0202 According to one embodiment, a website (e.g.,
made available through the Internet or other type of network)
includes a listing of all the possible bets that may be made.
According to another embodiment, the bettor may then select
the wagers to be made on-line and register the wagers to be
made with the casino. One advantage of this is especially
apparent for complicated or multiple selection events that
may involve multiple selections of events to occur. For
instance, a bet involving the entire NCAA Men's Basketball
Championship Tournament which has 63 games and 64 teams
is a complicated bet that may require multiple event selec
tions. In another example, choosing a fantasy league team
(e.g. for the National Football League (NFL)) may have as
many as 30 team members or positions and as many as 60
choices for each position, further complicating the wagering
process. However, such traditional wagers were limited to
being placed in the gaming establishment by the bettor.
According to one aspect, the bettor is permitted to arrange the
bet outside of the gaming establishment, and to make pay
ment for the bet in a legal manner.
0203. According to various embodiments, a bettor may
propose a bet for the website operator to consider. According
to various embodiments, a registration number is issued by
the website operator if the bet is accepted. According to
various embodiments, the bettor then proceeds to the land
based casino running the website and pays for the registered
bet. According to various embodiments, by permitting the
bettor to making the actual payment for the wager at the
land-based casino, legal issues with Internet betting in the
United States are reduced or eliminated. This method is

believed to provide convenience to the bettor because the
bettor can determine and place their bet(s) prior to going to
the casino. Further, Such a method may provide additional
foot traffic for the casinos to enhance play of their other
games, as bettors are required to travel to the casino to make
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the bet is paid for. For example, a bet on the winner of the
Major League Baseball World Series may have 6:1 odds after
the regular season and before the baseball playoffs start, 1:1
odds just before the World Series starts, and 1:4 odds after the
third game of the Series. For this example, the odds of the
registered bet may be determined at the time the bet is regis
tered or at the time the bet is paid for. If the odds for a
registered bet are determined at the time the bet is registered,
the land-based casino may require payment for the registered
bet within a specified time period (e.g. one minute, one hour,
one day, one week, one month, etc.) and this specified time
period may shorten as the sports or other event approaches.
0207. At block E206, the bettor determines the bet(s) to
make and at block E208, the bettor registers the bet(s). For
instance, the bets may be registered on a website (e.g.,
through a communication network including the Internet,
cellular network, etc.). The bettor may make abetlisted on the
website. Alternatively or in addition to the offered bets that
are listed, the player may proposeabet not on the website. For
instance, in the case where a bet is not listed on the website,

the bettor may state the specific event that is being bet on and
the bettor or the website operator may determine the odds to
be given to the bettor for the bet.
0208. When the website operator accepts the bet, the web
site may provide a registration, transaction, or confirmation
number to the bettor for the bet(s) at block E210. The bettor
then proceeds to the land-based casino at block E212 for
payment. For instance, the bettor may proceed to a cashier, a
kiosk, or other means available for paying for the bet(s) at the
casino or other legal gambling jurisdiction. At block E214.
the bettor provides the bet registration number to the casino,
the casino confirms the registration number at block E216. At
block E218, the bettor pays the casino for the bet(s), and the
bettor may obtain a betting slip showing the bet(s) placed and
the odds on the bet(s).
0209. At block E220, the event is held that determines the
outcome of the bet and the casino determines if the bettor is a

payment.

winner at block E222. If the bettor is a winner, the casino then

0204 FIG. 17 shows one example process for conducting
sports and event betting according to various embodiments.
At block E200, process E230 begins with a bettor determin
ing that he or she wants to place a bet on a sports or other
event. At block E202, the bettor signs onto a website or other
resource accessible through a communication network. In
one example system, the player accesses a website that
includes an interface (e.g., a graphical user interface (GUI))
in which the player may log onto for security. Further, the
player may be permitted to access account information and/or
information specific to the bettor. This interface may be used
to access the website or Internet, or may be any other interface
(e.g., an interface used to access a download website used for
downloading betting software). The interface may be, for
example, an HTML, Java, or other type interface.
0205 At block E204, the bettor reviews the available bets
on the website. According to some embodiments, the website
may list all or some of the possible bets that may be made. The
possible bets that may be shown may be determined accord
ing to the bettor's account or betting profile (e.g., possible

pays out the winnings to the bettor at block E226. To receive
the winnings, a bettor may be required to return to the casino.
0210. At block E220, it is possible that the bettor may need
to make more picks on the same bet. For example, a bettor
may need to make more picks for second and other additional
rounds of a multiple round tournament based upon the previ
ous round's results. Such a tournament may include, for
example, the FIFA World Cup in soccer or the NCAA Men's
Basketball Championship. In Such a tournament, it is possible
that a bettor may need to make all picks for all rounds before
placing the bet.
0211 When paying for a registered bet, a bettor may pay,
for instance, using money, loyalty points, combination
thereof, or any other payment method. In particular, a bettor
may pay using money by debit card, credit card, check, cash
or from an account credit either with the gaming operator or
an affiliated organization. Alternatively or in addition to other
payment methods, a bettor may pay using loyalty points from
an account held either by the gaming operator or by an affili
ated organization. Loyalty points may be obtained from any
type of organization but are generally associated with loyalty
programs such as frequent flier programs for airlines, fre
quent stay programs for hotels or frequent visitor programs
for casinos. The bettor may pay in person (e.g., by using a
cashier) or by other methods within the casino including

football bets will not be shown to a bettor not interested in

football). Available bets may also be shown based on the
historical betting behavior of the bettor.
0206. Odds shown for a possible bet may be set or may be
variable depending upon when the bet is registered or when
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telephone, handheld device, or kiosk. Payment may be in any
form that is legal in the particular jurisdiction.
0212. The computer system or game operator may auto
matically determine when a bettor is a winner. Such a result
may be automatically authenticated and verified by the com
puter system. In this instance, the computer system may then
notify the bettor that he or she has won and what the winnings
are. Notification of winning to a bettor may occur by mail,
e-mail, computer web or network, telephone, television,
pager, fax, kiosk or any other method.
0213. After a winner is authenticated and verified, the
computer system may then notify all bettors of the win. Addi
tionally, the computer system may display the winning bet,
the bettor’s identity or the payout.
0214) A bettor may also be able to replay or review a past
bets using an audio-enabled or video-enabled device. For
instance, a kiosk, telephone having a display, television, com
puter or handheld device may be used to view past bets. By
accessing a selected bet in the computer system, a game
player may be able to see the event outcome, the bet odds, and
the payout.
0215. In one embodiment, a computer system may be used
to operate most acts of the betting operation, including taking,
registering, and paying out bets. For instance, computer sys
tem(s) used to perform betting functions according to one
embodiment may include single or multiple computer sys
tems, one or more of which may include a Supercomputer, a
minicomputer, a mainframe computer, or a personal com
puter. A computer system used to run-the betting operation
may also include any combination of computer system types
that cooperate to accomplish system-level tasks. Multiple
computer systems may also be used to run one or more betting
operations. The computer system also may include input or
output devices, displays, or storage units to facilitate the
betting operation. It should be appreciated that any computer
system or systems may be used, and various embodiments are
not limited to any number, type, or configuration of computer
systems.

0216 A computer system (e.g., system E300) that
executes the betting operation according to various embodi
ments may include, for example, one or more component
systems (e.g., systems E302, E304, and/or E306 as shown in
FIG. 13). One system component (e.g., payment system
E302) may handle payment by bettors. Another system com
ponent (e.g., sports betting system E306) may handle taking
and registering bets for one or more events, including sporting
event. Yet another system (e.g., payout system E304) may
handle making payouts to players. Such a betting system may
also be connected (e.g., by direct line or network) to other
computer systems including systems for handling casino or
hotel loyalty programs, reservations, in-room television
viewing, gambling floor kiosks, or other systems. Connec
tions to other computer systems may be performed using one
or more of the system components described below.
0217. A payment component (e.g., system E302) may
include one or more of a number of well-known systems. For
example, a bettor may be able to pay for abet through a casino
cashier, kiosk or other means that is connected to the payment
computer system through an interface. In the computer, data
may be stored in a database that is stored in the memory of a
computer system. As used herein, a “data structure' is an
arrangement of data defined by computer-readable signals.
These signals may be read by a computer system, stored on a
medium associated with a computer system (e.g., in a
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memory, on a disk, etc.) and may be transmitted to one or
more other computer systems over a communications
medium such as, for example, a network. Also as used herein,
a “user interface' or “UI' is an interface between a human

user and a computer that enables communication between a
user and a computer. Examples of UIs that may be imple
mented with various embodiments include a graphical user
interface (GUI), a display screen, a mouse, a keyboard, a
keypad, a track ball, a microphone (e.g., to be used in con
junction with a voice recognition system), a speaker, a touch
Screen, a game controller (e.g., a joystick) etc., and any com
binations thereof.

0218 Bettor information may also be entered into a pay
ment system component. Bettor information that may be
input includes name, address, telephone number and age, and
payment information may include a creditor debit card num
ber or loyalty account information. Based upon the payment
information, the call center representative may verify that the
payment information is valid and that enough credit or funds
is available for the player's bet(s).
0219 Various pay systems and one or more user interfaces
may be located on computer systems coupled by a network
with the computer system(s) storing data having bettor,
account and Subscription information. As used herein, a "net
work” or a "communications network is a group of two or
more devices interconnected by one or more segments of
transmission media or active communications equipment on
which communications may be exchanged between the
devices.

0220. The above examples are merely illustrative embodi
ments of a payment system component. It should be appreci
ated that such an illustrative embodiment is not intended to be

limiting in scope, as any of numerous other implementations
of the pay system, for example, variations for on-site casino
payment, are possible and are intended to fall within the scope
of various embodiments. For example, the payment system
may include using pay-per-view systems associated with
interactive television in a casino hotel or the pay engine may
additionally deliver a receipt to the player by either e-mail or
mail. None of the claims set forth below are intended to be

limited to any particular implementation of a pay system
unless such claim includes a limitation explicitly reciting a
particular implementation.
0221 Payout systems (e.g., system E304) are also well
known. Any of a number of standard systems or payout
engines for making payouts for winning may be used accord
ing to various embodiments as shown in FIG. 15. For
example, a standard application programming interface Such
as Quicken (available commercially from Intuit Inc., Moun
tain View, Calif., USA) may be used to write and mail checks
or credita debit card, credit card (if legal in the jurisdiction of
play) or loyalty account. Quicken may obtain the payout
information by accessing a payout data structure across a
network. As used herein, an “application programming inter
face' or API is a set of one or more computer-readable
instructions that provide access to one or more other sets of
computer-readable instructions that define functions, so that
Such functions can be configured to be executed on a com
puter in conjunction with an application program.
0222 Quicken is merely an illustrative embodiment of
the payout system. Such an illustrative embodiment is not
intended to be limiting in scope, as any of numerous other
implementations of the payout System, for example, varia
tions of online payout, are possible and are intended to fall
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within the scope of various embodiments. Additionally, a
cashier may also have access to payout information using a
user interface to the payout data structure through a network;
the cashier then makes a payment to the winning player based
upon the accessed information.
0223) A sports and event betting system (e.g., system
E306 as shown in FIG.16) according to various embodiments
may comprise of a number of components for performing
specific functions. These components may include, for
example, storage means that store data structures having
information relating to betting events and odds. For example,
Such information may include event date, time, and location,
bettor’s betting and win history, and event odds and their
dependence upon time of payment. A sports and event betting
system may also include components to access payment and
payout data structures.
0224. The sports and event betting system may also
include a betting engine. A betting engine may perform, for
example, some functions according to process E230 shown in
FIG.17 and described above. It should be appreciated that the
betting process E230 may include more or less acts as shown
in FIG. 17, and that various embodiments are not limited to

any particular number of order of acts (e.g., the order illus
trated in FIG. 17) as the acts may be performed in other
orders, may include additional acts and one or more of the acts
of process E230 may be performed in series or in parallel to
one or more other acts, or parts thereof. For example, blocks
E214 and E218, or parts thereof, may be performed together,
and act E216 may be performed at any point after block E214
(including after block E218) of process E230. Process E230 is
merely an illustrative embodiment of a method for perform
ing sports or event betting. Such an illustrative embodiment is
not intended to be limiting in Scope, as any of numerous other
implementations for performing sports or event betting may
be employed. None of the claims set forth below are intended
to be limited to any particular implementation of a method of
sports or event betting, unless such claim includes a limitation
explicitly reciting a particular implementation.
0225. Process E230, acts thereof and various embodi
ments and variations of these methods and acts, individually
or in combination, may be defined by computer-readable
signals tangibly embodied on a computer-readable medium,
for example, a non-volatile recording medium, an integrated
circuit memory element, or a combination thereof. Such sig
nals may define instructions, for example, as part of one or
more programs, that, as a result of being executed by a com
puter, instruct the computer to perform one or more of the
methods or acts described herein, and/or various embodi
ments, variations and combinations thereof. Such instruc

tions may be written in any of a plurality of programming
languages, for example, Java, Visual Basic, C, C#, or C++,
Fortran, Pascal, Eiffel, Basic, COBOL, etc., or any of a vari
ety of combinations thereof. The computer-readable medium
on which Such instructions are stored may reside on one or
more of the components of a general-purpose computer
described above, and may be distributed across one or more of
Such components.
0226. The computer-readable medium may be transport
able such that the instructions stored thereon can be loaded

onto any computer system resource to implement the various
embodiments discussed herein. In addition, it should be

appreciated that the instructions stored on the computer-read
able medium, described above, are not limited to instructions

embodied as part of an application program running on a host
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computer. Rather, the instructions may be embodied as any
type of computer code (e.g., Software or microcode) that can
be employed to program a processor to implement the above
discussed aspects.
0227. It should be appreciated that any single component
or collection of multiple components of a computer system,
for example, the computer system described below in relation
to FIG. 11, that perform the functions described above with
respect to describe or reference the method can be generically
considered as one or more controllers that control the above
discussed functions. The one or more controllers can be

implemented in numerous ways, such as with dedicated hard
ware, or using a processor that is programmed using micro
code or software to perform the functions recited above.
0228. Another component of the event betting system may
include a software component (e.g., a driver) that streams
video via abroadband, satellite or wireless medium to a user

interface. If the game is played completely automatically, the
user interface may be merely a video terminal including tele
vision with no user input means. Viewing access may be
controlled by standard methods for conditional access includ
ing using set top box addresses, telephone numbers or internet
protocol (IP) addresses.
0229. The above is merely an illustrative embodiment of a
sports and event betting system. Such an illustrative embodi
ment is not intended to be limiting in Scope, as any of numer
ous other implementations of a sports and event betting sys
tem, for example, variations of conditional access, are
possible and are intended to fall within the scope of various
embodiments. None of the claims set forth below are intended

to be limited to any particular implementation of a sports and
event betting system unless such claim includes a limitation
explicitly reciting a particular implementation.
0230 System E300, and components thereof such as the
payment, payout and betting engines, may be implemented
using Software (e.g., C, C#, C++, Java, or a combination
thereof), hardware (e.g., one or more application-specific
integrated circuits, processors or other hardware), firmware
(e.g., electrically-programmed memory) or any combination
thereof. One or more of the components of 300 may reside on
a single system (e.g., the payment Subsystem), or one or more
components may reside on separate, discrete systems. Fur
ther, each component may be distributed across multiple sys
tems, and one or more of the systems may be interconnected.
0231. Further, on each of the one or more systems that
include one or more components of E300, each of the com
ponents may reside in one or more locations on the system.
For example, different portions of the components of E300
may reside in different areas of memory (e.g., RAM, ROM,
disk, etc.) on the system. Each of Such one or more systems
may include, among other components, a plurality of known
components such as one or more processors, a memory sys
tem, a disk storage system, one or more network interfaces,
and one or more busses or other internal communication links

interconnecting the various components.
0232 System E300 may be implemented on a computer
system described below in relation to FIGS. 11 and 12.
0233 System E300 is merely an illustrative embodiment
of the game system. Such an illustrative embodiment is not
intended to be limiting in scope, as any of numerous other
implementations of the sports and event betting system, for
example, variations of system E300, are possible and are
intended to fall within the scope of various embodiments. For
example, interactive television may also be used to view the
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available bets. None of the claims set forth below are intended

to be limited to any particular implementation of the betting
system unless such claim includes a limitation explicitly
reciting a particular implementation.
0234 Various embodiments may be implemented on one
or more computer systems. These computer systems may be,
for example, general-purpose computers such as those based
on Intel PENTIUM-type processor, Motorola PowerPC, Sun
UltraSPARC, Hewlett-Packard PA-RISC processors, or any
other type of processor. It should be appreciated that one or
more of any type computer system may be used to partially or
fully automate play of the described game according to vari
ous embodiments. Further, the Software design system may
be located on a single computer or may be distributed among
a plurality of computers attached by a communications net
work.

0235 For example, various embodiments may be imple
mented as specialized software executing in a general-pur
pose computer system E400 such as that shown in FIG. 11.
The computer system E400 may include a processor E.403
connected to one or more memory devices E.404, Such as a
disk drive, memory, or other device for storing data. Memory
E404 is typically used for storing programs and data during
operation of the computer system E400. Components of com
puter system E400 may be coupled by an interconnection
mechanism E.405, which may include one or more busses
(e.g., between components that are integrated within a same
machine) and/or a network (e.g., between components that
reside on separate discrete machines). The interconnection
mechanism E.405 enables communications (e.g., data,
instructions) to be exchanged between system components of
system E400. Computer system E400 also includes one or
more input devices E.402, for example, a keyboard, mouse,
trackball, microphone, touch screen, and one or more output
devices E401, for example, a printing device, display screen,
or speaker. In addition, computer system E400 may contain
one or more interfaces (not shown) that connect computer
system E400 to a communication network (in addition or as
an alternative to the interconnection mechanism E.405.

0236. The storage system E406, shown in greater detail in
FIG. 12, typically includes a computer readable and writeable
nonvolatile recording medium E501 in which signals are
stored that define a program to be executed by the processor
or information stored on or in the medium E501 to be pro
cessed by the program. The medium may, for example, be a
disk or flash memory. Typically, in operation, the processor
causes data to be read from the nonvolatile recording medium
E501 into another memory E502 that allows for faster access
to the information by the processor than does the medium
E501. This memory E502 is typically a volatile, random
access memory Such as a dynamic random access memory
(DRAM) or static memory (SRAM). It may be located in
storage system 406, as shown, or in memory system E404, not
shown. The processor E.403 generally manipulates the data
within the integrated circuit memory E.404, E502 and then
copies the data to the medium E501 after processing is com
pleted. A variety of mechanisms are known for managing data
movement between the medium E501 and the integrated cir
cuit memory element E404, E502. Various embodiments are
not limited to a particular memory system E404 or storage
system E406.
0237. The computer system may include specially-pro
grammed, special-purpose hardware, for example, an appli
cation-specific integrated circuit (ASIC). Various features or

Mar. 8, 2012

aspects may be implemented in Software, hardware or firm
ware, or any combination thereof. Further, such methods,
acts, systems, system elements and components thereof may
be implemented as part of the computer system described
above or as an independent component.
0238 Although computer system E400 is shown by way
of example as one type of computer system upon which
various embodiments may be practiced, it should be appreci
ated that embodiments are not limited to being implemented
on the computer system as shown in FIG.11. Various embodi
ments may be practiced on one or more computers having a
different architecture or components that that shown in FIG.
11.

0239 Computer system E400 may be a general-purpose
computer system that is programmable using a high-level
computer programming language. Computer system E400
may be also implemented using specially programmed, spe
cial purpose hardware. In computer system E400, processor
E403 is typically a commercially available processor such as
the well-known Pentium class processor available from the
Intel Corporation. Many other processors are available. Such
a processor usually executes an operating system which may
be, for example, the Windows 95, Windows 98, Windows NT,
Windows 2000 (Windows ME) or Windows XP operating
systems available from the Microsoft Corporation, MAC OS
System X available from Apple Computer, the Solaris Oper
ating System available from Sun Microsystems, or UNIX
available from various sources. Many other operating sys
tems may be used.
0240. The processor and operating system together define
a computer platform for which application programs in high
level programming languages are written. It should be under
stood that various embodiments not limited to a particular
computer system platform, processor, operating system, or
network. Also, it should be apparent to those skilled in the art
that various embodiments are not limited to a specific pro
gramming language or computer system. Further, it should be
appreciated that other appropriate programming languages
and other appropriate computer systems could also be used.
0241 One or more portions of the computer system may
be distributed across one or more computer systems (not
shown) coupled to a communications network. These com
puter systems also may be general-purpose computer sys
tems. For example, various embodiments may be distributed
among one or more computer systems configured to provide
a service (e.g., servers) to one or more client computers, or to
perform an overall task as part of a distributed system. For
example, various embodiments may be performed on a client
server system that includes components distributed among
one or more server systems that perform various functions
according to various embodiments. These components may
be executable, intermediate (e.g., IL) or interpreted (e.g.,
Java) code which communicate over a communication net
work (e.g., the Internet) using a communication protocol
(e.g., TCP/IP).
0242. It should be appreciated that various embodiments
are not limited to executing on any particular system or group
of systems. Also, it should be appreciated that various
embodiments are not limited to any particular distributed
architecture, network, or communication protocol. Various
embodiments may be programmed using an object-oriented
programming language. Such as SmallTalk, Java, C++. Ada,
or C# (C-Sharp). Other object-oriented programming lan
guages may also be used. Alternatively, functional, Scripting,

US 2012/0058814 A1

Mar. 8, 2012
20

and/or logical programming languages may be used. Various
embodiments may be implemented in a non-programmed
environment (e.g., documents created in HTML, XML or
other format that, when viewed in a window of a browser

program, render aspects of a graphical-user interface (GUI)
or perform other functions). Various embodiments may be
implemented as programmed or non-programmed elements,
or any combination thereof.
0243 Having now described some illustrative embodi
ments, it should be apparent to those skilled in the art that the
foregoing is merely illustrative and not limiting, having been
presented by way of example only. Numerous modifications
and other illustrative embodiments are within the scope of
one of ordinary skill in the art and are contemplated as falling
within the scope of the various embodiments. In particular,
although many of the examples presented herein involve spe
cific combinations of method acts or system elements, it
should be understood that those acts and those elements may
be combined in other ways to accomplish the same objectives.
Verifying to the Player that Events were Random
0244 Various embodiments may provide a means for veri
fying the integrity and authenticity of a sequence of random
events used in an online casino game.
0245 Various embodiments may provide a method of
using a pre-generated sequence of random events to play an
online casino game.
0246 Various embodiments may provide a method of
sending a pre-generated sequence of random events to a user
in an encrypted and/or digested form so that the user cannot
forecast the sequence of random events in the online casino
game.

0247 Various embodiments may provide a method for
providing the user with an encryption key and the original
random events sequence at the end of a game session to
decrypt and Verify the pre-generated random events sequence
by comparing the stored random events sequence with the
original random events sequence and thereby authenticate the
random events sequence used in the online casino game.
0248 Various embodiments may provide a method of
sending a pre-generated sequence of random events to a user
so that the user may reassemble the random events after a
game session is completed.
0249 Various embodiments provide a method of authen
ticating a pre-generated random events sequence in an online
casino game. In a preferred embodiment, a user establishes
communication with an online casino to request a game ses
Sion. The user requests a game to play on the online casino
from a list of available games Such as blackjack, roulette,
craps, etc. Once the user completes the selection of the game,
the online casino receives the request and initiates the game
session. For each game, there is a certain number and type of
estimated random events that will be required to play the
game session to completion, or end the game session at the
discretion of the user. Each random event represents an action
that would occur at a real casino, such as drawing a card or
rolling dice. The online casino is equipped with a random
number generator which pre-generates an estimated number
of random events and places the random events into a random
events sequence. The random events sequence is coded into
an encrypted sequence and then transmitted to the user who
stores the encrypted sequence until a game verification stage.
For the step of encoding, the random events sequence may

also be converted into a digital digest and transmitted to the
user, or first encrypted and then converted into a digital digest
and transmitted to the user.

0250. At this stage in the game session, the user cannot
interpret the pre-generated encrypted random events
sequence the user receives from the online casino, and the
online casino does not have to be concerned about the user

being able to unfairly forecast the sequence of random events
in the future. The user then commences playing the specified
game by requesting random events from the online casino.
The online casino receives these requests from the user and
responds by sending the user the next number drawn sequen
tially from the pre-generated random events sequence. Events
from the random sequence are consumed by the online casino
during the game session. The user records all random events
received from the online casino. Once the number of random

events in the pre-generated sequence have been exhausted or
the user indicates an intent to terminate the game session, the
online casino communicates a "Game is Over to the user and

the game ends.
0251. The online casino then sends the user an encryption
key for game verification to prove the integrity of the game.
The encryption key allows the user to decode the encrypted
random events sequence that was previously transmitted to
the user at the beginning of the game session. The user
decodes the encrypted random events sequence and the
decoded random events sequence is compared to the record
the user kept of the random events sequence sent by the online
casino. If the sequences are identical, then the random events
sequence was not altered or tampered with by the online
casino during the game session. If the random event sequence
recorded by the user and the random events sequence pre
sented by the online casino are different, the verification fails.
The user then communicates the failure to the online casino

and an appropriate action is taken.
0252. The game session may also be played with more
than one user. The online casino may send the same encrypted
sequence, which is pre-generated, to each participant allow
ing them to recompile their individual random events
sequences into the original pre-generated random events
sequences and compare it with the random events sequences
sent by the online casino for verification purposes.
0253 Various embodiments will now be described with
reference to FIGS. 18 to 21, which in general disclose a
method for ensuring the authenticity and integrity of online
games, and more specifically a method of authenticating a
pre-generated random events sequence in an online casino
game.

0254 Referring to FIG. 18, in a preferred embodiment, a
user establishes communication with an online casino F10 to

request a game session which is the equivalent of one game in
an actual casino. The user possesses the necessary computer,
client game software and any other basic materials and hard
ware needed to establish communication with the online

casino. The online casino may be a single computer acting as
a game server or several computers where databases and
processors are in different locations. The user requests a game
to play on the online casino during the game session by
selecting from a list of available games. A list of typical
games to play during the game session may include one of the
following games: blackjack, roulette, craps, baccarat, slot
machine, lottery, sports betting and poker. It is understood
that various embodiments are not limited to these games and
may include games not included in the above list.
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0255 Once the user completes the selection of the game
and communicates the game selected to the online casino, the
online casino receives the request and initiates the game ses
sion F12. For each game, there is a certain number and type of
estimated random events that will be required to play the
game session to completion, or end the game session at the
discretion of the user. Each random event represents an action
that would occur at a real casino, such as drawing a card or
rolling dice. For example, in the game of blackjack, the type
of random events which occur during the game is the action of
drawing cards. The number of random events in one game
session will typically not exceed 10,000 events. Events from
the random sequence are consumed by the online casino
during the game session. The online casino is equipped with
a random number generator which pre-generates the random
events F14.

0256 The online casino generates an estimated number of
random events and places the random events into a random
events sequence F16 which is a set of random events gener
ated for the game session. The random events sequence is
coded into an encrypted sequence F18 and then transmitted to
the user F20 who stores the encrypted sequence until a game
Verification stage. The method used to encrypt the random
events sequence may be any well known encryption method
used in the art. As shown in FIGS. 19 and 20, respectively, for
the step of encoding, the random events sequence may also be
converted into a digital digest and transmitted to the user, or
first encrypted and then converted into a digital digest and
transmitted to the user, as described below.
0257 Referring again to FIG. 18, at this stage in the game
session, the user cannot interpret the pre-generated encrypted
sequence and the online casino does not have to be concerned
about the user unfairly predicting the sequence of random
events in the future. The user then commences playing the
specified game F22 by requesting random events from the
online casino. The online casino receives these requests from
the user and responds by sending the user the next number
drawn sequentially from the pre-generated random events
sequence. The user records all random events F24 received
from the online casino. It is understood that the user may
record the random events manually, as a function of the client
game Software or other well know methods for recording.
Once the number of random events in the pre-generated
sequence have been exhausted or the user indicates an intent
to terminate the game session, the online casino communi
cates a “Game is Over to the user and the game ends F26.
0258. The online casino then sends the user an encryption
key F28 for game verification to prove the integrity of the
game. The encryption key allows the user to decode the
encrypted random events sequence that was transmitted to the
user at the beginning of the game session. The user decodes
the encrypted random events sequence F30 and the decoded
random events sequence is compared to the record F32 the
user kept of the random events sequence sent by the online
casino at the commencement of the game session. It is under
stood that the user may compare the record the random events
manually, as a function of the client game Software or other
well know methods for recording. If the sequences are iden
tical, then the game was fair F34 and the random events
sequence was not altered or tampered with during the game
session. If the verification fails, the user communicates the

failure to the online casino and an appropriate action is taken.
0259. As shown in FIG. 17, the online casino may also
encode the pre-generated random events sequence using a
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digital digest at the encoding step. The online casino converts
the random events sequence into the digital digest F36 before
transmitting the digital digest to the user F38. The specified
game is played F22. The user records the random events F24
during the game session. Once the game ends F26, the online
casino sends the user an undigested random events sequence
F40. The user then verifies the authenticity of the random
events sequence F42 sent by the online casino by converting
the undigested random events sequence into the digital digest,
and comparing this digital digest with the digital digest sent
by the casino at the commencement of the game. For the
Verification to Succeed, the two digital digests should be iden
tical. Once the random events sequence sent by the online
casino is thus verified, the user proceeds with verifying the
random events sequence F44 sent by the online casino during
the game session by comparing the Verified undigested ran
dom events sequence sent by the casino at the end of the game
with the random events sequences kept by the user. For the
Verification to Succeed, the two random events sequences
must be identical. Similarly, the comparison can be carried
out by the user manually or by the client software. If the
sequences are identical, then the game was fair F46 and the
random events sequence was not altered or tampered with
during the game session. If the verification fails, the user
communicates the failure to the online casino and an appro
priate action is taken.
0260 Referring to FIG. 20, the online casino may also
encode the pre-generated random events sequence by first
encrypting and then converting the encoded sequence into a
digital digest to complete the encoding step. The online
casino encrypts the random events sequence and then con
verts it into the digital digest F48 before transmitting it to the
user F50. The specified game is played F22. The user records
the random events F24 during the game session. Once the
game ends F26, the online casino transmits to the user an
undigested random events sequence in its encrypted form.
The online casino also transmits to the user an encryption key
F52. The user first authenticates the encrypted random events
sequence by converting it into a digital digest, and then com
paring it to the digital digest F54 sent at the commencement of
the game session. The random events sequence is then
decoded F56 and compared to the record the user kept of the
random events sequence sent by the online casino F58. The
user may carry out the comparison manually or by the client
game Software. For the Verification to Succeed, the sequences
must be identical. If the sequences are identical, then the
game was fair F60 and the random events sequence was not
altered or tampered with during the game session. If the
verification fails, the user communicates the failure to the

online casino and an appropriate action is taken.
0261) Using the above method, the user may be confident
that the random events sequence was generated without
fraudulent action or knowledge of the online casino since the
encrypted sequence was pre-generated and sent to the user
prior to beginning of the game session, eliminating any
chance for the online casino to modify the sequence of events,
and thus the game, in response to the user's actions or steps
during the game session.
0262 Referring to FIG. 21, the game session may be
played with more than one user F62. The online casino may
send the same encrypted sequence, which is pre-generated, to
each participant (i.e. the encrypted sequence represents the
same deck of cards). Each user must have access to the
sequence of random events received by other users during the
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game session. At the end of the game session, the users then
collectively compare the sequence of random events received
to the sequence of random events that the online casino trans
mitted at the beginning of the game session to ensure that the
sequence was not altered.
0263. Although embodiments for ensuring the authentic
ity and integrity of online games are described above, it is to
be understood that the features described may be used with
any electronic game or technology requiring authentication
of a random events sequence. Thus, the features and embodi
ments described above are not to be construed as limiting.
Teams

0264. Various embodiments relate to a computerized sys
tem that facilitates team play of card gaming. The computer
ized system includes at least a first computer for use by a first
participant associated with a first team; a second computer for
use by a second participant associated with a second team; a
third computer for use by a third participant associated with
the first team; and a fourth computer for use by a fourth
participant associated with the second team. A computer net
work links the first and second computers to each other for
allowing the first and second participants to compete against
each other for team points in a first set of card gaming.
Likewise, the computer network also links the third and
fourth computers to each other for allowing the third and
fourth participants to compete against each other for team
points in a second set of card gaming. A central server com
puter coupled to the computer network coordinates the first,
second, third and fourth computers, and tallies together team
points earned by participants of each team to compute an
overall team score for each team. Preferably, the central
server computer also computes the team points earned indi
vidually by each of the first, second, third, and fourth partici
pants. The aforementioned computer network may be in the
form of a local area network, assuming that the aforemen
tioned computers are located relatively close to each other, as
within a casino. Alternatively, the aforementioned computer
network may be the internet in the case wherein one or more
of such computers are located remotely from the others.
INCORPORATION BY REFERENCE

0265. The following are incorporated by reference herein:
0266
0267
0268

U.S. Pat. No. 6,375,568;
U.S. Pat. No. 6,575,834;
U.S. Pat. No. 5,800,268;

0270
0271

U.S. Pat. No. 6,319,125;
U.S. Pat. No. 5,655,961;

0269 US patent application publication 20070015587:
(0272
(0273
(0274
(0275

US Patent application publication 20060194633;
US patent application publication 20060189381:
US patent application publication 20060172803;
US patent application publication 20060094497;

and

(0276 US patent application publication 2006008.9189.
Mobile Games

0277 Reference numerals below, until otherwise speci
fied, refer only to FIGS. 22 through 34.
0278. In various embodiments, a distributed gaming sys
tem enables participants to engage in gaming activities from
remote and/or mobile locations. The possible gaming activi
ties include gambling, such as that provided by casinos. Gam

bling activities may include any casino-type gambling activi
ties including, but not limited to, slot machines, video poker,
table games (e.g., craps, roulette, blackjack, pai gow poker,
Caribbean stud poker, baccarat, etc), the wheel of fortune
game, keno, Sports betting, horse racing, dog racing, jai alai,
and other gambling activities. The gaming activities can also
include wagering on any type of event. Events can include, for
example, sporting events, such as horse or auto racing, and
athletic competitions such as football, basketball, baseball,
golf, etc. Events can also include Such things that do not
normally involve wagering. Such events may include, with
out limitation, political elections, entertainment industry
awards, and box office performance of movies. Gaming can
also include non-wagering games and events. Gaming can
also include lotteries or lottery-type activities such as state
and interstate lotteries. These can include all forms of num

ber-selection lotteries, “scratch-off lotteries, and other lot

tery contests. The gaming system may be implemented over a
communications network Such as a cellular network or a

private wireless and/or wireline network. Examples of the
latter include WiFi and WiMax networks. In some embodi

ments, the gaming system communications network is
entirely independent of the Internet. In some embodiments,
the gaming system operation makes minimal use of the Inter
net, such that only information for which there are no security
issues is transmitted via the Internet and/or such that infor

mation may be encrypted. In various embodiments, the com
munications network enables players to participate in gaming
from remote locations (e.g., outside of the gaming area of a
casino). Also, the system may enable players to be mobile
during participation in the gaming activities. In various
embodiments, the system has a location verification or deter
mination feature, which is operable to permit or disallow
gaming from the remote location depending upon whether or
not the location meets one or more criteria. The criterion may
be, for example, whether the location is within a pre-defined
area in which gaming is permitted by law.
0279. As shown in FIG. 22, for example, gaming system
10 may include at least one user 12. The system may include
additional users such that there is at least a first user 12 and a

second user 14. Multiple users may access a first gaming
system 10, while other multiple users access a second gaming
system (not shown) in communication with first gaming sys
tem 10. Users 12 and 14 may access system 10 by way of a
gaming communication device 13. Gaming communication
device 13 may comprise any Suitable device for transmitting
and receiving electronic communications. Examples of Such
devices include, without limitation, mobile phones, personal
data assistants (PDAs), computers, mini-computers, etc.
Gaming communication devices 13 transmit and receive
gaming information to and from communications network
16. Gaming information is also transmitted between network
16 and a computer 18, Such as a server, which may reside
within the domain of a gaming service provider 20. The
location of computer 18 may be flexible, however, and com
puter 18 may reside adjacent to or remote from the domain of
gaming service provider 20. Various embodiments may not
include a gaming service provider. The computer 18 and/or
gaming service provider 20 may reside within, adjacent to, or
remote from a gaming provider (not shown in FIG. 22). The
gaming service provider may be an actual controller of
games, such as a casino. As an example, a gaming service
provider may be located on the grounds of a casino and the
computer 18 may be physically within the geographic bound
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aries of the gaming service provider. As discussed, however,
other possibilities exist for remote location of the computer
18 and the gaming service provider 20. Computer 18 may
function as a gaming server. Additional computers (not
expressly shown) may function as database management
computers and redundant servers, for example.
0280. In various embodiments, software resides on both
the gaming communication device 13 and the computer 18.
Software resident on gaming communication device 13 may
be operable to present information corresponding to gaming
activities (including gambling and non-gambling activities
discussed herein) to the user. The information may include,
without limitation, graphical representations of objects asso
ciated with the activities, and presentation of options related
to the activities and selectable by the user. The gaming com
munication device Software may also be operable to receive
data from the computer and data input by the user. Software
resident on the computer may be able to exchange data with
the gaming communication device, access additional com
puters and data storage devices, and perform all of the func
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cellular network 22. Cellular network 22 comprises a plural
ity of base stations 23, each of which has a corresponding
coverage area 25. Base station technology is generally known
and the base stations may be of any type found in a typical
cellular network. The base stations may have coverage areas
that overlap. Further, the coverage areas may be sectorized or
non-sectorized. The network also includes mobile stations

24, which function as the gaming communication devices
used by users to access the gaming system and participate in
the activities available on the gaming system. Users are con
nected to the network of base stations via transmission and

reception of radio signals. The communications network also
includes at least one Voice/data Switch, which may be con
nected to the wireless portion of the network via a dedicated,
secure landline. The communications network may also
include a gaming service provider, which is likewise con
nected to the Voice/data Switch via a dedicated, secure land

line. The voice/data switch may be connected to the wireless
network of base stations via a mobile Switching center
(MSC), for example and the landline may be provided

tions described hereinas well as functions common to known

between the voice/data switch and the MSC.

electronic gaming systems.
0281 Gaming information transmitted across network 16
may include any information, in any format, which is neces
sary or desirable in the operation of the gaming experience in
which the user participates. The information may be trans
mitted in whole, or in combination, in any format including
digital or analog, text or voice, and according to any known or
future transport technologies, which may include, for
example, wireline or wireless technologies. Wireless tech
nologies may include, for example, licensed or license-ex
empt technologies. Some specific technologies which may be
used include, without limitation, Code Division Multiple
Access (CDMA), Global System for Mobile Communication
(GSM), General Packet Radio Service (GPRS), WiFi (802.
11x), WiMax (802.16x), Public Switched Telephone Net
work (PSTN), Digital Subscriber Line (DSL), Integrated Ser
vices Digital Network (ISDN), or cable modem technologies.
These are examples only and one of ordinary skill will under
stand that other types of communication techniques are also
contemplated. Further, it will be understood that additional
components may be used in the communication of informa
tion between the users and the gaming server. Such additional
components may include, without limitation, lines, trunks,
antennas, Switches, cables, transmitters, receivers, comput
ers, routers, servers, fiber optical transmission equipment,
repeaters, amplifiers, etc.
0282. In some embodiments, the communication of gam
ing information takes place without involvement of the Inter
net. However, in Some embodiments, a portion of the gaming
information may be transmitted over the Internet. Also, some
or all of the gaming information may be transmitted partially
over an Internet communications path. In some embodi
ments, some information is transmitted entirely or partially
over the Internet, but the information is either not gaming
information or is gaming information that does not need to be
maintained secretly. For instance, data that causes a graphical
representation of a table game on the user's gaming commu
nication device might be transmitted at least partially over the
Internet, while wagering information transmitted by the user
might be transmitted entirely over a non-Internet communi

0284. Users access the gaming system by way of mobile
stations which are in communication with, and thus part of
the communications network. The mobile station may be any
electronic communication device that is operable in connec
tion with the network as described. For example, in this
particular embodiment, the mobile station may comprise a
cellular telephone.
0285. In various embodiments, in the case of a cellular
network for example, the gaming system is enabled through
the use of a private label carrier network. Each base station is
programmed by the cellular carrier to send and receive private

cations network.

0283 According to some embodiments, as shown in FIG.
23 for example, the communications network comprises a

secure Voice and/or data transmissions to and from mobile

station handsets. The handsets may be pre-programmed with
both gaming Software and the carrier's authentication soft
ware. The base stations communicate via private T1 lines to a
Switch. A gaming service provider leases a private T1 or T3
line, which routes the calls back to gaming servers controlled
by the gaming service provider. Encryption can be installed
on the telephones if required by a gaming regulation author
ity, Such as a gaming commission.
0286 The cellular network may be a private, closed sys
tem. Mobile stations communicate with base stations and
base stations are connected to a centralized Switch located

within a gaming jurisdiction. At the Switch, Voice calls are
transported either locally or via long distance. Specific Ser
Vice provider gaming traffic is transported from the central
Switch to a gaming server at a host location, which can be a
casino or other location.

0287. As subscribers launch their specific gaming appli
cation, the handset will only talk to certain base stations with
cells or sectors that have been engineered to be wholly within
the gaming jurisdiction. For example, if a base station is close
enough to pickup or send a signal across state lines, it will not
be able to communicate with the device. When a customer

uses the device for gaming, the system may prohibit, if
desired, the making or receiving Voice calls. Moreover, Voice
can be eliminated entirely if required. Further, the devices
may not be allowed to “connect to the Internet. This ensures
a high level of certainty that bets/wagers originate and termi
nate within the boundaries of the gaming jurisdiction and the
“private’ wireless system cannot be circumvented or
bypassed. Although in some embodiments some data and/or
voice traffic may be communicated at least partially over the
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Internet, the communication path may not include the Internet
in other embodiments. Alternatively, in some embodiments,
certain non-gaming information may be transported over a
path which includes the Internet, while other information
relating to the gaming activities of the system is transported
on a path that does not include the Internet.
0288. As shown in FIG. 24, a gaming communication
device 32 is in communication with a gaming service pro
vider over a network 34. The gaming service provider pref
erably has one or more servers, on which are resident various
gaming and other applications. As shown in FIG. 24. Some
example gaming applications include horse racing and other
sports, financial exchange, casino and/or virtual casino, enter
tainment and other events exchange, and news and real time
entertainment. Each of these applications may be embodied
in one or more software modules. The applications may be
combined in any possible combination. Additionally, it
should be understood that these applications are not exhaus
tive and that other applications may exist to provide an envi
ronment to the user that is associated with any of the
described or potential activities.
0289. In another embodiment, as shown in FIG. 25, for
example, the communications network comprises a private
wireless network. The private wireless network may include,
for example, an 802.11x (WiFi) network technology to cover
“GameSpots” or “Entertainment Spots.” In FIG. 25, various
WiFi networks are indicated as networks 41. Networks 41

may use other communications protocols to provide a private
wireless network including, but not limited to, 802.16x
(WiMax) technology. Further, networks 41 may be intercon
nected. Also, a gaming system may comprise a combination
of networks as depicted in FIG. 25. For example, there is
shown a combination of private wireless networks 16, a cel
lular network comprising a multi-channel access unit or sec
torized base station 42, and a satellite network comprising
one or more satellites 46.

0290. With respect to the private wireless network,
because the technology may cover Small areas and provide
very high-speed throughput, the private wireless network is
particularly well-suited for gaming commission needs of
location and identity verification for the gaming service pro
vider products. The gaming spots enabled by networks 41
may include a current casino area 48, new areas Such as
Swimming pools, lakes or other recreational areas 49, guest
rooms and restaurants such as might be found in casino 48 or
hotels 45 and 47, residential areas 40, and other remote gam
ing areas 43. The configuration of the overall gaming system
depicted in FIG.25 is intended only as an example and may be
modified to suit various embodiments.

0291. In some embodiments, the system architecture for
the gaming system includes:
(1) a wireless LAN (Local Access Network) component,
which consists of mostly 802.11x (WiFi) and/or 802.16x
WiMax technologies; robust security and authentication soft
ware; gaming Software, mobile carrier approved handsets
with Windows(R or Symbian R) operating systems integrated
within; and

0292 (a) CDMA-technology that is secure for over-the
air data protection;
0293 (b) at least two layers of user authentication, (that
provided by the mobile carrier and that provided by the gam
ing service provider):
0294 (c) compulsory tunneling (static routing) to gaming
Servers;

0295 (d) end-to-end encryption at the application layer;
and

0296 (e) state-of-the-art firewall and DMZ technologies;
(2) an MWAN (Metropolitan Wireless Access Network),
which consists of licensed and license-exempt, point-to-point
links, as well as licensed and license-exempt, point-to-multi
point technologies;
(3) private MAN (Metropolitan Access Network) T1 and T3
lines to provide connectivity where wireless services cannot
reach; and

(4) redundant private-line communications from the mobile
Switch back to the gaming server.
0297 Each of the “GameSpots” or “Entertainment Spots”
is preferably connected via the MWAN/MAN back to central
and redundant game servers. For accessing the private wire
less networks 41, the gaming communication devices may be
WiFi- or WiMax-enabled PDAs or mini-laptops, and do not
have to be managed by a third-party partner.
0298. In various embodiments, the gaming system
includes a location verification feature, which is operable to
permit or disable gaming from a remote location depending
upon whether or not the location meets one or more criteria.
A criterion may be, for example, whether the location is
within a pre-defined area in which gaming is permitted by
law. As another example, a criterion may be whether the
location is in a no-gaming Zone, Such as a school. The location
Verification technology used in the system may include, with
out limitation, “network-based' and/or "satellite-based

technology. Network-based technology may include such
technologies as multilateration, triangulation and geo-fenc
ing, for example. Satellite-based technologies may include
global positioning satellite (GPS) technology, for example.
0299. As previously discussed, the cellular approach pref
erably includes the use of at least one cellular, mobile, voice
and data network. For gaming in certainjurisdictions, such as
Nevada for example, the technology may involve triangula
tion, global positioning satellite (GPS) technology, and/or
geo-fencing to avoid the potential for bets or wagers to be
made outside Nevada State lines. In some embodiments, the

network would not cover all of a particular jurisdiction, Such
as Nevada. For instance, the network would not cover areas in

which cellular coverage for a particular base station straddled
the state line or other boundary of the jurisdiction. This is
done in order to permit the use of location verification to
insure against the chance of bets originating or terminating
outside of the state. Triangulation may be used as a method
for preventing gaming from unapproved locations. Triangu
lation may be accomplished, for example, by comparing the
signal strength from a single mobile station received at mul
tiple base stations, each having GPS coordinates. This tech
nology may be used to pinpoint the location of a mobile
station. The location can then be compared to a map or other
resource to determine whether the user of the mobile station

is in an unapproved area, Such as a School. Alternatively, GPS
technology may be used for these purposes.
0300. As shown in FIG. 26, the gaming system includes a
plurality of gaming communication devices 54, 55, and 56.
Device 54 is located outside the gaming jurisdiction 58.
Devices 55 and 56 are both located inside gaming jurisdiction
58. However only device 56 is located within geo-fence 57,
which is established by the coverage areas of a plurality of
base station 53. Thus, geo-fencing may be used to enable
gaming via device 56 but disable gaming via devices 54 and
55. Even though some gaming communication devices that
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are within the gaming jurisdiction 58, such as device 55, are
not permitted access to the gaming system, the geo-fence 57
ensures that no gaming communication devices outside juris
diction 58, such as device 54, are permitted access.
0301 Geo-fencing may not specify location. Rather, it
may ensure that a mobile station is within certain boundaries.
For instance, geo-fencing may be used to ensure that a mobile
station beyond State lines does not access the gaming system.
Triangulation on the other hand may specify a pinpoint, or
near-pinpoint, location. For example, as shown in FIG. 26.
device 56 is triangulated between three of the base stations 53
to determine the location of device 56. Triangulation may be
used to identify whether a device. Such as a mobile station, is
located in a specific spot where gambling is unauthorized
(such as, for example, a school). Preferably, the location
determination technology utilized in conjunction with vari
ous embodiments meets the Federal Communication Com

mission's (FCC's) Phase 2 E911 requirements. Geological
Institute Survey (GIS) mapping may also be utilized to com
pare identified coordinates of a gaming communication
device with GIS map features or elements to determine
whether a device is in an area not authorized for gaming. It
should be noted that any type of location verification may be
used Such as triangulation, geo-fencing, global positioning
satellite (GPS) technology, or any other type of location deter
mining technology, which can be used to ensure, or provide
an acceptable level of confidence, that the user is within an
approved gaming area.
0302. In various embodiments, location verification is
accomplished using channel address checking or location
Verification using some other identifying number or piece of
information indicative of which network or portion of a net
work is being accessed by the gaming communication device.
Assuming the usage of an identifying number for this pur
pose, then according to one method of location checking, as
an example, a participant accesses the gaming system via a
mobile telephone. The identifying number of the mobile tele
phone, or of the network component being accessed by the
mobile telephone, identifies the caller's connection to the
mobile network. The number is indicative of the fact that the
caller is in a defined area and is on a certain mobile network.

A server application may be resident on the mobile telephone
to communicate this information via the network to the gam
ing service provider. In a Some embodiments, the identifying
number or information is passed from a first network provider
to a second network provider. For example, a caller's home
network may be that provided by the second provider, but the
caller is roaming on a network (and in a jurisdiction) provided
by the first provider. The first provider passes the identifying
information through to the second provider to enable the
second provider to determine whether the caller is in a defined
area that does or does not allow the relevant gaming activity.
In various embodiments, the gaming service provider either
maintains, or has access to, a database that maps the various
possible worldwide mobile network identifying numbers to
geographic areas. Various embodiments contemplate using
any number or proxy that indicates a network, portion of a
network, or network component, which is being connected
with a mobile telephone. The identifying number may indi
cate one or more of a base station or group of base stations, a
line, a channel, a trunk, a Switch, a router, a repeater, etc.
0303 Invarious embodiments, when the user connects his
mobile telephone to the gaming server, the gaming server
draws the network identifying information and communi
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cates that information to the gaming service provider. The
Software resident on the gaming communication device may
incorporate functionality that will, upon login or access by the
user, determine the user's location (based at least in part on
the identifying information) and send a message to the gam
ing service provider. The identifying number or information
used to determine location may be country-specific, state
specific, town-specific, or specific to some other definable
boundaries.

0304. In connection with any of the location determination
methods, the gaming system may periodically update the
location determination information. This may be done, for
example, during a gaming session, at pre-defined time inter
vals to ensure that movement of the gaming communication
device to an unauthorized area is detected during play, and not
just upon login or initial access.
0305 Thus, depending on the location determination tech
nology being used, the decision whether to permit or prohibit
agaming activity may be made at the gaming communication
device, at the gaming server, or at any of the components of
the telecommunication network being used to transmit infor
mation between the gaming communication device and the
gaming server (such as at a base station, for example).
0306 An aspect of the private wireless network related to
preventing gaming in unauthorized areas is the placement of
sensors, such as Radio Frequency Identification (RFID) sen
sors on the gaming communication devices. The sensors trig
ger alarms if users take the devices outside the approved
gaming areas. Further, the devices may be “tethered to
immovable objects. Users might simply log into such devices
using their ID and password.
0307 In various embodiments, a gaming system may
include the ability to determine the location of the gaming
communication device within a larger property, Such as a
casino complex. This may allow certain functionalities of the
device to be enabled or disabled based upon the location of
the device within the property. For example, government
regulations may prohibit using the device to gamble from the
guest rooms of a casino complex. Therefore, particular
embodiments may include the ability to determine the loca
tion of the device within the property and then disable the
gambling functionality of the device from a guest room, or
other area where gambling is prohibited. FIG. 27 illustrates
an example of a wireless gaming system in which the location
ofagaming communication device 604 may be determined in
accordance various embodiments.

0308 As shown in FIG. 27, a wireless gaming system
comprises a wireless network that at least partially covers
casino complex 600 in which one or more gaming commu
nication devices 604 may be used to participate in a variety of
gaming activities. The wireless network may comprise at
least three signal detection devices 602, although various
embodiments may include fewer or greater than three signal
detection. As shown in FIG. 27, the wireless network com

prises four signal detection devices 602, each located at one
corner of casino complex 600. In various embodiments, these
signal detection devices may comprise wireless access points,
wireless routers, wireless base stations, satellites, or any other
Suitable signal detection device.
0309 Furthermore, although signal detection devices 602
are illustrated as being located on the boundaries of casino
complex 600, signal detection devices may be located any
where inside or outside of casino complex 600, provided the
signal detection devices are operable to receive signals origi
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nating from a gaming communication device 604 inside
casino complex 600. In various embodiments, signal detec
tion devices 602 may also be used to transmit, as well as
receive, signals to gaming communication device 604.
0310. In various embodiments, casino complex 600 may
be divided into one or more Zones 608, which represent dif
ferent areas of the casino complex, Such as the lobby, guest
rooms, restaurants, shops, entertainment venues, and pool
areas. For example, as shown in FIG. 27, Zone 608a may
correspond to the casino lobby, Zone 608b may correspond to
guest rooms, Zone 608c may correspond to restaurants, and
Zone 608d may correspond to the gaming floor of the casino.
Each Zone 608 may be further divided into one or more
Sub-Zones 606, each specifying a particular location within
Zone 608. Sub-zones 606 may be arranged in a grid formation,
each sub-zone 606 having a uniform size. In some embodi
ments, each Sub-Zone may comprise 9 square feet (i.e., 3 feet
by 3 feet). In some embodiments, each Sub-Zone may com
prise 100 square feet (i.e., 10 feet by 10 feet). The choice of
the size of an area covered by a Sub-Zone may depend on
administrator preferences, technical limitations of the wire
less network, and governmental regulations, as well as other
considerations.

0311 Particular embodiments may use this mapping of
casino complex 600 into a plurality of Zones 608 and sub
Zones 606 to determine the location of gaming communica
tion device 604 within the complex. These embodiments may
utilize the signal received by signal detection devices 602
from gaming communication device 604 to determine the
location of the device.

0312. In various embodiments, the location of gaming
communication device 604 may be determined based upon
the strength of the signal received by each signal detection
device 602 from device 604. In various embodiments, this

may be accomplished using a Received Signal Strength Indi
cation (RSSI) value or any other suitable indication of signal
strength. Generally, the closer a Sub-Zone is to a signal detec
tion device, the stronger the signal the signal detection device
will receive from a gaming communication device located in
that Sub-Zone. Therefore, given a plurality of signal strength
readings taken from different points in the casino complex
(i.e., signal detection devices 602), these different signal
strength readings may be used to determine the location of the

(TDOA), or any other suitable technology. As before in the
case of signal strengths, each Sub-Zone 606 may be associated
with a predetermined, or reference, set of elapsed times from
transmission to receipt of a signal from a gaming communi
cation device. This set of elapsed times will be different for
each Sub-Zone of the casino complex, as the time it takes a
signal to reach each signal detection device will depend on the
proximity of the Sub-Zone to each base station. By comparing
the time from transmission to receipt of a signal received by
the signal detection devices from a gaming communication
device, the sub-zone in which the device is located may be
determined.

0315. Once the location of the gaming communication
device has been determined, particular embodiments may
then enable and/or disable particular functions of the device
based on this determination. For example, as mentioned pre
viously, particular embodiments may disable the gaming
communication device's gambling functionality from a user's
guest room, while still allowing the user to use other device
functions, such as purchasing merchandise or services, or
buying tickets to an entertainment event. Once the user leaves
his or her guest room, the gambling functionality of the gam
ing communication device may be enabled. Similarly, par
ticular embodiments may prevent the gaming communication
device from being used to make financial transactions from
the casino floor. Once the user leaves the casino floor, such

functionality may be enabled. Similarly, other functionalities
of the gaming communication device may be enabled or
disabled based upon the location of the device within the
property in accordance with various embodiments.
0316. In various embodiments, the various functionalities
of the gaming communication device may be enabled or
disabled based upon the Zone 608 in which the device is
located. In such embodiments, each Zone 608 of the casino

complex may be associated with a set of allowed activities.
For example, the “lobby” zone 608a of the casino complex
may have all activities allowed, while the "guest room' Zone
608b of the property may have all activities allowed except
gambling. Based upon the gaming communication device's
location, the functionality of the gaming communication
device may be limited to the set of allowed activities for the
Zone in which the device is located. As the gaming commu

device.

nication device travels from Zone to Zone, the location of the

0313 With this in mind, each sub-zone 606 of casino
complex 600 may be associated with a reference set of signal
strengths received by the signal detection devices from a
device located in that particular Sub-Zone. Typically, these
values are generated, and periodically recalibrated, by taking
a reference reading from a gaming communication device

device may be re-determined, and the functionality of the
device may be updated to reflect the set of allowed activities
for the Zone in which the device is now located.

0317 Various embodiments may also use the location
determination to send location-specific information to the
gaming communication device. For example, a reminder that

located that sub-zone. After each sub-zone is associated with

an entertainment event to whichtheuser hastickets is about to

a reference set of signal strengths, these reference signal
strengths may be compared with the signal strengths received
by the signal detection devices from a gaming communica
tion device. Since each Sub-Zone has a unique set of signal
strengths, this comparison may be used to identify the par
ticular Zone in which the gaming communication device is

begin may be sent to the user's device if the device (and
therefore the user) is located in a different part of the casino
complex. In another embodiment, a user may be alerted that

located.

0314. In various embodiments, the location of gaming
communication device 604 may be determined based upon an
elapsed time between the transmission of the signal from
device 604 and the receipt of the signal by each signal detec
tion device 602. In various embodiments, this elapsed time
may be determined based on a Time Difference of Arrival

the user's favorite dealer is on the casino floor if the user is

located in his or her guest room.
0318. In various embodiments, the location of the gaming
communication device may be used to deliver goods and
services purchased or ordered by the user of the device. For
example, in various embodiments, the user may purchase
food and beverages using the device. The location of the
device may then be used to deliver the food and beverages to
the user, even if the user relocates to another sub-zone after

placing his or her order.
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0319. The determination of the gaming communication
device's location may also be used to provide the user with
directions to anotherpart of the casino complex. For example,
a user that is located on the casino floor that wishes to go to a
specific restaurant within the complex may be given direction
based upon his or her location. These directions may then be
updated as the user progresses towards his or her desired
location. In the event the user gets off-course, the location
determination, which may be updated during the user's travel,
may be used to alert the user that he/she has gotten off-course
and then plot a new course to the desired destination.
0320. It should be understood that the foregoing descrip
tions encompass but some of the implementation technolo
gies that may be used, according to various embodiments.
Other technologies may be used and are contemplated,
according to various embodiments. Various embodiments
may be performed using any suitable technology, either a
technology currently existing or a technology which has yet
to be developed.
User Profiles

0321. According to various embodiments, the wireless
gaming system can incorporate a user profile element. One or
more user profiles may be created, maintained, and modified,
for example, on one or more of the servers of the gaming
system. Generally, the user profiles include information relat
ing to respective users. The information may be maintained in
one or more databases. The information may be accessible to
the gaming server and/or to one or more mobile devices. The
devices which may access the information may, according to
certain embodiments, include gaming devices or gaming
management devices. Gaming management devices may
include wireless devices used by casino staff to provide gam
ing services or gaming management Services.
0322 Various embodiments include software and/or hard
ware to enable the provision, modification, and maintenance
of one or more user profiles. Thus, one or more user profiles
may each comprise a set of data maintained in a data storage
device. The data set(s) for each respective user profile may
reflect any of a number of parameters or pieces of informa
tion, which relate to the particular user(s) corresponding to
the profile(s). Although not intended to be exhaustive, such
information may include, for example, gaming activity pref
erences, such as preferred game and/or game configuration,
preferred screen configuration, betting preferences, gaming
location preferences, dining and other service preferences,
and so forth. The information may also include user identity
information, Such as name, home address, hotel name and

room number, telephone numbers, social security numbers,
user codes, and electronic files of fingerprint, Voice, photo
graph, retina Scan, or other biometric information. User pro
file information may also include information relating to the
user, but not determined by the user or the user's activities.
Such information may include any information associated
with, or made part of a profile. For example, an entity Such as
a casino, may include as part of a profile certain rules gov
erning the distribution of promotions or offers to the user.
User profile information can include any codes, account num
bers, credit information, approvals, interfaces, applications,
or any other information which may be associated with a user.
Thus, user profile information may include any information
that is particular to a given user. For example, profile infor
mation may include the location(s) at which a particular user

has played, skill levels, success levels, types of games played,
and betting styles, and trends of information relating to the
user's activities.

0323. In various embodiments, user profile information
may include concierge or other service information that is
associated with a user. Concierge services may include res
taurant services, entertainment services, hotel services,

money management services, or other appropriate services
that may be offered to the user of a gaming device. For
example, restaurant services may include, without limitation,
services that allow the user to order drinks, order food, make

reservations, or perform other restaurant related activities. As
another example, entertainment services may include, with
out limitation, services that allow the user to purchase show
tickets, arrange appointments or services, virtually shop,
arrange transportation, or perform other entertainment
related activities. Hotel services may include, for example,
services that allow the user to check in, check out, make spa
appointments, check messages, leave messages, review a
hotel bill, or perform other guest-related activities. Money
management services may include, for example, services that
allow the user to transfer funds, pay bills, or perform other
money management activities.
0324. The gaming system may be configured to establish a
new profile for any user who is using a gaming device for the
first time. Alternatively, a new profile may be established for
a prior user who has not played for a predetermined time
period. The gaming system may set up the profile, monitor
user activities, adjust the profile, and adjust information (such
as graphics) displayed to the user. The gaming system may be
configured to use the profile information to alter the presen
tation of gaming information to the user. For example, if a
prior user has returned to the gaming system, the system may
consult the profile for the user and determine that in the prior
session of gaming the user lost money on craps but won
money on blackjack. Based on this information, the system
may adjust the default gaming screen and present a blackjack
table for the user. As a further example, the profile informa
tion may indicate that the majority of the user's prior black
jack time was spent on S25 minimum tables. The system may,
accordingly, make a further adjustment to the gaming envi
ronment and make the blackjack table being presented a $25
table. In this sense, the gaming system enables personalized
wireless gaming based on one or more criteria maintained in
a user profile.
0325 The user profiles may be established, maintained,
and periodically updated as necessary to enable a gaming
provider to provide an enhanced, current, and/or customized
gaming experience. Updates may be undertaken based on any
Suitable trigger, Such as the occurrence of an event, the occur
rence of a user activity, or the passage of a certain predeter
mined time period. Any or all of the profile information may
be updated.
Alerts

0326 In some embodiments, the gaming system may be
configured to initiate one or more alerts to one or more users
based on any number of criteria. For instance, an alert may be
based on the location of a user. The system may also be
configured to keep track of other non-location dependent
parameters. The initiation of an alert may depend on a time
parameter. Gaming alerts can also be based on this and/or
other information maintained in a user profile. Alerts can be
prioritized for presentation and the content and display of the
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alerts may be customized by the user or another entity. As a
related concept, the system may be configured to provide
directions and/or maps. Another related concept involves
enabling a user to view a certain activity or area remotely. The
alert may be generated in response to the existence of data
within a user profile. Additionally, the content and presenta
tion of the alert may be determined based on information in
the user profile. Thus, when the alerts occur and what the
alerts indicate may be customized or tailored according to
user preferences (or any other information maintained about
the user (e.g., in a user profile).
0327. In some embodiments, an alert may be presented or
displayed to the user in a format determined, at least in part,
by any of the parameters described or contemplated herein.
For example, if the user is located outdoors, the display may
be automatically brightened in order to allow the user to more
easily view the alert. The alert may be presented in any one or
a combination of textual, visual, oral, or other information

exchange formats. Alerts presented to users on the screen of a
gaming communication device, for example, may be config
ured in any desirable manner. Preferably, the information is
displayed in away as to most effectively utilize the screen real
estate to convey the alert message. Thus, different alerts of
differing types, or having differing priorities, can be dis
played differently on the gaming device. For example, a more
important alert can be displayed as a popup while secondary
alerts scroll at the bottom of the screen. The player can reg
ister for alerts and determine his own particular alert configu
ration preferences.
0328. According to some embodiments, directional infor
mation may be provided to one or more users. The directional
information may be associated with an alert. The directional
information may be based on any of the parameters described
herein (e.g., profiles, alerts, locations, changes in play or
other activities, etc). Directions may be given to activities,
locations, seats, tables, recreational spots, restaurants, change
cages, information booths, casinos, hotels, sports venues,
theaters, etc. For example directions may be given to a par
ticular table orgaming area, a casino other than the one where
the user is presently located or where another user is located,
a restaurant that is specified in a user profile, a sports book
area of a casino, a hotel room, etc.

0329. The directions can be presented orally, textually,
and/or graphically (e.g., as map with Zoom capabilities). An
example of how directions would be provided involves a user
profile indicating that the user likes to play high-limit black
jack on Saturday nights, but that the user does not have a
particular casino preference. If the user enters any casino for
which the system is operable, the system provides the user
with an alert inviting the player to the high-limit blackjack
tables and directional information in the form of a visual

route. Another example involves a user leaving a sports book
in a casino and the user has indicated that he wants to play
craps. The device gives walking directions to the craps tables.
Another example involves a user that has a preferred list of
dinner restaurants. At a predetermined time (e.g., 8:00 pm),
the system presents the user with the list, lets the user make a
selection and a reservation. The system then provides the user
with verbal directions from the user's current location to the

selected restaurant. The system may also be configured to
provide ancillary information based, at least in part, on the
alert, the profile, or the directional information being pro
vided. For example, the system may notify a user that the user
will need a cab, or will need to take the tram, or will need a

jacket and tie, or will need an umbrella, etc. depending on
where the user is going and the route he is taking.
0330. According to various embodiments, the system
enables a user to view a certain activity or area remotely. For
example, cameras (or other viewing devices) may be disposed
throughout a casino property (or other relevant area). At
kiosks, or on the wireless gaming devices, users can "peek’
into one or more selected areas to see the activity in the
selected area(s). For example, from the pool, a user can tell if
the craps tables have changed limits or are filling up with
people. From the craps table, a user can see if the restaurant or
bar is becoming crowded.
0331. According to various embodiments, the operation of
the alerts module and the alerts methods are integrated with
various techniques for managing user profile information. An
example of this aspect is that the system may be configured to
recognize that a user has certain preferred dealers or Stickmen
when playing certain casino games. When those dealers or
Stickmen are on duty, and if the user is located in a certain
area, or within a certain distance, an alert may be sent inviting
the user to participate in the gaming activity at the particular
table where the dealer or stickman is on duty.
0332 Thus, when user profile information indicates that a
one or more predetermined criteria are met, the system may
send an alert to the corresponding user or to another user. For
example, the system may “learn' that a player is a fan of
certain sports teams. The system monitors information about
upcoming events that involve those teams and, at a predeter
mined time, checks to see if the user has placed a bet on the
event(s). If not, the system invites the user to visit a sports
book to make a bet. As another example, the system knows a
user prefers S10 minimum tables and alerts the user to the
opening of a seat at Such a table. As another example, the
alerts can be triggered by information which is not directly
related to or associated with the particular user (e.g., non-user
specific information). For instance an alert might be triggered
by a certain time or the occurrence of a certain event (e.g., the
odds given on a certain sports event changing by a certain
predetermined amount).
Service Applications
0333 According to various embodiments, gaming Ser
vices may be provided as an application add-on to a pre
existing communication or data service. Thus, gaming Ser
Vice applications may be made available to customers of a
pre-existing communication or data service. For example,
customers of a particular wireless telephone or data service
may be offered any one or combination of the various gaming
service applications discussed herein as an additional feature
that is bundled with the telephone or data service. Although
this document may refer to the communication service
bundled with offered gaming service applications as includ
ing pre-existing communication services, it is recognized that
the gaming services applications may be offered and accepted
as part of a package with newly-activated communications
service plan. In still other embodiments, the gaming service
may be established first and the communication service may
be added later.

0334. The gaming service applications bundled with, or
otherwise offered in conjunction with communication ser
vices, may be customized to meet the needs of the customers,
service providers, or both. For example, a service provider
may elect to make certain gaming service applications avail
able to only a subset of the service providers’ customers.
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Accordingly, not all customers associated with a service pro
vider may be offered gaming services. As an another example
of customized gaming service applications, a communication
service may offer customers a number of gaming service
plans which may provide different levels of service. For
example, certain services such as advertisement services and/
or promotional services may be free to customers of the
communications service. Such levels of service may be cus
tomer-selected, service provider-selected, or both.
0335 Customers may be billed separately for add-on gam
ing services, or in conjunction with the invoice the customer
already receives for the pre-existing communications service.
For instance, in certain embodiments, gaming services may
be billed as an add-on in the same way that Caller ID services,
call waiting services, and call messaging services result in
fees that are in addition to the basic fees associated with
communication services.

Peer-to-Peer Wireless Gaming
0336 According to various embodiments, gaming ser
vices enable peer-to-peer wireless gaming. Specifically, the
system may enable multiple players to participate in the same
gaming activity at the same time from dispersed locations.
This may be particularly desirable in the case of certain games
Such as, but without limitation, horse racing, poker, and
blackjack. The system may also enable a single player to
participate in multiple positions with respect to a particular
game. For example, a user may be permitted to play multiple
hands of blackjack. Particular aspects include such features as
providing assistance to a user in finding a particular activity.
For example, a first player may want to play poker at a
six-person table. The gaming system may be used to identify
such a poker table that has a position available for the first
user's participation. Additionally or alternatively, a first
player might want to play poker at the same table as a second
player, and the system may be configured to assist the first
player in finding a game in which the second player is already
participating.
0337 Location determination techniques may be incorpo
rated to enable peer-to-peer gaming or related services. For
example, a “buddy network” may be established to track
members of a selected group. For example, a group of friends
might all be in a gambling jurisdiction but be located at
various dispersed places within that jurisdiction. The gaming
system allows the establishment of a private buddy network
of peers for this group of friends. The system enables one or
more members of the group to track one or more other mem
bers of the group. In various embodiments, the system may
also allow messages from and to one or more group members.
For example, the system also allows members to invite other
members to participate in certain wireless gaming activities.
Additionally or alternatively, the system may allow members
of the group to bet on the performance of another member of
the group who is participating in a virtual or actual game.
0338 Location determination techniques may also be
incorporate to establish an “alert system.” The alert system
may be used to invite certain types of players to participate in
a gaming activity. Criteria may then be used to identify users
of gaming devices that meet the criteria. For example, a
gaming participant may wish to initiate agaming activity with
other users of gaming devices that qualify as “high rollers' or
“high stakes garners. As other examples, a celebrity user
may wish to initiate a gaming activity with other celebrities,
or a senior citizen may wish to initiate a gaming activity with

other senior citizens. In each instance, the user may identify
criteria that may then be used to identify other gaming par
ticipants that meet these criteria for the initiation of a peer
to-peer gaming event.
0339. It should be understood that the foregoing descrip
tions encompass but some of the implementation technolo
gies that may be used, according to various embodiments.
Other technologies may be used and are contemplated,
according to various embodiments. Various embodiments
may be performed using any suitable technology, either a
technology currently existing or a technology which has yet
to be developed.
Gaming and Wireless System
0340 Various embodiments include a gaming system
including hand-held personal gaming devices. The gaming
system is adapted to present one or more games to a user of
one of the hand-held gaming devices.
0341 In various embodiments, the gaming system
includes a portable gaming device or interface. The portable
gaming device has a display for displaying game information
to a player, at least one input device for receiving input from
the player and is capable of receiving and sending informa
tion to a remote device/location. The gaming system also
includes a game server for generating game data, transmitting
game data to the portable gaming device and receiving infor
mation, such as player input, from the portable gaming
device. The gaming system further includes a payment trans
action server for validating payment and establishing entitle
ment of a player to play a game via the portable gaming device
as provided by the game server.
0342. In various embodiments, the gaming system
includes one or more stationary gaming machines or other
devices capable of printing tickets having a value associated
therewith. The portable gaming device includes a ticket
reader for reading ticket information for use by the payment
transaction server in Verifying the associated value for per
mitting the player to play the game. In one or more embodi
ments, the portable gaming devices communicate with other
devices (such as the game server) via a wireless communica
tion channel. Appropriate relays and transceivers are pro
vided for permitting the wireless communication.
0343. In one or more embodiments, the portable gaming
device includes a plurality of interfaces for changing the
configuration of the gaming device or interacting with one or
more transaction servers. In some embodiments, a login inter
face is provided for receiving login information regarding a
user of the device. In various embodiments, the number of

interfaces or other functions or features displayed or permit
ted to be accessed are configured depending upon the user of
the device. In the event a gaming representative identifies
himself interfaces permitting access to a variety of control
functions may be provided. In the event a player identifies
themselves. Such control functions may not be accessible, but
instead only consumer-related functions may be accessible
Such as game play.
0344. In one or more embodiments the gaming system
includes one or more transaction servers, such as a food

transaction server. Using an interface of the portable gaming
device a player or other user may request services from the
food transaction server. For example, a player may request
food, drink, a restaurant reservation or other service.

0345 One or more embodiments comprise a method of
playing a game via a portable gaming device associated with
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a gaming network. In some embodiments, a player obtains a
portable gaming device. Such as by checking out the device
from the hostess station of a restaurant or the front desk of a

hotel/casino. The player provides value to the gaming opera
tor, Such as a credit card or cash deposit. This value is asso
ciated with the server and matched with a ticket number,

player tracking number or other identifier.
0346. The game device is configured for player play using
the login interface. The act of logging in may be performed by
the player or the gaming operator. The player next establishes
entitlement to obtain services, such as the playing of a game,
by showing the existence of value. In some embodiments, the
player scans his ticket using the ticket reader of the device.
The Scanned information is transmitted to the payment trans
action server for verifying entitlement of the player to play a
game or obtain other services. In the event the entitlement is
Verified, then the player is permitted to engage in the play of
a game or request service.
0347 In the event a player wishes to play a game, the
player indicates Such by selecting a particular game using a
game play interface. Upon receipt of such an instruction, the
game server generates game data and transmits it to the per
Sonal gaming device. The transmitted data may comprise
Sound and video data for use by the personal gaming device in
presenting the game. The player is allowed to participate in
the game by providing input to the game server through the
personal gaming device. The game server determines if the
outcome of the game is a winning or losing outcome. If the
outcome is a winning outcome, an award may be given. This
award may be cash value which is associated with the player's
account at the payment transaction server. If the outcome is a
losing outcome, then abet or wager placed by the player may
be lost, and that amount deducted from the player's account at
the transaction server.

0348 FIG. 29 is a block diagram of a gaming system in
accordance with various embodiments.

0349. As illustrated, the gaming system B20 includes a
plurality of gaming machines B22a, B22b, B22c, B22d,
B22e, B22f B22g, B22h, B22i, B22i. In some embodiments,
these gaming machines B22a, B22b, B22c, B22d, B22e,
B22f B22g, B22h, B22i, B22i are of the stationary type. In
general, the gaming machines B22a, B22b, B22c, B22d.
B22e, B22f B22g, B22h, B22i, B22i are arranged to present
one or more games to a player. In various embodiments, the
games are of the type requiring the placement of a wager or
bet and are of the type by which a player receiving a winning
outcome is provided an award, Such as a monetary award.
These devices may comprise for example, video poker and
slot machines. In addition, the gaming system B20 includes
one or more hand-held, portable gaming devices (PGDs) B24.
The PGDB24 is also arranged to present one or more games
to a player, and as described below, may be used as an access
point for a variety of other services. The device referred to
herein as a “personal gaming device' may be referred to by
other terminology, such as a portable gaming interface, per
Sonal game unit or the like, but regardless of the name of the
device. Such may have one or more of the characteristics
herein.

0350. In addition, in various embodiments, the PGDB24
is in communication with at least one gaming server B28. As
described below, in various embodiments, the one or more

games which are presented via the PGDB24 to the player are
provided by the gaming server B28.

0351. The gaming machines B22a, B22b, B22c, B22d,
B22e, B22?, B22g, B22h, B22i, B22i and each PGDB24 is in
communication with a payment system referred to herein as
the “EZ-Pay' system. This system includes a server B26 for
receiving and transmitting information. In general, the EZ
Pay System is utilized to accept payment from a player for the
playing of games and obtaining of other goods and services,
and for paying a player winnings or awards.
0352. In the embodiments illustrated, the gaming system
B20 includes other servers B30, B32 for transmitting and/or
receiving other information. In some embodiments, one
server B30 comprises a prize transaction server. Another
server B32 comprises a food transaction server. In a some
embodiments, information may be transmitted between the
PGDB24 and these servers B30, B32.

0353. The EZ Pay system, according to various embodi
ments, will now be described in more detail with reference to

FIG. 30. The EZ Pay system may constitute an award ticket
system which allows award ticket vouchers to be dispensed in
lieu of the traditional coin awards or reimbursements when a

player wins a game or wishes to cash out. These tickets may
also be used by gaming machines and other devices for pro
viding value. Such as for payment of goods or services includ
ing as a bet or ante for playing a game.
0354 FIG. 30 illustrates some embodiments of such a
system in block diagram form. As illustrated, a first group of
gaming machines B22a, B22b, B22c, B22d, and B22e is
shown connected to a first clerk validation terminal (CVT)
B34 and a second group of gaming machines B22f, B22g,
B22h, B22i, and B22i is shown connected to a second CVT
B36. All of the gaming machines print ticket vouchers which
may be exchanged for cash or accepted as credit or indicia in
other gaming machines. When the CVTs B34.B36 are not
connected to one another, a ticket Voucher printed from one
gaming machine may only be used as indicia of credit in
another gaming machine which is in a group of gaming
machines connected to the same CVT. For example an award
ticket printed from gaming machine B22a might be used as
credit of indicia in gaming machines B22b, B22c, B22d, and
B22e, which are connected to the common CVTB34, but may
not be used in gaming machines B22f B22g, B22h, B22i, and
B22i since they are each connected to the CVT B36.
0355 The CVTs B34.B36 store ticket voucher informa
tion corresponding to the outstanding ticket Vouchers that are
waiting for redemption. This information is used when the
tickets are validated and cashed out. The CVTs B34.B36 store

the information for the ticket Vouchers printed by the gaming
machines connected to the CVT. For example, CVT B34
stores ticket voucher information for ticket vouchers printed
by gaming machines B22a, B22b, B22c, B22d, and B22e.
When a player wishes to cash out a ticket voucher and the
CVTs B34. B36 are not connected to one another, the player
may redeem a Voucher printed from a particular gaming
machine at the CVT associated with the gaming machine. To
cash out the ticket voucher, the ticket voucher is validated by
comparing information obtained from the ticket with infor
mation stored with the CVT. After a ticket voucher has been

cashed out, the CVT marks the ticket as paid in a database to
prevent a ticket voucher with similar information from being
cashed multiple times.
0356. Multiple groups of gaming machines connected to
the CVTs B34.B36 may be connected together in a cross
validation network B38. The cross validation network typi
cally comprises one or more concentrators B40 which accept
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input from two or more CVTs and enables communications to
and from the two or more CVTs using one communication
line. The concentrator B40 is connected to a front end con

troller B42 which may poll the CVTs B34.B36 for ticket
voucher information. The front end controller B42 is con

nected to an EZ pay server B26 which may provide a variety
of information services for the award ticket system including
accounting B44 and administration B46.
0357 The cross validation network allows ticket vouchers
generated by any gaming machine connected to the cross
validation network to be accepted by other gaming machines
in the cross validation network B38. Additional, the cross
validation network allows a cashier at a cashier station B48,

B50, B52 to validate any ticket voucher generated from a
gaming machine within the cross validation network B38. To
cash out a ticket Voucher, a player may present a ticket
voucher at one of the cashier stations B48, B50, B52. Infor
mation obtained from the ticket voucher is used to validate the

ticket by comparing information on the ticket with informa
tion stored on one of the CVTs B34.B36 connected to the
cross validation network B38. As tickets are validated, this

information may be sent to another computer B54 providing
audit services.

0358 As described above, the gaming system B20 may
also include one or more hand-held PGDs B24. In various

embodiments, the PGDB24 is a portable device capable of
transmitting and receiving information via a wireless com
munication link/network.

0359 Referring again to FIG. 29, the gaming system B20
may include a printer B56, wireless communication relays
B58 and B60, and wireless transceivers B62, B64, B66 and
B68 connected to the remote transaction servers B26, B28,

B30 and B32. In various embodiments, a player may obtain
the PGDB24, and after being provided with the appropriate
authority, may play one or more games and/or obtain other
services including food services or accommodation services.
0360 FIG. 31 illustrates the PGD B24 and a block dia
gram of a game and service system which may be imple
mented by the gaming system B20 illustrated in FIG. 29. In
various embodiments, the game and service system B100 is
comprised of at least one PGDB24 and a number of input and
output devices. The PGD B24 is generally comprised of a
display screen B102 which may display a number of game
service interfaces B106. These game service interfaces B106
are generated on the display Screen B102 by a microprocessor
of some type (not shown) within the PGDB24. Examples of
a hand-held PGD B24 which may accommodate the game
service interfaces B106 shown in FIG. 31 are manufactured

by Symbol Technologies, Incorporated of Holtsville, N.Y.
The interface or menu data may be stored in a local memory,
or the data may be transmitted to the PGDB24 from a remote
location (such as a data server). This reduces the memory
requirement of the device.
0361. The game service interfaces B106 may be used to
provide a variety of game service transactions and gaming
operations services, including the presentation for play by a
user of one or more games. The game service interfaces B106.
including a login interface B105, an input/output interface
B108, a transaction reconciliation interface B110, a ticket

validation interface B115, a prize services interface B120, a
food services interface B125, an accommodation services

interface B130, a gaming operations interface B135, and a
game play interface B137 may be accessed via a main menu
with a number of Sub-menus that allow a game service rep
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resentative or player to access the different display screens
relating to the particular interface.
0362. In one or more embodiments, some or all of the
interfaces may be available to a user of the PGD B24. For
example, in one or more embodiments, the PGD B24 may
have a dual purpose of both being usable by a player to play
games and engage in other activities, and also be used by
gaming operations personnel for use in providing services to
players and performing administrative functions. In various
embodiments, certain PGDs B24 may be specially configured
for use only by players, and other PGDS B24 may be specially
configured for use only by gaming or other personnel. In Such
event, the interfaces B106 may be custom programmed.
0363. In one or more embodiments, only certain interfaces
B106 may be displayed, depending on the status of the user of
the PGDB24. In some embodiments, the particular interfaces
B106 which are displayed and thus accessible for use are
determined by the status of the user as indicated through a
login function. In various embodiment, when the PGDB24 is
operable (such as when a power button is activated) the
default status for the PGD B24 is the display of the login
interface B105. Once a user of the PGDB24 has logged in,
then the status of the PGD display is changed.
0364. In one or more embodiments, the login interface
B105 may allow a game service representative to enter a user
identification of some type and verify the user identification
with a password. When the display screen B102 is a touch
screen, the user may enter the user/operator identification
information on a display Screen comprising the login inter
face B105 using an input stylus B103 and/or using one or
more input buttons B104. Using a menu on the display Screen
of the login interface, the user may select other display
screens relating to the login and registration process. For
example, another display screen obtained via a menu on a
display screen in the login interface may allow the PGDB24
to scan a finger print of the game service representative for
identification purposes or scan the finger print of a game
player.
0365. In the event a user identifies themselves as a gaming
operator or representative, then the PGD B24 may be
arranged to display one or more other interfaces such as those
listed above and described in detail below. In one or more

embodiments, the default status or login may be a “player”
mode login.
0366. In various embodiments, the login interface B105
may allow a player to identify themselves to configure the
PGDB24 to permit the player to access a plurality of player
services, such as playing games and the like. In various
embodiments, the login interface B105 includes a request that
the user identify themselves as a “player” or “authorized
personnel.” In the event “authorized personnel is selected,
then the above-referenced user identification (including pass
word) may be requested. If “player is selected, then in vari
ous embodiments the player is requested to provide an EZ pay
ticket. As described in more detail below, in various embodi

ments, a player who wishes to play one or more games or
obtain other goods or services uses an EZ pay ticket to pro
vide the credit or payment therefor. The ticket may be
obtained from a cashier or by play of another gaming device
(such as devices B22a, B22b, B22c, B22d, B22e, B22fB22g,
B22h, B22i, B22j in FIG. 29). The ticket may be verified
through the EZ pay system described above.
0367. In various embodiments, the PGD B24 includes a
ticket reader B145 and a card reader B140. In some embodi
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ments, the ticket reader B145 may be of a variety of types. In
Some embodiments, the reader comprises a bar-code reading
optical scanner. In this arrangement, a user of the PGDB24
may simply pass the bar-coded ticket in front of the bar-code
reader. In some embodiments, the card reader B140 com

prises a magnetic-stripe card type reader for reading informa
tion associated with a magnetic stripe of a card, Such as a
player tracking card.
0368. After having provided the appropriate authoriza
tion, access may be provided to the user of the PGDB24 of
one or more of the following interfaces B106.
0369. In one or more embodiments, an authorized user
may be provided with access to the input/output interface
B108. In a various embodiments, such access is only provided
to a game service operator and not a player. In one or more
embodiments, the input/output interface B108 permits a user
to select, from a list of devices stored in memory on the PGD
B24, a device from which the PGD may input game service
transaction information or output game service transaction
information. For example, the PGDB24 may communicate
with the ticket reader B145. As another example, the PGD
B24 may input information from the card reader B140. Such
input may be useful, for example, if a game service operator
wishes to verify the authenticity of a player tracking card or
the like.

0370. The PGDB24 may output game and service trans
action information to a number of devices. For example, to
print a receipt, the PGD B24 may output information to a
printer B150. In this game service transaction, the PGDB24
may send a print request to the printer B150 and receive a
print reply from the printer B150. The printer B150 may be a
large device at Some fixed location or a portable device car
ried by the game service representative. As another example,
the output device may be the card reader B140 that is able to
store information on a magnetic card or Smart card. Other
devices which may accept input or output from the PGDB24
are personal digital assistants, microphones, keyboard, Stor
age devices, gaming machines and remote transaction serv
CS.

0371. The PGD B24 may communicate with the various
input mechanisms and output mechanisms using both wire
and wire-less communication interfaces. For example, the
PGD B24 may be connected to the printer B150 by a wire
connection of some type. However, the PGDB24 may com
municate with a remote transaction server B160 via a wire

less communication interface including a spread spectrum
cellular network communication interface. An example of a
spread spectrum cellular network communication interface is
Spectrum 24 offered by Symbol Technologies of Holtsville,
N.Y., which operates between about 2.4 and 2.5 Gigahertz.
The information communicated using the wire-less commu
nication interfaces may be encrypted to provide security for
certain game service transactions such as validating a ticket
for a cash pay out. Some devices may accommodate multiple
communication interfaces. Such a spread spectrum network
is but one possible communication scheme.
0372 Another type of interface that may be stored on the
PGD B24 is the award ticket validation interface B115. In

Some embodiments, this interface is only available to an
authorized game service representative, and not a player.
Some embodiments of the award ticket interface B115 may
accommodate the EZ pay ticket Voucher system and validate
EZ pay tickets as previously described. However, when other
ticket voucher systems are utilized, the award ticket valida

tion interface B115 may be designed to interface with the
other ticket Voucher systems. Using the award ticket valida
tion interface B115, a game service representative may read
information from a ticket presented to the game service rep
resentative by a game player using the ticket reader and then
validate and pay out an award indicated on the ticket.
0373. In various embodiments, the award ticket contains
game service transaction information which may be verified
against information stored on a remote transaction server
B160. To validate the ticket may require a number of game
service transactions. For example, after obtaining game ser
vice transaction information from the award ticket, the PGD

B24 may send a ticket validation request to the remote trans
action server B160 using the spread spectrum communication
interface and receive a ticket validation reply from the remote
server B160. In particular, the validation reply and the vali
dation request may be for an EZ pay ticket. After the award
ticket has been validated, the PGDB24 may send a confir
mation of the transaction to the remote server B160. Details

of the game service transaction information validation pro
cess are described with the reference to FIG. 33. In various

embodiments, the award ticket interface may be configured to
validate award information from a Smart card or some other

portable information device or validate award information
directly from a gaming machine.
0374, AS game and service transactions are completed,
game and service transaction information may be stored on a
storage device B155. The storage device B155 may be a
remote storage device or a portable storage device. The stor
age device B155 may be used as a back-up for auditing
purposes when the memory on the PGDB24 fails and may be
removable from the PGDB24.

0375 A type of game service interface that may be stored
on the PGDB24 is the prize service interface B120. As an
award on a gaming machine (i.e., machines B22a, B22b.
B22c, B22d, B22e, B22?, B22g, B22h, B22i, B22i in FIG.29)
or while playing a game via the PGDB24, a game player may
receive a ticket (Such as issued by other machine) that is
redeemable for merchandise including a bicycle, a computer
or luggage or receive Such an award directly (Such as while
playing the PGDB24 itself). Using the prize service interface
B120, a game service representative or player may validate
the prize service ticket and then check on the availability of
certain prizes. For example, when the prize service ticket
indicates the game player has won a bicycle, the game service
representative may check whether the prize is available in a
nearby prize distribution center. Alternatively, a player may
be permitted to do the same thing. In some embodiments, a
player may be awarded a prize of a particular level, there
being one or more particular prizes on that level. In Such
events, the player may use the interface B120 to determine
what prizes are currently available in the prize level just
awarded. The PGDB24 may validate a prize ticket and check
on the availability of certain prizes by communicating with a
remote prize server. Further, the game service representative
may have the prize shipped to a game player's home or send
a request to have the prize sent to a prize distribution location.
The game service transactions needed to validate the prize
ticket including a prize validation request and a prize valida
tion reply, to check on the availability of prizes and to order or
ship a prize may be implemented using various display
screens located within the prize interface. The different prize
screens in the prize service interface B120 may be accessed
using a menu located on each screen of the prize service
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interface. In some embodiments, the prize service interface
B120 may be configured to validate prize information from a
smart card or some other portable information device or vali
date award information directly from a gaming machine.
0376. A type of game service interface that may be stored
on the PGDB24 is the food Service interface B125. As an

award on a gaming machine or as compensation for a particu
lar amount of game play, a game player may receive a free
food or drink. Using the food service interface B125, the
player may redeem the food or drink award, or a game service
representative may validate Such an award (for example, the
award may be provided to a player of a gaming device B22a
in the form of a ticket) and check on the availability of the
award. For example, when the game player has received an
award ticket valid for a free meal, the food service interface

may be used to check on the availability of a dinner reserva
tion and make a dinner reservation. As another example, the
PGDB24 may be used to take a drink or food order by the
player thereof. Such an order may be processed via the remote
food server B32 (see also FIG. 29). The transactions needed
to validate a food ticket or award, to check on the availability
of food services, request a food service and receive a reply to
the food service request may be implemented using various
display screens located within the food service interface
B125. These display screens may be accessed using a menu
located on each screen of the food service interface. In some

embodiments, the food service interface may be configured to
validate food service information from a Smart card or some

other portable information device.
0377 Another type of game service interface that may be
stored on the PGDB24 is an accommodation service interface

B130. As an award for game play or as compensation for a
particular amount of game play, a game player may receive an
award in the form of an accommodation service such as a

room upgrade, a free night's stay or other accommodation
prize. using the accommodation service interface B130, the
player may check on the availability of certain accommoda
tion prizes. For example, when the game player has received
an award for a room upgrade, the accommodation service
interface may be used to check on the availability of a room
and to make a room reservation. Regardless of whether the
player has won an accommodation award, the player may
utilize the accommodation service interface B130 to reserve a

room (such as an additional night's stay) or an upgrade to a
room. In some embodiments, a player of a game may be
issued a ticket (such as from a free-standing game device
B22a, B22b, B22c, B22d, B22e, B22f B22g, B22h, B22i,
B22i in FIG. 29), and a gaming representative may use the
accommodation service interface B130 in order to validate

the player's award ticket and check on the availability of the
award and institute the award. As another example, the PGD
B24 may be used to order a taxi or some other form of
transportation for a player at a gaming machine preparing to
leave the game playing area. The game playing area may be a
casino, a hotel, a restaurant, a bar or a store.

0378. The PGD B24 may validate the accommodation
service award and check on the availability of certain accom
modation awards by communicating with a remote accom
modation server. The transactions needed to validate the

accommodation ticket, check on the availability of accom
modation services, request an accommodation service and
receive a reply to the accommodation service request may be
implemented using various display Screens located within the
accommodation service interface. These display Screens may
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be accessed using a menu located on each screen of the
accommodation service interface. In some embodiments, the

accommodation service interface may be configured to Vali
date accommodation service information from a Smart card or

some other portable information device.
0379 A type of game service interface that may be stored
on the PGD B24 is a gaming operations service interface
B135. Using the gaming service interface B135 on the PGD
B24, a game service representative may perform a number of
game service transactions relating to gaming operations. For
example, when a game player has spilled a drink in the game
playing area, a game service representative may send a
request to maintenance to have someone cleanup the accident
and receive a reply from maintenance regarding their request.
The maintenance request and maintenance reply may be sent
and received via display screens selected via a menu on the
screens of the gaming operations service interface. As another
example, whena game service representative observes a dam
aged gaming machine Such as a broken light, the game service
representative may send a maintenance request for the gam
ing machine using the PGD B24. In one or more embodi
ments, a player may be permitted various options through the
gaming service interface B135. For example, a player may be
permitted to request a gaming service representative or atten
dant using the interface B135.
0380 A type of game service interface that may be stored
on the PGD B24 is a transaction reconciliation interface

B110. In various embodiments, the PGD B24 contains a

memory storing game service transaction information. The
memory may record the type and time when a particular game
service transaction is performed. At certaintimes, the records
of the game service transactions stored within the PGDB24
may be compared with records stored at an alternate location.
For example, for an award ticket validation, each time an
award ticket is validated and paid out, a confirmation is sent to
a remote server B160. Thus, information regarding the award
tickets, which were validated and paid out using the PGD
B24, should agree with the information regarding transac
tions by the PGD stored in the remote server B160. The
transaction reconciliation process involves using the transac
tion reconciliation interface B110 to compare this informa
tion. In various embodiments, only a gaming service repre
sentative (and not a player) is permitted access to the
transaction reconciliation interface B110.

0381. A type of game service interface that may be stored
on the PGDB24 is a voice interface B138. Using the spread
spectrum cellular or other communication network incorpo
rated into the PGD, a player and/or game service representa
tive may use the PGDB24 as a voice communication device.
This voice interface B138 may be used to supplement some of
the interfaces previously described. For example, when a
game player spills a drink the game service representative
may send maintenance request and receive a maintenance
reply using the voice interface B138 on the PGD B24. As
another example, when a game player requests to validate a
food service Such as free meal. Such a request may be made by
the player or a game service representative at a restaurant or
other location using the voice interface B138 on the PGD
B24. In some embodiments, a player may be permitted to
contact a player of another PGDB24, such as by inputting a
code number assigned to the PGDB24 through which com
munication is desired. Such would permit, for example, a
husband and wife using two different PGDs B24 to commu
nicate with one another. The voice interface B138 may also
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permit a player to contact the front desk of a hotel/casino, an
operator of a Switchboard at the gaming location or the like.
0382. A type of game service interface that may be stored
on the PGDB24 is a game play interface B137. In various
embodiments, a player is permitted to access the game play
interface B137 in order to select from one or more games for
play. The game play interface B137 may include a menu
listing one or more games which the player may play via the
PGDB24. In various embodiments, game play is facilitated
with the game server B28 (see FIG. 29).
0383. In one or more embodiments, the gaming control
code is not resident at the PGDB24, but instead at a secure,

remote server. Referring to FIG. 29, game play data is trans
mitted from the game server B28 to the PGDB24, and from
the PGD B24 to the game server B28. Preferably, the PGD
B24 is adapted to receive and process data, Such as by receiv
ing video data and processing the data to present the infor
mation on the display B102. Likewise, the PGD B24 is
arranged to accept input and transmit that input or instruction
to the game server B28. This arrangement has the benefit that
nearly all aspects of the play of a game can be monitored, as
it requires the game play data to pass to or from a remote
location. This avoids, for example, storage of the gaming
software at the PGDB24 where it might be tampered with,
copied or the like.
0384. In one or more embodiments, each PGDB24 has a
unique identifier which is utilized to identify which PGDB24
data is transmitted from and to which data is to be transmitted

to. In some embodiments, the game server B28 may thus be
used to present the same or different games to a plurality of
players using different PGDs B24, with the game data regard
ing a particular game being played at a particular PGDB24
being directed to that PGDB24 using its particular identifier.
0385 As will be appreciated by those of skill in the art, the
PGD B24 may have a variety of configurations. As stated
above, the PGDB24 may be used in the gaming system B20
in which gaming code is not stored directly at the PGD. In
such an embodiment, the PGDB24 may have a much more
limited amount of data memory. In some embodiments, the
PGD B24 includes a processor for executing control code,
Such as that necessary to operate the display B102, accept
input from the stylus B103 or input buttons B104 or the like.
In addition, the PGD B24 preferably includes a buffer
memory for accepting data transmitted from the game server
B28. This data may comprise data for displaying game infor
mation, Such as video and sound content.

0386 Various aspects of the use of the PGDB24 described
above will now be described. In one or more embodiments,

the PGD B24 may be used directly by a player. In various
embodiments, a player may use the PGDB24 to play one or
more games, and obtain products and services, such as food.
0387 Amethod ofuse of the PGDB24, according to some
embodiments, is illustrated in FIGS. 32(a) and 32Gb). In gen
eral, a player must first obtain a PGD B24. For example, a
player may check out a PGD B24 from a gaming operator.
The player then establishes entitlement to use the PGDB24.
In some embodiments, the player must indicate player status
at the login interface, and obtain a valid ticket in order to
activate the PGDB24. Once activated, the player is permitted
to engage in a variety of transactions using the interfaces
B106. Such as playing a game, redeeming prizes and awards,
placing food and drink orders, placing reservations, seeking
gaming operator Support and seeking a variety of other goods
and services as described in more detail below.

(0388 One example of a method ofuse of the PGDB24 by
a player will be described with reference to FIG. 32(a). In a
first step B400, the player first obtains the PGDB24. In some
embodiments, a gaming operator may have certain locations
at which a player may obtain the PGDB24, such as the front
desk of a hotel/casino, the hostess stand at a restaurant, from

a gaming attendant or other location as desired. In some
embodiments, a gaming operator may actually permit a
player to retain the PGDB24, such as by renting, selling or
giving the PGDB24 away to a player.
(0389. In a step B402, the PGDB24 is activated. In some
embodiments, this step includes turning on the PGD B24
(such as with a power Switch) and logging in. In some
embodiments, when the PGD B24 is turned on, the login
interface B105 is automatically displayed. The login interface
B105 may include “player” and “authorized personnel but
tons which may be activated using the stylus B103. The
player may indicate “player” status by selecting the player
button with the stylus B103.
0390. In some embodiments, the gaming operator may log
the player in. For example, when a player obtains the PGD
B24 from a hostess at a restaurant, the hostess may log in the
player in player mode. In some embodiments, the gaming
operator may have certain PGDs B24 which are for use by
players and certain others which are for use by gaming per
sonnel. In such event, the PGDs B24 which are configured for
player status may automatically be configured for player
mode after being turned on.
0391) In a step B404, a player establishes entitlement to
use the PGDB24. In some embodiments, this step comprises
the player providing a valid ticket which is verifiable using the
EZ pay portion of the gaming system B20. In some embodi
ments, a player may have obtained a ticket through play of a
gaming machine, such as gaming machines B22a, B22b.
B22c, B22d, B22e, B22?, B22g, B22h, B22i, B22i of the
gaming system B20. In some embodiments, a player may be
issued a ticket by a game service representative. For example,
a player may provide credit at a cashier cage (such as with a
credit card or cash) and be issued a ticket. A player may also
pay cash or the like to a restaurant hostess and be issued a
ticket.

0392. Once the player has a ticket, the ticket may be
scanned using the ticket reader B145 of the PGD B24. For
example, the player may pass the ticket in front of the ticket
reader B145. Once the information is read by the PGDB24,
the data may be transmitted to the EZ pay server B26 for
validation. Preferably, this validation confirms that the par
ticular ticket is authorized, including the fact that it is out
standing and has value associated therewith.
0393. In one or more embodiments, entitlement may be
established in other manners. For example, in Some embodi
ments, entitlement may be established with a player tracking
or identification card which may be read using the card reader
B140 of the PGDB24.

0394 Establishing entitlement to use the PGD B24 may
ensure that the player has funds for paying to obtain services
and products available by use of the PGDB24. In one or more
embodiments, however, this step may be eliminated. For
example, in some embodiments, a player may be permitted to
use the PGDB24 and then pay for goods or services in other
manners. In some embodiments, a player may, for example,
order food and then pay the server for the food using a room
charge or cash at the time the food is delivered. In some
embodiments, a player may use a credit card to pay to play
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games or to pay for food or the like. In Such event, a credit card
may be read by the card reader B140 at the time the services
or products are to be provided or are ordered by the player.
0395. In a step B406, the player is then permitted to select
one or more selections from the interfaces B106. As stated

above, a player may not be permitted access to all of the
interfaces B106. In any event, a player may select, Such as
with the stylus B103, a service from the group of interfaces
B106. An example of the engagement of a particular activity
using the PGDB24 will be described below with reference to
FIG. 32(b).
0396 Once a player no longer desires to engage in any
more activities using the PGD B24, the use session of the
PGDB24 is ended in a step B408, and in one or more embodi
ments, the PGDB24 is returned to the gaming operator. In
various embodiments, once a player no longer wishes to use
the PGDB24, the player returns the PGDB24 to the gaming
operator. At that time, the gaming operator may confirm that
all transactions using the PGDB24 are closed or complete,
and pay the player any winnings. In some embodiments, a
player B24 is issued a new ticket representing the player's
credit (including any payments made in order to first use the
PGDB24, plus any winnings, less any expenditures).
0397. An example of a method of using the PGD B24
wherein the player has selected the option of game play using
the game play interface B137 will be described in detail with
reference to FIG.32(b). In a step B410 (which step comprises
a particular embodiment of step B406 of FIG.32(a)), a player
has selected the event or service of “game play” using the
game play interface B137.
0398. In some embodiments, when a player has selected
the gameplay interface B137, a menu may be displayed to the
player of the one or more games which the player may be
permitted to play. In some embodiments, when the player
selects the game play interface B137, a signal is transmitted
from the PGDB24 to the remote game server B28 instructing
the game server B28 that the player wishes to play a game. In
response, the game server B28 may send the latest game menu
to the PGDB24 for display. In this arrangement, the menu of
games which is available may be continuously updated at one
or more central locations (such as the server B28) instead of
at each PGDB24.

0399. If the system B20 permits the player to select a game
from a menu of games, then the method includes the step of
the player selecting a particular game to be played. Once a
game is selected, or if only a single game option is provided,
then game play begins. In some embodiments, the game
server B28 transmits data to the PGDB24 for use by the PGD
B24 in presenting the game, such as video and audio content.
0400. In some embodiments, in a step B412 a player is
required to placeabet orante to participate in a game. In some
embodiments, the player may place the bet or ante using the
EZ pay system. As stated above, the player preferably estab
lishes entitlement to use the PGDB24 with an EZ pay ticket
or other entitlement, which ticket demonstrates that the player
has monies or credits on account which may be used to pay for
goods and services. These services include game play Ser
W1CS

04.01. In some embodiments, when the player establishes
entitlement to use the PGD B24, the value of the player's
credits or monies are displayed to the player so that the player
is visually reminded of these amounts. When a player begins
play of a game, the player may input a bet and ante which is
no more than the value of the credits or monies which the
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player has on account. Once a player has placed a bet orante,
that information is transmitted to the EZ pay server B26 and
is deducted from the player's account. A new credit value is
then displayed at the PGDB24 to the player.
0402. In various embodiments, a player may provide
credit for a bet orante in other manners. For example, a player
may swipe a credit card through the card reader B140 in order
to provide the necessary credit for the bet or ante.
0403. In a step B414, the player is then permitted to
engage in the game. In some embodiments, game play com
prises the game server B28 executing game code and trans
mitting information to the PGD B24 for presenting certain
aspects of the game to the player. When necessary, the player
is permitted to provide input, and the input data is transmitted
from the PGDB24 to the game server B28.
0404 As one example of a game, the game may comprise
video poker. In this embodiment, the game server B28
executes code for randomly generating or selecting five cards.
Data representing video images of the cards is transmitted to
the PGDB24, where the images of the five dealt cards are
displayed on the display screen B102.
04.05 The instruction “draw” or “stay” may be displayed
to the player. At that time, the player may select one or more
of the cards to hold or replace. In the event the player elects to
replace any card, that instruction is transmitted to the game
server B28 which then randomly generates or selects replace
ment cards. The replacement card data is transmitted to the
PGDB24 and images of the replacement cards are displayed.
0406. In the event the hand of five cards (including any
replacement cards) is determined by the game server B28 to
comprise a predetermined winning hand, then the player may
be paid a winning amount. If not, then the player loses his bet
orante. This step comprises step B416 of the method, that of
determining the outcome of the game.
0407. If the outcome is a winning outcome, then the player
may be paid a winning by crediting the player's account
through the EZ pay server B26. In that event, the player's
credits value as displayed is updated to reflect the player's
winnings.
0408. A player may then elect to play the game again, play
a different game, or select one or more other services offered.
In some embodiments, a “return to main menu button or the

like may be displayed to the player at all times, permitting the
player to return to a display including the various interfaces
B106.

04.09. In some embodiments, when the player has com
pleted use of the PGDB24, the player returns the PGDB24 to
the gaming operator. For example, the player may return the
PGD B24 to a cashier cage or a game service operator. In
various embodiments, the game service operator or other
party then issues the player a ticket for any credit or value
which remains in the player's account. The PGD B24 may
then be deactivated so that it readied for use by another player.
In some embodiments, the PGDB24 may be deactivated by
turning its power off. In some embodiments, a "logout inter
face or option may be provided which causes the PGDB24 to
return to a default State seeking the login of a player or user.
0410 The PGDB24 may be used by a game service opera
tor. Several examples of a method of such use are detailed
below in conjunction with FIGS. 29 and 30.
0411 Whena game service representative contacts a game
player seeking a game service in the game playing area B70
(see FIG. 29), the game service representative uses an appro
priate game service interface on the display screen of the PGD
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B24, as described with reference to FIG. 31, to provide the
game service requested by the game player. For example,
when a game player requests an EZ pay ticket validation, the
game service representative brings the EZ pay ticket valida
tion interface onto the display screen of the PGDB24 using
menus available on the display screen B102. Then, the game
service representative scans the EZ pay ticket using a ticket
reader connected to the PGD B24 to obtain unique ticket
information. Next, the PGD B24 sends an EZ pay ticket
validation request using the wire-less communication inter
face to the EZ pay server B26.
0412. In various embodiments, the ticket validation
request is composed of one or more information packets
compatible with the wire-less communication standard being
employed. Using a wireless link B72, the one or more infor
mation packets containing the ticket validation request are
sent to the transceiver B62 connected to the EZ pay server.
The transceiver B62 is designed to receive and send messages
from the one or more PGDs B24 in the game playing area B70
in a communication format used by the PGDs. Depending on
the location of the PGDB24 in the game playing area B70, the
communication path for the information packets to and from
the PGDB24 may be through one or more wire-less commu
nication relays including B58 and B60. For example, when
the PGD B24 is located near gaming machine B22a, the
communication path for a message from the PGDB24 to the
EZ pay server B26 may be from the PGD B24 to the relay
B60, from the relay B60 to the relay B58, from the relay B58
to the transceiver B62 and from the transceiver B62 to the EZ

pay server B26. As the location of the PGDB24 changes in
the game playing area B70, the communication path between
the PGDB24 and the EZ pay server B26 may change.
0413. After receiving an EZ pay ticket validation reply
from the EZ pay server B26, the EZ pay ticket may be vali
dated using an appropriate display screen on the PGDB24.
After cashing out the ticket, the game service representative
may send a confirmation of the transaction to the EZ pay
server B26 using the PGDB24. The transaction history for the
PGDB24 may be stored on the PGDB24 as well as the EZ
pay server B26. Next, a receipt for the transaction may be
printed out. The receipt may be generated from a portable
printer carried by the game server representative ad con
nected to the PGDB24 in some manner or the receipt may be
generated from a printer B56 at a fixed location.
0414. After providing a number of game services compris
ing a number of game service transactions to different game
players in the game playing area B70 using the PGDB24, a
game service representative may log-off of the PGDB24 and
return it to location for secure storage. For example, at the end
of a shift, the game service representative may check the PGD
B24 at Some of the locations, the device is unassigned to the
particular game service representative and then may be
assigned to another game service representative. However,
before the PGD B24 is assigned to another game service
representative, the transaction history stored on the PGDB24
may be reconciled with a separate transaction history stored
on a transaction server such as the EZ pay server B26.
0415. The assigning and unassigning of the PGDB24 to a
game service representative and the transaction reconcilia
tion are performed for security and auditing purposes.
Another security measure which may be used on the PGD
B24 is a fixed connection time between the PGDB24 and a

transaction server. For example, after the PGDB24 has been
assigned to a game service representative and the game Ser
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vice representative has logged on the PGDB24, the PGDB24
may establish a connection with one or more transaction
servers including the EZ pay server B26, a server B28, a
server B30, or a server B32. The connection between a trans
action server and the PGDB24 allows the PGDB24 to send
information to the transaction server and receive information

from the transaction server. The length of this connection may
be fixed such that after a certain amount of time the connec
tion between the PGDB24 and the transaction server is auto

matically terminated. To reconnect to the transaction server,
the login and registration process must be repeated on the
PGDB24.

0416 A transaction server may provide one or more game
service transactions. However, the PGD B24 may connect
with multiple transaction servers to obtain different game
service transactions. For example, server B30 may be a prize
transaction server allowing prize service transactions and
server B415 may be a food transaction server allowing food
service transactions.

0417. When a game service representative receives a prize
service request from a game player, the PGD B24 may be
used to contact the prize transaction server B30 using a wire
less communication link between the PGDB24 and a trans

ceiver B64 connected to the prize transaction server B30.
Similarly, when a game service representative receives a food
service request from a game player, the PGD B24 may be
used to contact the food transaction server B32 using a wire
less communication link between the PGDB24 and a trans
ceiver B66 connected to the food transaction server B32.

0418. The different transaction servers including the serv
ers B26, B28, B30, B32 may be on separate networks or
linked in some manner. For example, server B32 is connected
to network B74, server B26 is connected to network B38,
server B30 is connected to network B76, and server B28 is
connected to network B78. In this embodiment, a network
link B80 exists between network B76 and network B38. Thus,

server B26 may communicate with server B30 via the net
work link B80. A communication link between different serv

ers may allow the servers to share game service transaction
information and allow different communication paths
between the PGDS and the transaction servers. Likewise, a
network link B82 exists between network B78 and network

B38, permitting the game server to communicate with the EZ
pay server B26.
0419 FIG. 33 is a flow chart depicting a method for pro
viding a game service using a hand-held device. In step B500,
a game service representative receives the PGDB24 and logs
in to the device to assign the device. The check out process
and assign process are for security and auditing purposes. In
a step B505, the game service representative contacts a game
player in the game playing area requesting a game service of
some type. In a step B510, the game service representative
selects an appropriate interface on the PGDB24 using menus
on the display screen B102 of the PGD that allow the game
service representative to provide a requested game service. In
a step B515, the game service representative inputs game
service transaction information required to perform a game
service transaction. For example, to validate an award ticket,
the game service representative may read information from
the ticket using a ticket reader. As another example, to provide
a food service including dinner reservation, the game service
representative may enter a game player's name to make the
reservation.
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0420. In a step B520, the transaction information obtained
in step B515 is validated as required. For example, when a
player attempts to cash out an award ticket, the information
from the award is validated to ensure the ticket is both genuine
(e.g. the ticket may be counterfeit) and has not already been
validated. The validation process requires a number of trans
fers of information packets between the PGD B24 and the
transaction server. The details of the validation process for an
award ticket validation are described with reference to FIG.

34. When the transaction information is valid, in a step B522,
a game service transaction is provided. For example, a room
reservation may be made for a player requesting an accom
modation service. A confirmation of the game service trans
action may be sent to the transaction server for transaction
reconciliation in a step B545. In one or more embodiments,
the method may include the step of generating a receipt
regarding the game service transaction.
0421. In a step B535, after providing the service, a game
player may request another game service. When a game
player requests an additional game service, the game service
representative returns to step B510 and selects an appropriate
interface for the game service. When a game player does not
request an additional service and it is not the end of a shift, in
a step B530, the game service representative returns to step
B505 and contacts a new game player. In a step B540, when
a shift has ended, the game service representative logs out of
the PGDB24 and checks the deviceata secure location so that

the PGD may be assigned to a different game service repre
sentative. In step B545, before the PGDB24 is assigned to a
different game service representative, a transaction history
reconciliation is performed to ensure that the transaction his
tory stored on the PGD is consistent with the transactions
previously confirmed with a transaction server during the
game service representative's shift. The transaction history
on the PGD B24 may be stored on a removable memory
storage device on the PGD. Thus, the memory may be
removed from the device for transaction reconciliation and

replaced with a new memory. Thus, the device with the new
memory may be assigned to a new game service representa
tive while the transaction history from the previous game
service representative assigned to the device is reconciled.
0422 FIG. 34 is a flow chart depicting a method for vali
dating information for providing a personal game service. In
the embodiment shown in the figure, a ticket is validated in a
manner consistent with an EZ pay ticket system. The EZ pay
ticket is usually used for award tickets. However, the system
may be adapted to provide tickets for other services include
food services, prize services or accommodation services. In a
step B600, a request for game service transaction information
read from a ticket is sent via a wire-less communication

interface on the PGD B24 to the appropriate transaction
server as described with reference to FIG. 29. In a step B605,
the server identifies which clerk validation ticket (CVT) B34,
B36 owns the ticket. When a CVT owns a ticket, the CVT has

stored information regarding the status of a particular ticket
issued from a gaming machine connected to the CVT B34,
B36. In a step B610, the server sends a request to pay the
ticket to the CVT identified as the owner of the ticket. Typi
cally, the pay request indicated a service on the ticket has been
requested. For a cash ticket, a pay request means a request to
cash out the ticket has been made. For a free meal, a pay
request means a request to obtain the meal has been made. In
a step B615, the CVT receives the pay request for the ticket

and marks the ticket pending. While the ticket is pending, any
attempts to validate a ticket with similar information is
blocked by the CVT.
0423. In a step B620, the CVTB34.B36 sends back a reply
with context information to the server. As an example, the
context information may be the time and place when the ticket
was issued. The information from the CVT to the server may
be sent as one or more data packets according to a commu
nication standard shared by the CVT and server. In a step
B625, after receiving the validation reply from the CVT, the
server marks the pay request pending and sends a pay order to
the PGDB24. While the pay request is pending, the server
will not allow another ticket with the same information as the

ticket with the pay request pending to be validated.
0424. In a step B630, the game service representative may
choose to accept or reject the pay order form the server. When
the game service representative accepts the pay order from
the server, in a step B640, the PGDB24 sends a reply to the
transaction server confirming that the transaction has been
performed. The transaction server marks the request paid
which prevents another ticket with identical information from
being validated. In a step B645, the server sends a confirma
tion to the CVT which allows the CVT to mark the request
from pending to paid. When the game service representative
rejects the pay order from the server, in a step B650, the PGD
B24 sends a reply to the server to mark the pay request from
pending to unpaid. When the ticket is marked unpaid, it may
be validated by another PGDB24 or other validation device.
In a step B655, the server sends the reply to the CVT to mark
the pay request from pending to unpaid which allows the
ticket to be validated.

0425. In one or more embodiments, a ticket may be used to
provide credit/value for establishing entitlement to a service
or a good. Such as the right to play a game or obtain food. The
PGDB24 may include a card reader B140. In such an arrange
ment, a user of the PGDB24 may use a credit card or other
magnetic stripe type card for providing credit/value. In vari
ous embodiments, the PGD B24 may include one or more
other types of devices for obtaining/receiving information,
Such as a Smart card reader. In Such arrangements, the PGD
B24 device may read information from the credit card, smart
card or other device. These cards may comprise the well
known credit or debit cards. This information may be used to
provide the credit/value. In the example of a credit card, the
user's account information may be read from the card and
transmitted from the PGDB24 to the controller B42. Credit

card/credit validation information may be associated with a
credit card server (not shown). This credit card server may be
associated with a bank or other entity remote from the casino
or place of use of the PGD B24 and the controller B42. A
communication link may be provided between the controller
B42 and remote server for sending credit card information
there over.

0426 In some embodiments, when a player utilizes a
Smart card or credit card the amount of associated credit or

value may be transmitted to the EZ Pay server B26, and then
the credited amount may be treated in exactly the same man
ner as if the credit/value had been provided by a ticket. When
a player wishes to cash out, the EZ Pay server B26 has a
record of the original amount credited and the amounts of any
awards, losses or payments, and may then issue the player a
ticket representing the user's total credit.
0427. In accordance with various embodiments, a gaming
system is provided which includes one or more portable gam
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ing devices. The portable gaming devices permit a player to
play one or more games at a variety of locations, such as a
hotel room, restaurant or other location. These locations may
be remote from traditional gaming areas where free-standing,
generally stationary gaming machines are located.
0428. In one or more embodiments, a player may use the
portable gaming device to not only play games, but obtain
other products and services. In addition, in one or more
embodiments, the portable gaming device may be used by
game service representatives to perform a variety of functions
and provide a variety of services to a player.
0429. It should be understood that the foregoing descrip
tions encompass but some of the implementation technolo
gies that may be used, according to various embodiments.
Other technologies may be used and are contemplated,
according to various embodiments. Various embodiments
may be performed using any suitable technology, either a
technology currently existing or a technology which has yet
to be developed.
Wireless Interactive System
0430. According to various embodiments, a wireless inter
active gaming system includes one or more wireless gaming
devices, a receiver, and a central processor. The wireless
interactive gaming system may also include a terminal which
is in communication with the central processor.
0431. In a gaming environment that employs a wireless
interactive gaming system, a player receives a wireless gam
ing device from a game official who represents a gaming
establishment or the “house'. The wireless gaming device is
capable of receiving wager information as commands entered
by the player and transmitting the received wager information
along with identification information to the receiver by wire
less transmission.

0432. The wireless interactive gaming system may Sup
port a number of wireless gaming devices within one gaming
establishment. The range for the wireless transmission from a
wireless gaming device may be up to 100 feet.
0433 According to various embodiments, a player inputs
information into a wireless gaming device, e.g., by pressing
push buttons or keys on the device. The wireless gaming
device may include any number, e.g. from 5 to 20, of buttons
in a keypad-type arrangement. Buttons may be marked with
the digits 0 through 9 and may also include a “S” (dollar sign)
key and an “enter” key, so that the player may easily input
wager information. In various embodiments, the wireless
gaming device includes at least eight player selection buttons
(e.g., digits) and at least five special function buttons, (e.g., to
request the player's balance). In various embodiments, the
player can input some or all of the wager information into the
wireless gaming device by Swiping a Smart card, which con
tains a microprocessor chip or a magnetic stripe with encoded
information, through a Smart card reader on the wireless
gaming device.
0434 In various embodiments, the wireless gaming
device may include an identifier. The identifier may be, e.g.,
a series of alphanumeric characters, a bar code, or a magnetic
stripe affixed to the device. In various embodiments, the iden
tifier may be a digital code stored in a secure memory, e.g., an
electronically erasable programmable read only memory
(EEPROM). The identifier may thus be readable directly by
the game official if it is a series of alphanumeric characters, or
it may be read automatically by a bar code reader or a mag
netic stripe reader. In various embodiments, the identifier may
be programmed in EEPROM or read from EEPROM through
an RS-232 port, which may be directly connected to encoder
and decoder circuitry in a terminal.

Mar. 8, 2012

0435 A wireless gaming device may store an encryption
key. The encryption key may be used to encrypt information
that is transmitted to the receiver from the device. Encryption
of the information transmitted to the receiver may limits
tampering with the wireless gaming device and may prevent
unauthorized or counterfeit devices from being used with the
system.
0436. In various embodiments, the encryption key may be
stored in the EEPROM. The EEPROM may have the advan
tage of being a memory device which is difficult to access if
the appropriate encoding circuitry is not available. Thus, it is
contemplated that the encoding circuitry that downloads the
encryption key into the device may be securely held by the
game official.
0437. Alternately, the encryption key stored in the
EEPROM may be updated and changed for each player who
receives a wireless gaming device by directly connecting the
device to encoding and decoding circuitry in the terminal
through a port at the time the wireless gaming device is
delivered to the player. Moreover, other digital information
related to the game being played may be downloaded from the
terminal to the EEPROM through a direct connection with the
wireless gaming device.
0438. In various embodiments, a microprocessor controls
the operation of a wireless gaming device. The microproces
Sor receives digital wager information entered by the player
using buttons or keys of the wireless gaming device. The
microprocessor stores an identification code associated with
the wireless gaming device that is a digital equivalent of the
identifier of the wireless gaming device. The microprocessor
also executes software applications for encrypting the iden
tification code and the player's wager information for trans
mission to the receiver. The Software contains an algorithm
that encrypts a data packet including the identification code
and wager information using the encryption key.
0439. In various embodiments, a wireless gaming device
has a unique address, i.e. identification code, for communi
cations with the receiver and stores a player identification that
is programmed into the device by the central processor. The
wireless gaming device may include a wager amount register,
which is maintained and updated using the keys on the device.
The value stored in the wager amount register may be
included in transmissions from the device to the central pro
cessor. The value of the wager amount register may default to
a predetermined value, e.g. S1, when the device is initialized,
and can be further adjusted by the player. The wireless gam
ing device may also include an account balance register,
which is maintained in the device and is updated by the
central processor periodically. The value of the account bal
ance register should default to S0 when the device is initial
ized.

0440 The wireless gaming device may include player
function keys. The player function keys may be used to
accomplish the following functions:
1. Transmit a message to the receiver,
2. Request account balance information;
3. Adjust the state of the device:
4. Affect the data to be sent in the next transmitted message;
5. Increment the wager amount register by a predetermined
amount, e.g., S10, S5 or S1;
6. Reset the wager amount register to the default value, e.g.,
S1.

0441 The firmware of the wireless gaming device may
only allow for one press of buttons or keys every 100 ms. In
various embodiments, key presses are not queued; thus, when
a key press message is queued to be sent, no other player input
is accepted until the queued message has been sent.

US 2012/0058814 A1

Mar. 8, 2012
39

0442. The wireless gaming device may include a transmit
ter. The transmitter may receive encrypted digital information
from the microprocessor and convert it to a signal for wireless
transmission to the receiver. The transmitter transmits signals
wirelessly, e.g., using radio frequency signals or infrared
signals. Communications between the receiver and the wire
less gaming device may be asynchronous at 2400 bits per
second.

0443) The wireless gaming device may include an identi
fying circuit that drives the transmitter to periodically sendan
identification signal to the receiver. The use of the identifying
circuit permits the receiver and the central processor to be
assured that the wireless gaming device is still active, func
tioning and present in the gaming establishment. Thus, if the
wireless gaming device were removed from the gaming
establishment, the receiver and central processor would no
longer receive and detect the periodic identification signal
sent by the identifying circuit and the transmitter, and the
game official may be alerted that the wireless gaming device
has been removed from the gaming establishment.
0444 The wireless gaming device may contain a real-time
clock that permits the microprocessor to monitor the current
time and date. The clock may consist of a timing circuit. The
microprocessor can use the time and date information
obtained from clock to perform calculations and other func
tions based on the current time and date.

0445. The wireless gaming device may also include a tag,
Such as an electronic or magnetic component, which activates
an alarm when passed through a sensing apparatus located at
the entrance and/or exit of the gaming establishment. Activa
tion of the alarm by passing the wireless gaming device with
the tag through the sensing apparatus notifies the game offi
cial of an attempted removal of the wireless gaming device
from the gaming establishment.
0446. The wireless gaming device may be powered by a
battery source contained within the device. A portable power
Source Such as battery source permits extended cordless
operation of the wireless gaming device throughout a gaming
environment. The battery source may be part of a removable,
rechargeable battery pack that allows the device to be
recharged when it is not in use.
0447. In some embodiments, the wireless gaming device
displays information Such as game information on a device
display, Such as a liquid crystal display (LCD) with a back
light. The LCD can be used to display the values stored in the
wager amount register and in the account balance register.
The wireless gaming device may include a display receiver
which receives digital information transmitted from the
receiver or from the central processor.
0448. The device may also include a bicolor light emitting
diode (LED). The bicolor LED is capable of displaying at
least two colors, e.g., red and green. The green light may flash
each time the wireless gaming device sends a transmission to
the receiver, for a period of time to ensure that it is visible to
the player. The red light may illuminate when a key is pressed
on the wireless gaming device, and remain lit until the trans
mission is received by the receiver; no additional key entry
will be enabled when the red light is lit. The wireless gaming
device may also include additional light emitting diodes, for
example to indicate when the account balance register is
being updated and the balance information is being displayed
on the LCD.

0449 The receiver is capable of receiving signals trans
mitted from the transmitter in the wireless gaming device.

The receiver contains a decoder, which converts the received

signals, e.g., into digital information. This digital information
contains at least the identification code of the wireless gaming
device and the player's wager information. The receiver sends
the digital information obtained by the decoder to the central
processor. Communications between the central processor
and the receiver may be by an RS-232 electrical interface data
serial communications link, with communications being
asynchronous at either 9600 or 19,200 bytes per second, in
various embodiments.

0450. The receiver may receive signals from many wire
less devices either simultaneously or in rapid succession, e.g.,
using multiplexing techniques, so that many players can place
wagers using their wireless gaming devices during a short
time interval. The receiver differentiates signals received
from the various devices by the identification codes which are
present in the signals received by the receiver.
0451. The central processor receives the identification
code of a wireless gaming device and the player's wager
information from the receiver. The central processor also
decrypts this information using the encryption key. The cen
tral processor is capable of receiving data from multiple wire
less gaming devices in an apparently simultaneous manner.
0452. In various embodiments, an account for the player is
stored in a database of the central processor. The database
stores the monetary value of the balance of the account asso
ciated with the identifier of the wireless gaming device.
0453 The central processor manages the player's account
in the database based on signals received from the player's
wireless gaming device as the player places wagers and when
prizes are awarded during play of the game. The central
processor Subtracts money from the player's account balance
when the player places a wager. The player's account balance
may be automatically increased by the central processor
when the player wins a game on which he has placed a wager.
0454. The central processor also stores and is capable of
executing software applications containing algorithms to cal
culate players account balances, wagers, and winnings. The
central processor should be able to execute all of the algo
rithms which define the actions performed on the players
accounts during the progress of the game, as wagers are
entered, as winnings paid out, and when funds are added to
the players' accounts.
0455 Algorithms in the software in the central processor
may also calculate odds and payouts for certain games, such
as lottery-type games, during play of the game. The odds and
payouts at a particular point in time may depend on the
characteristics of the game being conducted by the central
processor, and may change as the game progresses. These
algorithms may be executed by the central processor to pro
vide exact calculations of the odds of specific game events
occurring and the associated prizes for a player's correctly
predicting the occurrence of one of those events. The algo
rithms may be executed continuously, so that real-time odds
and payout can be calculated as the game progresses.
0456. The central processor may perform various actions
on players' accounts, resulting in various impacts on the
accounts. For example, if the player wins a game, his account
is credited for the payout based on his wager. If the player
places a wager using the wireless gaming device, his account
is debited by the amount of the wager. If the game official
receives additional funds from the player, the balance of the
player's account is credited by the amount of the funds. If the
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game official closes the player's account and disburses funds
to him, the balance of the player's account is debited by the
amount disbursed.

0457. The central processor may be located in the gaming
establishment that houses the receiver. In various embodi

ments, the central processor may be located remotely from
the receiver, communicating with the receiver via electronic
digital telephone communication or wireless transmission,
Such as a serial communication link. Additionally, the central
processor may perform a multitude of functions for various
receivers in a variety of gaming environments.
0458 In some embodiments, communication among the
central processor, the receiver, and the wireless gaming
device involves a polling scheme. Polling enables many wire
less gaming devices to communicate with a receiver without
interference between them. Such a polling scheme may
include the transmission of digital signals in the form of
strings of hexadecimal characters. Preferably, all communi
cations between the central processor, the receiver and the
wireless gaming device are encrypted.
0459. In such a polling scheme, hexadecimal characters
may be reserved for specific control protocols. For example,
an attention character is a header character used to begin all
transmissions from the central processor to the receiver, and
serves to delineate messages and synchronize the receipt of
messages in the receiver. The same function is implied when
the attention character follows in response to a message trans
mission. An acknowledgement character is another header
character which provides acknowledgement to the transmit
ting device that the previous message's data has been received
and Verified. The acknowledgement character can also func
tion as an attention character to begin a Subsequent message.
An end of message character is used to indicate the end of a
transmission. Also, a complement next byte character allows
for use of reserved protocol characters within a normal trans
mission message by avoiding a false control signal when a
message data byte matches one of the control characters.
When a message byte that needs to be sent matches one of the
protocol control characters, the complement next byte char
acter is sent, followed by the one's complement of the match
ing message byte.
0460 Verification of received data may be accomplished
using a single byte checksum of the message information.
This checksum may be the one's complement of the sum of
the original message data, not including the header character.
If the checksum results in a value equal to one of the protocol
control characters, it will be treated in accordance with the

function of the complement next byte character.
0461. In the polling scheme described above, there are
three different modes of communication over the link

between the central processor and the receiver. First, the
central processor may send messages intended for the
receiver. Second, the central processor may send messages
intended for the wireless gaming device. Third, the wireless
gaming device may send messages intended for the central
processor. In various embodiments, messages sent by the
central processor may be in the form of a character string
formatted with a header character, followed by the identifi
cation code of the intended device, the command or message,
an end of message character, and a checksum character. Mes
sages received by the receiver or the wireless gaming device
may be acknowledged by transmission of an acknowledge
ment character, but the central processor need not acknowl
edge messages sent from the wireless gaming devices. Mes

sages sent by the central processor to be received by the
wireless gaming device may be broadcast to all of the wireless
gaming devices. A device address may be reserved as a broad
cast address for all of the wireless gaming devices, and all
devices will receive messages sent to this address; in this case,
no acknowledgement need be returned from any of the wire
less gaming devices.
0462 Each command or message may begin with a com
mand code to signal how the information contained in the
message is to be used. Command codes for messages sent by
the central processor to the receiver and the wireless gaming
device include the following:
1. Send a device address list to the receiver;
2. Send account balance information to the addressed device;
3. Send command to disable the addressed device;
4. Send command to enable the addressed device.

0463. In various embodiments, messages sent between the
receiver and the wireless gaming device may be in the form of
a character string formatted with a header character, followed
by the identification code of the intended device, the current
wager amount, the request, command or data, an end of
message character, and a checksum character. Command
codes for requests, commands and data sent between the
receiver and the wireless gaming device include the follow
ing:
. Read user identification;
. Read device address;

. Read balance register;
. Read wager amount register;
. Provide device status;
. Write user identification;
. Write device address;

. Write balance register;
9. Write wager amount;
10. Perform self test.

0464. These command codes may be used to program the
device addresses and user identification information into the

wireless gaming devices, as well as to initialize the device to
the default state, i.e., the player's account balance of S0. The
account balance register and the user identification may each
comprise two characters, the least significant byte and the
most significant byte, allowing for the use a greater range of
numbers for these values.

0465 Various embodiments include methods by which
the central processor communicates with a wireless gaming
device. The central processor transmits a string of hexadeci
mal characters, including, e.g., a header character, followed
by the device's identification code, followed by a request,
command or data, followed by an end of message character,
followed by a checksum character. After the central processor
transmits the character string, the wireless gaming device
receives the string, recognizes its identification code, and
executes any instructions in the string. When the central pro
cessor sends an instruction to all wireless gaming devices
simultaneously, all currently active devices receive and
execute the instruction. The wireless gaming device does not
send an acknowledgement message to the central processor,
although the receiver may receive a transmission from the
wireless gaming device that the instruction was received
properly. The central processor also communicates with the
receiver in a similar manner, except that the receiver may send
an acknowledgement message to the central processor which
includes the acknowledgement control protocol character.
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0466 Similarly, the wireless gaming device communi
cates with the receiver and the central processor using, e.g.,
hexadecimal character strings. The receiver regularly and
periodically polls the active wireless gaming device for infor
mation requests or wagering requests. If the player has
entered a request into the wireless gaming device since the
last time the wireless gaming device was polled, then the
player's request will be transmitted to the receiver.
0467 Various embodiments include methods by which
the wireless gaming device receives and relays player
requests to the central processor. First, the player enters a
requestinto the wireless gaming device using buttons or keys.
The player then presses a button labeled, e.g., “enter” or
'send, instructing the wireless gaming device to send the
request the next time the receiver polls the wireless gaming
device. When this button has been pressed, the red light of the
bicolor LED is illuminated, thereby informing the player that
the request is waiting to be sent. The request is converted into
a hexadecimal character string, including, e.g., a header char
acter, an identification code (or, alternatively, a separate iden
tification string reserved for a specific player), the current
wager amount, the player's request (e.g., to change the wager
amount or to send a balance update), an end of message
character, and a checksum character. The next time the

receiver polls the device, the transmitter of the device trans
mits the character string to the receiver. When the wireless
gaming device is polled by the receiver, the green light of
bicolor LED flashes, informing the player that the request has
been transmitted. The receiver receives the request string, and
transmits the string to the central processor. The central pro
cessor then acts on the player's request.
0468. Using the terminal, the game official may process
wagering transactions and distribute wireless gaming
devices. In various embodiments, the terminal may include a
bar code reader and/or a magnetic stripe reader for rapid entry
of the identifier of a wireless gaming device prior to deliver
ing the wireless gaming device to the player. Reading devices
provide information in the form of digital data to the terminal.
The terminal includes a keyboard by which the game official
can manually enter data to be sent to the central processor.
Using either reading device, the keyboard, or a combination
of these, the game official communicates with the central
processor to establish a player's account, increase the balance
of the account when the player tenders funds to the game
official, and decrease the balance of the account when the

player seeks to collect the cash value of his account balance.
0469. The player establishes a balance of the account asso
ciated with his wireless gaming device, identified by an iden
tifier, when he receives the wireless gaming device from the
game official. The player may increase the monetary value of
the balance of the account by paying additional funds, in the
form of cash or credit, to the game official, who accesses the
account stored in the central processor through the terminal to
increase the balance of the account.

0470 The wireless gaming device is returned to the game
official after the player has played one or more games. The
readers may be used to read the identifier for closing out the
player's account stored in the database of the central proces
sor. The terminal includes a terminal display which notifies
the game official of the balance of the player's account, so that
the player may be paid the cash value of the remaining bal
ance of his account.

0471. In some embodiments, an account status display
device is located in the gaming establishment to display play
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ers account information. In various embodiments, the dis

play device may be, e.g., a liquid crystal display or a cathode
ray tube display. The display device is controlled by the
central processor, which sends information to the display
device for display to the players.
0472. A player may look at the display device to confirm
that wagers transmitted from the wireless gaming device were
received by the receiver and sent to the central processor, to
determine the monetary balance of the player's account, and
to verify that the player's winnings have been credited to his
account. The display device displays key information neces
sary for a player to participate in a game. The information
displayed for each player may include the account number,
the player's account balance, the player's last wager, and the
player's last prize award or win.
0473. The display device is divided into specific areas,
e.g., a display area, each area showing the account informa
tion for one player. The size of the display area may be
determined by the size of the display device and the number
of players who possess wireless display devices. It is contem
plated that only active accounts will be displayed on the
display device. If additional display devices are required to
display the information concerning a large number of
accounts, the central processor may be configured to drive
multiple similar display devices.
0474 The display device may also be used to display the
odds and payouts for game wagers. Alternately, a separate
display device driven by the central processor may be used to
display the odds and payout information. Further, the odds
and payouts may be displayed on the device display 21.
0475 Procedures for using the wireless interactive gam
ing system, according to Some embodiments, are now
described. In some embodiments, a player tenders money in
the form of cash or credit, e.g., S100, to a game official in the
gaming establishment to establish an account. The game offi
cial chooses a wireless gaming device and uses, e.g., the bar
code reader on the terminal to enter the identifier of the

wireless gaming device into the terminal. The game official
also inputs the amount of money tendered, i.e. S100, into the
terminal via keyboard. The game official hands the wireless
gaming device to the player and tells the player that his
account is, e.g., Account No. 12. Alternately, the player may
identify his account number directly from the identifier on the
wireless gaming device. The information entered by the game
official into the terminal is sent to the central processor, which
establishes an account record for the player in the database.
0476 For this example, the central processor may be con
ducting a racing game in which players choose a winning
racing element on which to place a wager for the next racing
game to be displayed in the gaming establishment. To place a
wager, the player presses buttons on the wireless gaming
device.

0477. In some embodiments, the player first presses the
button that corresponds to the number assigned to the racing
element that he chooses, e.g., “3, and then the wager amount,
e.g., “S” and “5”, for a S5 wager. The player then presses the
“enter” key to transmit his wager to the central processor.
0478. In an alternate embodiment, the game may be sim
plified so that all wagers are placed for a fixed amount, e.g.,
S1, by pressing a single button on the wireless gaming device.
By pressing the button that corresponds to the number
assigned to the chosen racing element, e.g., “3, the player
places a S1 bet on racing element number 3. The player can
then place a larger wager on racing element number 3, by
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pressing the '3' button the number of times corresponding to
the number of S1 bets he desires to make, e.g., by pressing “3
five times to wager S5 on racing element number 3.
0479. Each time the player enters a wager, the wireless
gaming device forms a data packet containing the player's
wager information and the identification code of the wireless
gaming device. The data packet is encrypted and transmitted
by the transmitter via wireless communication.
0480. The decoder in the receiver receives the encrypted
data packet transmitted by the transmitter. The encrypted data
packet is sent to the central processor, where it is decrypted.
The central processor uses the information it has obtained to
update the player's account in the database by Subtracting the
wagered amount from the player's account balance and reg
isters the player's wager on the game.
0481. After the game has been played, the central proces
sor awards prizes to winning players based on the wagers they
have made and the odds associated with the winning outcome
of the game. If the player in possession of the wireless gaming
device is a winner, the central computer updates the player's
account in the database by adding the monetary amount of the
prize to the player's account balance. Otherwise, the player's
account remains unchanged.
0482. When the player has finished playing games in the
gaming establishment, he returns the wireless gaming device
to the game official. The game official again inputs the iden
tifier of the wireless gaming device into the terminal, e.g., by
using the bar code reader of the terminal. The terminal
accesses the player's account information stored in the data
base of the central processor to obtain the player's remaining
account balance. The terminal display displays the player's
remaining account balance to the game official, who then
tenders the monetary value of that amount to the player. The
account is closed, and the transaction is recorded in the cen

tral processor.
0483. It should be understood that the foregoing descrip
tions encompass but some of the implementation technolo
gies that may be used, according to various embodiments.
Other technologies may be used and are contemplated,
according to various embodiments. Various embodiments
may be performed using any suitable technology, either a
technology currently existing or a technology which has yet
to be developed.
Hand-Held Wireless Game Player
0484 Various embodiments include a hand-held wireless
game player for playing a game of chance. The hand-held
wireless game player may be generally characterized as
including: 1) a wire-less communication interface; 2) a dis
play Screen; 3) one or more input mechanisms; and 4) a
microprocessor configured i) to present the game of chance
on the display Screen using operating instructions received
via the wireless communication interface from a master gam
ing controller located on a gaming machine and ii) to send
information from input signals generated from the one or
more input mechanisms to the master gaming controller via
the wire-less communication interface. The wireless game
player may be played in a plurality of venue locations physi
cally separate from the location of the gaming machine where
the plurality of venue locations are selected from the group
consisting of a keno parlor, a bingo parlor, a restaurant, a
sports book, a bar, a hotel, a pool area and a casino floor area.
The game of chance played on the wireless game player may
be selected from the group consisting of slot games, poker,

pachinko, multiple hand poker games, pai-gow poker, black
jack, keno, bingo, roulette, craps and a card game. Other
games are also contemplated, in various embodiments.
0485. In various embodiments, the wireless communica
tion interface may use a wireless communication protocol
selected from the group consisting of IEEE 802.11a, IEEE
802.11b, IEEE 802.11x, hyperlan/2, Bluetooth, and Hom
eRF. The wireless game player may also comprise a wire
network interface for connecting the wireless game player to
a wire network access point. In addition, the wireless game
player may also comprise a peripheral interface for connect
ing to a peripheral gaming device where the peripheral inter
face is a serial interface, a parallel interface, a USB interface,
a FireWire interface, an IEEE 1394 interface. The peripheral
gaming device may be a printer, a card reader, a hard drive and
a CD-DVD drive.

0486 In various embodiments, the one or more inputs
mechanisms on the wireless game player may be selected
from the group consisting of a touch screen, an input Switch,
an input button and biometric input device where the biomet
ric input device may be a finger print reader. The wireless
game player may also include a detachable memory interface
designed to receive a detachable memory where the detach
able memory unit stores graphical programs for one or more
games of chance played on the wireless game player. The
wireless game player may also comprise one or more of the
following: 1) an audio output interface for receiving a head
phone jack, 2) an antenna, 3) a Sound projection device, 4) a
battery, 5) a power interface for supplying power to the wire
less gameplayer from an external power Source and for charg
ing the battery from the external power Source, 6) a memory
unit where the memory unit may store graphical programs for
one or more games of chance played on the wireless game
player, 7) an electronic key interface designed to receive an
electronic key, and 8) a video graphics card for rendering
images on the display screen where the video graphics card
may be used to render 2-D graphics and 3-D graphics.
0487. It should be understood that the foregoing descrip
tions encompass but some of the implementation technolo
gies that may be used, according to various embodiments.
Other technologies may be used and are contemplated,
according to various embodiments. Various embodiments
may be performed using any suitable technology, either a
technology currently existing or a technology which has yet
to be developed.
INCORPORATION BY REFERENCE

0488. The following are incorporated by reference herein:
0489
0490
0491

U.S. Pat. No. 6,676,522;
U.S. Pat. No. 6,846,238;
U.S. Pat. No. 6,702,672.

Casinon Electronic Games

0492 Reference numerals below, until otherwise speci
fied, refer only to FIGS. 35 through 40.
Play of the Game
0493 FIG.35 shows an embodiment of a spinning reel slot
machine 10. The slot machine comprises a plurality of
mechanical rotatable reels 12a, 12b, 12c and a video display
(see FIGS. 36a and 36b). In response to a wager, the reels 12a,
12b, 12c are rotated and stopped to randomly place symbols
on the reels in visual association with a display area 16.
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Payouts are awarded based on combinations and arrange
ments of the symbols appearing in the display area 16. The
Video display provides a video image 18 occupying the dis
play area 16 and superimposed on the reels 12a, 12b, 12c. The
video image 18 may be interactive with the reels 12a, 12b,
12c, may be static or dynamic, and may include Such graphics
as payout values, a pay table, pay lines, bonus game features,
special effects, thematic scenery, and instructional informa
tion. In the illustrated embodiment, the slot machine 10 is an

“upright version in which the display area 16 is oriented
vertically relative to the player. Alternatively, the slot
machine 10 may be a “slant-top' version in which the display
area 16 is slanted at about a thirty degree angle toward the
player of the slot machine 10.
0494 Referring to FIGS. 36a and 36b, the video image 18
in the display area 16 may be either a direct image (FIG. 36a)
or a virtual image (FIG. 36b), in various embodiments. If the
video image 18 is a direct image, as in FIG. 36a, the direct
image may be generated by a flat panel transmissive video
display 14a positioned in front of the reels 12a, 12b, 12c. The
transmissive display 14a may, for example, be a transmissive
liquid crystal display (LCD) commercially available from LG
Phillips LCD Co., Ltd., of Seoul, Korea. The transmissive
display 14a may be outfitted with a touch screen mounted to
a front Surface of the display 14a. The touch screen contains
Soft touch keys denoted by the image on the underlying dis
play 14a and used to operate the slot machine 10.
0495. If the video image 18 is a virtual image, as in FIG.
36b, the virtual image is preferably generated by a projection
arrangement including a video display 14b and a partially
reflective mirror 20. The video display 14b and the partially
reflective mirror 20 are relatively positioned to project the
virtual image in front of the reels 12a, 12b, 12c between the
reels and a player. The video display 14b may be mounted
below the reels 12a, 12b, 12c and is generally perpendicular
to the display area 16. The mirror 20 may be mounted in front
of the reels 12a, 12b, 12c and is oriented at approximately a
forty-five degree angle relative to both the video display 14b
and the display area 16. The virtual image is generally parallel
to the display area 16 and may, in fact, occupy the display area
16. Also, the virtual image may be three-dimensional. In the
embodiment of FIG. 36b, the display area 16 includes a glass
cover/window. This cover is optionally outfitted with a touch
screen that contains soft touch keys denoted by the virtual
image and used to operate the slot machine 10.
0496 The video display 14b in FIG. 36b may be a CRT,
LCD, dot matrix, LED, electro-luminescent, or other type of
Video display. Also, instead of mounting the video display
14b below the reels 12a, 12b, 12c, the display 14b may be
mounted above the reels with the mirror 20 still oriented at

approximately a forty-five degree angle relative to both the
video display 14b and the display area 16.
0497 Referring back to FIG. 35, the slot machine 10 is
operable to play a basic slot game with the three mechanical
spinning reels 12a, 12b, 12c and a bonus game triggered by a
start-bonus outcome in the basic game. The number of
mechanical reels may vary, for example, to include one or
more additional reels. The mechanical reels may be mounted
to a horizontal axis to spin vertically as shown or may, alter
natively, be mounted to a vertical axis to spin horizontally.
Also, instead of each column of symbols being associated
with a single reel, each individual symbol may associated
with a single reel Such that a symbol array of nine symbols is
associated with nine distinct reels. Each of five pay lines 22a,
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22b. 22c, 22d, 22e extends through one symbol on each of the
three mechanical reels. The number of pay lines may be more
or less than five and may have various configurations.
0498 Generally, game play is initiated by inserting a num
ber of coins or playing a number of credits, causing a central
processing unit to activate a number of pay lines correspond
ing to the number of coins or credits played. As shown in FIG.
37, the superimposed video image 18 may depict instruc
tional information prompting the player to insert coins or play
credits. The player selects the number of pay lines (e.g.,
between one and five) to play by pressing a “Select Lines' key
on a button panel 24. The player then chooses the number of
coins or credits to bet on the selected pay lines by pressing a
“Bet Per Line' key on the button panel 24. As shown in FIG.
38, the superimposed video image 18 may depict the activated
pay lines and the number of wagered credits per pay line.
0499. After activation of the pay lines, the reels 12a, 12b,
12c may be set in motion by touching a “Spin Reels' key on
the button panel 24 or, if the player wishes to bet the maxi
mum amount per line, by using a “Max Bet Spin” key on the
button panel 24. Alternatively, other mechanisms such as, for
example, a lever may be used to set the reels in motion. The
central processing unit uses a random number generator to
select a game outcome (e.g., “basic game outcome) corre
sponding to a particular set of reel “stop positions. The
central processing unit then causes each of the mechanical
reels to stop at the appropriate stop position. Symbols are
printed on the reels to graphically illustrate the reel stop
positions and indicate whether the stop positions of the reels
represent a winning game outcome.
0500 Winning basic game outcomes (e.g., symbol com
binations resulting in payment of coins or credits) are identi
fiable to the player by a pay table. As shown in FIG. 39, the
Superimposed video image 18 may depict the pay table in
response to a command by the player (e.g., by pressing a “Pay
Table' key on the button panel 24). A winning basic game
outcome occurs when the symbols appearing on the reels 12a.
12b, 12c along an active pay line correspond to one of the
winning combinations on the pay table. A winning combina
tion, for example, could be three matching symbols along an
active pay line. If the displayed symbols stop in a winning
combination, the game credits the player an amount corre
sponding to the award in the pay table for that combination
multiplied by the amount of credits bet on the winning pay
line. As shown in FIG. 40, the superimposed video image 18
may highlight the winning combination(s) (e.g., “7”“7” “7”)
and its associated pay line (e.g., pay line 22c) and depict the
award for that winning combination. The video image 18 may
further include special effects such as flashing the winning
pay line(s) and/or the award and providing explosions. The
winning pay line(s) may flash, be accompanied by exploding
flashes, and display a portion of the pay table. The player may
collect the amount of accumulated credits by pressing a "Col
lect key on the button panel 24. In one implementation, the
winning combinations start from the first reel 12a (left to
right) and span adjacent reels. In an alternative implementa
tion, the winning combinations start from either the first reel
12a (left to right) or the third reel 12c (right to left) and span
adjacent reels
Pay Table
0501. A game may have a pay table that defines all pos
sible outcomes of one play of the game that can result in
awarding a prize to a player.
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0502. In various embodiments, each line of the pay table
defines the number of coins required to be played, the criteria
that defines a win, the odds of the win criteria resulting from
one play of the game and the number of coins returned by the
gaming device to the player when a win is registered. In
addition, a pay line may include the ability to accept a pro
gressive prize value from the system. In various progressive
gaming systems and methods this allows the game's pay line
to be linked to a system controlled progressive prize.
0503 A pay table may include a list of payouts on a slot
machine or a video poker machine. The table may show for
each combination of symbols and the number of coins bet,
how main coins the bettor will win.

0504. On older machines and some newer reel machines,
the pay table may be listed on the face of the machine, usually
above and below the area containing the wheels.
0505 Each machine may have a table that lists the number
of credits the player will receive if the symbols listed on the
pay table lineup on the pay line of the machine. The pay table
details where the symbols must be for the bettor to be paid. In
general, the symbols must be centered directly under the pay
line on the machine. Video slot machines generally will only
display the pay line for lines that are winners.
0506 Some machines offer symbols that are wild and
will pay if they are visible in any position, even if they are not
on the pay line. These wild symbols may also count for any
other symbol on the pay table.
0507 Most video machines display the pay table when the
player presses a “pay table” button or touches “pay table” on
the screen; some have the pay table listed on the cabinet as
well.

Progressive
0508 Games of chance may be described as either pro
gressive or non-progressive. In non-progressive games. Such
as traditional pull-tab, participants play for a chance to win a
predetermined prize, i.e., one of the winning cards. Progres
sive games, in contrast, involve a jackpot or prize that grows
during the play of the game. Many state numbers lotteries, for
instance, fall into the progressive category because the prize
increases over time as more players participate. During the
operation of a progressive game, a portion of each player's
purchase is dedicated to the prize. Thus, the prize grows until
the winning numbers are selected and the game ends. Some
slot machines also offer a progressive jackpot.
0509. In various progressive gaming systems and methods
a portion of each wager is used to fund an increment to the
current prize value, fund the starting value of the next prize
after a win occurs, and other uses. Commonly the portion
used, usually known as contributions, is determined by con
trol data related to percentages and the coin denomination.
0510 For example, assume a prize starts at S1,000,000
with a contribution rate of 3.5% to fund the next prize's
starting value of S1,000,000 and a 2.5% contribution rate to
the growth of the current prize's value. Also assume it is
linked to gaming devices requiring a $2.00 wager. This means
each wager contributes S0.07 (2.00*0.035–0.07) to the next
prize's starting value and $0.05 (2.00*0.025–0.05) to the
increment of the current prize value. With these contribution
percentages there must be about 14,285,715 handle pulls, or
games played, between wins for the prize’s S1,000,000 start
ing amount to be funded. (1,000,000/0.07=14.285,714.29).
In essence the total wager amount made over the theoretical

life cycle of one prize award would be $28,571,430.00 (14,
285,715*2.00–28,571,430.00).
0511. During this theoretical time period the prize value
would increase by S714.285 (0.0514,285,714.29–714,285.
7145) to make the average prize value worth S1,714.285 for
each theoretical win. Also assume that a marketing study has
determined that to sustain player interest the prize should be
won on average about once every month. This means there
should be about 14.285,715 handle pulls, or games played,
over a thirty day time span. If each gaming device were able
to average about 5 games played each minute for 10 hours a
day it would produce 3000 games played per day. If the prize
were to be won every thirty days and each gaming device
generates 90,000 handle pulls a month (5 games 60 minute/
hour*10 hours 30 days=90,000), there would have to be at
least 159 gaming devices attached to the prize (14.285,715/
90,000–158.73...).
Linked Machines

0512. Often machines are linked together in a way that
allows a group of machines to offer a particularly large prize,
or jackpot'. Each slot machine in the group contributes a
Small amount to this progressive jackpot, which is awarded to
a player who gets (for example) a royal flush on a video poker
machine, or a specific combination of symbols on a regular or
9 line slot machine. The amount paid for the progressive
jackpot is usually far higher than any single slot machine
could pay on its own.
0513. In some cases multiple machines are linked across
multiple casinos. In these cases, the machines may be owned
by the machine maker who is responsible for paying the
jackpot. The casinos lease the machines rather than owning
them outright. Megabucks, including Megabucks Nevada and
penny Megabucks, is an example of linked machines across
multiple casinos.
Central Computer, Network, and Accounting
0514 Various embodiments include networked gaming
devices. Interconnecting a plurality of gaming devices such as
slot machines via a computer network to a central computer
may provide advantages. Some advantages of networked
gaming devices may include the ability to extract accounting
data from the individual gaming devices as well as providing
player tracking. Various network systems allow the central
host computer to monitor the usage and payout, collectively
known as audit data, of the individual gaming devices. This
audit data includes data related to the number of coins or

tokens inserted into the device, the number of times the device

has been played, the amount paid in raises, the number and the
type of jackpots paid by the machine, the number of door
openings, etc. The host computer can then compile an
accounting report based on the audit data from each of the
individual gaming devices. This report can then be used by
management, for example, to assess the profitability of the
individual gaming devices.
0515. In some areas, regulations may encourage or require
a relatively detailed accounting of each video gaming
machine's activity to assure that the machine operates within
regulated standards. Meters are often provided to track
money input into and money dispensed from the machines.
Because money may sometimes be inserted to a machine but
not wagered, for example where a player inserts a certain
amount of cash or credit but cashes out before betting the
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entire amount, the simple ratio of money into money out does
not necessarily accurately reflect the machine's operational
activities. Accordingly, it may be helpful to also track the
amount of money wagered and the amount of money or
credits won by the player.
0516. In larger facilities such as casinos, a central com
puter may monitor Such information for a plurality of embed
ded system single player gaming machines through a "loca
tion controller. Each video gaming machine serially
communicates with the location controller to provide appro
priate information to the central computer. If the central com
puter detects an irregularity regarding a particular game, it
instructs the location controller to deactivate the game. An
exemplary system including a location controller and embed
ded system circuitry at a video gaming machine for providing
information to the location controller is disclosed in U.S. Pat.

No. 5,429,361 and U.S. Pat. No. 5,470,079, the entire disclo

Sure of each of these patents being incorporated herein by
reference for all purposes.
0517 Reference numerals below, until otherwise speci
fied, refer only to FIG. 41.
0518 FIG. 41 illustrates an embodiment of a gaming sys
tem 10 in accordance with some embodiments. Referring to
FIG. 41, the gaming system 10 may include a first group or
network 12 of gaming units 20 operatively coupled to a net
work computer 22 via a network data link or bus 24. The
gaming system 10 may include a second group or network 26
of gaming units 30 operatively coupled to a network com
puter 32 via a network data link or bus 34. The first and second
gaming networks 12, 26 may be operatively coupled to each
other via a network 40, which may comprise, for example, the
Internet, a wide area network (WAN), or a local area network
(LAN) via a first network link 42 and a second network link
44.

0519. The first network 12 of gaming units 20 may be
provided in a first casino or facility, and the second network
26 of gaming units 30 may be provided in a second casino or
facility located in a separate geographic location than the first
facility. For example, the two facilities may be located in
different areas of the same city, or they may be located in
different states. The network 40 may include a plurality of
network computers or server computers (not shown), each of
which may be operatively interconnected. Where the network
40 comprises the Internet, data communication may take
place over the communication links 42, 44 via an Internet
communication protocol.
0520. The network computer 22 may be a server computer
and may be used to accumulate and analyze data relating to
the operation of the gaming units 20. For example, the net
work computer 22 may continuously receive data from each
of the gaming units 20 indicative of the dollar amount and
number of wagers being made on each of the gaming units 20,
data indicative of how much each of the gaming units 20 is
paying out in winnings, data regarding the identity and gam
ing habits of players playing each of the gaming units 20, etc.
The network computer 32 may be a server computer and may
be used to perform the same or different functions in relation
to the gaming units 30 as the network computer 22 described
above.

0521. Although each network 12, 26 is shown to include
one network computer 22, 32 and four gaming units 20, 30, it
should be understood that different numbers of computers
and gaming units may be utilized. For example, the network
12 may include a plurality of network computers 22 and tens
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or hundreds of gaming units 20, all of which may be inter
connected via the data link 24. The data link 24 may provided
as a dedicated hardwired link or a wireless link. Although the
data link 24 is shown as a single data link 24, the data link 24
may comprise multiple data links.
0522 Various embodiments include a system for operat
ing networked gaming devices. The system according to vari
ous embodiments allows a casino in which the system is
installed to run promotions or bonuses on any properly
equipped gaming machines while simultaneously gathering
player tracking and accounting data from all machines. The
system provides the capability for the casino to select which
of the plurality of machines are used in any given promotion.
The system further allows any number of different promo
tions to operate simultaneously.
0523 The system includes a plurality of gaming devices or
machines connected to an associated floor controller over a

network. The system includes one or more of said floor con
trollers. The floor controllers are interconnected by a high
speed network, such as an Ethernet network, to a database
where accounting and player tracking data is stored. The
system can also include pit terminals and/or fill and jackpot
processing terminals. Each promotion involves sending a
reconfiguration command from the floor controller to a gam
ing device that has been selected to be part of a given promo
tion over the associated network. Upon receipt of the recon
figuration command, the gaming device reconfigures its
payout Schedule in accordance with the received reconfigu
ration command. In some embodiments, this reconfiguration
includes activating a bonus payout Schedule. A partial list of
the promotions according may include, without limitation: a
multiple jackpot wherein the gaming device reconfigures its
payout to be a multiple of its default payout Schedule; a bonus
jackpot wherein the gaming device reconfigures its payout
schedule to payout an additional bonus amount when certain
conditions are met; and a progressive jackpot wherein two or
more gaming devices are combined in a progressive jackpot
having a progressive jackpot payout schedule. In addition to
these, many other promotions are possible by the above
described system for controlling and monitoring a plurality of
gaming devices.
0524. The system may support player tracking, in some
embodiments, by recording machine transactions including
time of play, machine number, duration of play, coins in, coins
out, hand paid jackpots and games played. The player track
ing is conducted over the same network as the accounting data
is extracted. This allows the provision of bonusing to certain
individual players as well as during certain times. Various
embodiments include a system which monitors and reports
how many coins are played by each player. The system,
according to various embodiments, includes the ability to
record how long each player spends at each machine and the
number of coins won, games played, and hand jackpots won
by each player. All this information is stored on the database,
which can be later analyzed for future targeted direct mailing
campaigns. The player tracking according to various embodi
ments also allows the casino to schedule buses and other

groups and measure their profitability. The system also allows
for cashless play as well as advanced accounting and security
features.
Bonus Game

0525 Various embodiments include the concept of a “sec
ondary or "bonus' game that may be played in conjunction
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with a “basic game. The bonus game may comprise any type
of game, either similar to or completely different from the
basic game, which is entered upon the occurrence of a
selected event or outcome of the basic game.
0526 Various embodiments comprise methods of playing
games, gaming devices and table games utilizing a primary
game, e.g., rotatable reels, and at least one discernible indicia
of a secondary game, possibly comprising a payout indicator.
The secondary game may be separate from the primary game
either physically or temporally.
0527. According to various embodiments, a bonus payout
indicator is clearly visible to a player and is operable when
primary reels of a primary game slot machine stop on certain
predetermined indicia. According to some embodiments, a
secondary payout indicator is in the form of a rotatable bonus
wheel which can be caused to spin automatically or in
response to some action by a player, e.g., the player pushing
a button, when the primary game indicates one of a predeter
mined plurality of indicia. The wheel is caused to gradually
reduce speed and when the wheel stops, a pointer indicates
the payout to be awarded to the player.
0528 Various embodiments further comprise a discern
ible multiplier which provides the ability to change either the
payout from the primary gaming unit or the secondary payout
indicator, or both. Various embodiments contemplate provid
ing a payout from the primary gaming unit, a payout indicated
by the secondary indicator only, a payout from the primary
gaming unit or the secondary indicator as changed by the
multiplier, or a separate, plurality of payouts from the primary
gaming unit and the secondary indicator either with or with
out modification by a multiplier.
0529. According to various embodiments, the mechanical
bonus payout indicator is electronically operated and is
linked to a random number generator which determines
where the secondary indicator actually stops.
0530. According to various embodiments, when the pri
mary unit stops on one of a predetermined plurality of win
ning indicia sets, a second event actuatoris placed in an active
state. According to various embodiments, a person, such as
the player, must actuate the actuator in order to operate the
bonus indicator.

0531. According to various embodiments, the bonus
actuator requires operator intervention so that a player must
involve a casino attendant who can activate the bonus indica
tOr

0532. According to another various embodiments, the
bonus indicator is connected to a drive mechanism which

gradually reduces the rate of spin of the bonus wheel before
the bonus wheel stops.
0533. Various embodiments comprise gaming devices
having electronic means for displaying indicia of rotatable
reels such as a video screen and/or means for displaying
indicia of a secondary payout indicator, such as a video
screen. Various embodiments comprise methods for playing a
game of chance. One method comprises the steps of display
ing a first randomly selected combination of indicia, said
displayed indicia selected from the group consisting of slot
reels, indicia of at least one reel, indicia of at least one playing
card, and combinations thereof generating at least one signal
corresponding to at least one select display of first indicia;
providing at least one discernible indicia of a mechanical
bonus indicator, said bonus indicator indicia indicating at
least one of a plurality of possible payouts, wherein said
bonus indicator indicia providing means is operatively con

nected to said first, standard gaming unit and actuatable in
response to said signal. According to various embodiments,
the discernable indicia of a mechanical bonus indicator

gradually reduces the rate of movement of the mechanical
bonus indicator for Some period of time prior to actually
providing the discernable indicia of a payout. According to
another embodiment, a multiplier is provided to multiply at
least one payout by a multiple which is most preferably indi
cated to a player. The multiple can preferably sequentially
change as discernable indicia change. For example, a plural
ity of multiples can be synchronized with a plurality of dis
cernable indicia on the mechanical bonus indicator Such that

the multiple changes as the payout indicated changes.
0534 Various embodiments include a method of conduct
ing a game of chance comprising the steps of providing a
player with an opportunity to place a wager, displaying a
randomly selected combination of indicia, said displayed
indicia selected from the group consisting of reels, indicia of
at least one and preferably a plurality of reels, indicia of at
least one and preferably a plurality of playing cards, and
combination thereof generating at least one signal corre
sponding to at least one select display of said indicia; provid
ing at least one discernible indicia of a mechanical bonus
indicator, said bonus indicator indicia indicating at least one
of a plurality of possible bonuses, wherein said bonus indi
cator indicia is in the form of a wheel or reel and is actuatable

in response to said signal.
0535 A bonus game may include another gaming
machine or a random selection device which is enabled by a
bonus qualifying signal from an underlying or primary gam
ing machine. A wide variety of bonus games, features, and
devices are known some of which are set forth next.

0536. The WHEEL OF GOLDTM and WHEEL OF FOR
TUNETM slot casino games incorporate a single play bonus
ing feature. A rotating wheel is activated by the player
depressing a bonus spin button when certain indicia appears
on the reels of the slot game and is used to award bonus
payouts in a spin of the wheel. A separate multiplier may be
used to multiply the bonus payouts. After the bonus spin, play
resumes in the underlying gaming machine.
0537. In various embodiments, a bonus game involving
multiple plays is presented for an underlying gaming machine
such as a slot machine. Here a Bernoulli trial procedure is
used to allow a player to repeatedly play a high odds bonus
game (such as another slot game) and receive awards until a
losing combination occurs (i.e., winning until losing). The hit
rate in the bonus game is greater than 50% (possibly higher
than 70%) which may result in a much lower hit rate in the
underlying game. This hit rate difference causes the player to
endure the low hit rate of the underlying slot game in order to
qualify for the high hit rate of the bonus game. The length of
the bonus game is longer when the hit rate for the bonus game
is higher. This bonus feature allows a player to win each
bonus game and collect winnings until the player receives a
losing combination (i.e., losing until winning).
0538. One slot machine main game is interconnected with
a slot machine secondary game. The player has the option of
pushing a button which debits his credit meter by the appro
priate amount to play the secondary game Such as another slot
game. Hence, the player gambles an amount in order to play
the bonus game.
0539 Various embodiments include an electronic gaming
apparatus and method therefore wherein each play in the
bonus is the result of Successive underlying game play.
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Included are an electronic primary gaming device Such as a
poker or a slot machine and an electronic secondary gaming
device based on bingo. When a winning combination Such as
three queens appears in the primary game, a space in the bingo
matrix is turned over to reveal abingo symbol. Play continues
on the primary game until a winning sequence occurs in the
bingo game. The right to play the bingo secondary game does
not occur unless the player inserts three or more coins into the
primary game. Play continues until the game achieves a bingo
in which case the player receives a prize.
0540 Various embodiments include a slot machinehaving
a jackpot feature whereby the prize value is transferred
between separate jackpot displays as successive games are
played. Some of the reel symbols are overprinted with a
number and when that numberlands on the payline, it is used
to climb a ladder. The ladder enables the player to obtain one
or all of the prizes in the upper portion of the slot machine. For
example, if the overlaid number lands the player on a first
playing level, then the player receives all three prizes. If the
overlaid numberlands the player on a second level, then the
player can select which one of the three prizes to receive. If
the player lands on a third level, then it becomes a game of
skill to select which of the three prizes he selects. Finally, if
the player lands on a fourth level, then the prize is randomly
selected. The prize may also be randomly doubled.
0541 Various embodiments include a plurality of slot
machines interconnected to an electronic controller which

displays a separate race game. Each time a particular prede
termined combination of indicia appears in the display of a
particular slot machine, a signal is generated from the slot
machine which advances the racing element through a par
ticular predetermined distance. If the player's horse reaches
the finish line before a timer display times out, then the slot
player wins an additional prize. The players are not racing
against each other, but against a clock.
0542. Various embodiments include a gaming machine
including a processor operable in a basic mode and a bonus
mode for controlling game play. In the basic mode, the pro
cessor operates to select a basic game outcome from among a
plurality of possible basic game outcomes. The possible basic
game outcomes include a start-bonus outcome the occurrence
of which causes the processor to shift operation from the basic
mode to the bonus mode. The processor is operable to define
a plurality of player-selectable bonus game outcomes. In the
bonus mode, a player selects one or more of the bonus game
outcomes and credits are awarded based upon which ones of
the bonus game outcomes are selected.
0543. Various embodiments include a gaming machine
including a processor operable to selecting a game outcome
from among a number of possible game outcomes. A number
of the possible game outcomes are identifiable according to a
pay table as winning combinations, whereas a remaining
number of the possible game outcomes are identified as
apparent losing combinations. The gaming machine includes
means for awarding credits upon occurrences of the winning
combinations and upon occurrence of at least one of the
apparent losing combinations.
0544 Various embodiments include a gaming machine
including a processor operable in a basic mode and a bonus
mode for controlling game play. In the basic mode, the pro
cessor operates to select a basic game outcome from among a
plurality of possible basic game outcomes. The possible basic
game outcomes include one or more bonus-resource out
comes the occurrence of which causes the processor to gen

erate a bonus game resource exercisable in a bonus game. The
gaming machine includes means for shifting operation of the
processor from the basic mode to the bonus mode. The pro
cessor is operable to define a plurality of possible bonus game
outcomes. In the bonus mode, upon selection of a bonus game
outcome, the bonus game resource(s) generated in the basic
game may be exercised to affect the bonus game outcome. In
one embodiment, where the bonus game outcome would oth
erwise cause the processor to end the bonus game, an exercise
of a bonus game resource in conjunction with the bonus game
outcome causes the processor to continue operation in the
bonus mode, thereby allowing the player to continue playing
the bonus game.
0545 Reference numerals below, until otherwise speci
fied, refer only to FIG. 42.
0546 FIG. 42 is a perspective view of a slot machine 10. A
slot machine 10 may include rotatable reels 60, each having a
plurality of symbols thereon that are randomly displayed
when a mechanical lever 12 is pulled and the reels 60 are
rotated. If the symbol displayed is a predefined symbol, or
predefined combination of symbols, the player may receive a
payout either through coin chute 20, which deposits winnings
into coin trough 30, or by increasing the player's credits
displayed in credit window 40. A slot machine 10 may also
include a microprocessor, or other central processing unit as
well as memory. In such a case, a display Screen (not shown)
(e.g., a cathode ray tube (CRT), plasma display, liquid crystal
display (LCD), and/or a display based on light-emitting
diodes (LED)) may be operably coupled to the computer to
replace the reels 60 and provide a simulation of reels and their
rotation, the output of a random number generator being used
to direct the types and combinations of symbols displayed on
the display screen.
0547 A coin slot 14, currency validator 16 or card accep
tor device 18 (to accept a credit card, gaming card, player
card, Smart card and the like) permits a player to activate a
base game on the slot machine 10. A player may have a
predefined chance, or odds, of winning a payout for the base
game based on the mathematical odds that a winning symbol
or combination of symbols will be randomly displayed on the
indicia of the reels 60. The odds may be adjusted by changing
the number of possible non-winning symbols or combination
of non-winning symbols in relation to the number of possible
winning symbols or combination of winning symbols. The
odds of winning a payback and the amount to be awarded to
a winning player in relation to the amount wagered may be
defined in the form of a “pay table' or “par sheet.”
0548. Initiating a base game on a slot machine 10 may be
done as simply as by inserting a coin, token or other type of
currency equivalent (debit card or credit card) into a gaming
device such as slot machine 10. Another example of a player
action which may be taken in initiating a base game includes
inserting an identification card. Such as a “Smart card, having
a programmed microchip or a magnetic strip coded with a
player's identification, credit totals and other relevant infor
mation. Such Smart cards or “player cards' may be used in
player tracking systems. Various embodiments include a card
that contains information about the player which is pertinent
to the gaming activity Such as points awarded based upon the
player's gaming activity. The player may insert the card in a
gaming device at the time of play. When the player indicates
that he or she has finished play on that gaming device, the card
is updated with player activity information. The player can
then insert the card into a different gaming device, which
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makes the player activity information stored on the card avail
able to the player tracking system. In various embodiments a
gaming device may accept preprinted coupons, or cash out
slips, to initiate a base game and to print the cash out slips
directly from the gaming device. In various embodiments,
money may be transferred to a game through an electronic
funds transfer process.
0549 Gaming device displays may include multiple
images representing various aspects of a game Such as a game
portion, a credit total portion and a wager amount portion.
Other displays may include an additional bonus award por
tion to indicate an amount of a bonus award which may be
won, typically through multiple or secondary games.
Internet Gaming
0550. In various embodiments, it is also possible to par
ticipate in a game of chance via the Internet. This may accom
plished through a casino or game host site offering displays
similar to those found in conventional gaming devices. Gen
erally, to play a game of chance via the Internet, a software file
is downloaded to a player's computer or terminal, which may
then be used to install the necessary Software for the game and
access the casino or game host Internet site. As with a con
ventional gaming device, Internet games may be accessed
using an identification code or name to identify the specific
player and retrieve that player's credit total or play history.
0551 Bonus gaming may include employing a secondary
game that will execute if the player achieves a predefined
outcome associated with the base game. In many cases, the
bonus game is a singular event in that the play changes to the
bonus game when a certain base game outcome is achieved
and the bonus game is then played to completion. For
example, when the reels of a slot machine stop on certain
predetermined indicia, a bonus game may be initiated by
pressing a button and bonus indicator actuated to display a
randomly determined bonus award. In various embodiments,
the bonus game is a more sequential event in that progress
through the bonus game is determined by continued play in
the base game.
0552. In some bonus game embodiments, the possible pri
mary game outcomes include a special symbol combination
that causes a computer processor to generate a bonus game
resource exercisable in the bonus game. For example, one or
more bonus game resources can be used to override the end
bonus outcome and thereby allow the play of the bonus game
to continue.

0553 Various embodiments allow the player to have fur
therinteraction in the bonus game by providing a touchscreen
where the player can select objects by touching the Screen
positions. Various values are then revealed to the player until
an end-bonus outcome is encountered.

0554. In various embodiments, bonus gaming may be con
ducted through a plurality of networked, or linked, gaming
devices such that the secondary gaming activity might
involve a plurality of players wagering on base games at
separate gaming devices. Various bonus games may allow a
player to compete with a plurality of other players for a
secondary prize. In various embodiments, a bonus game may
include one or more contestants in a race. In one embodiment,

each player wagering at a primary gaming unit may be rep
resented by a particular contestant in the race. The contestant
representing a particular player advances in the race accord
ing to the represented player's gaming activity at the primary

gaming unit. The race ends upon a contestant finishing or
upon the expiration of a predetermined amount of time,
whichever comes first.

0555 Various embodiments include a system of linked
gaming devices wherein the generation of certain symbols at
each gaming device is used to build up a pooled bonus value.
A bonus award is then awarded to the player that causes the
accumulated bonus value to meet or exceed a predetermined
value.

0556 Various gaming systems may include progressive
systems in which the bonus award amount increments as base
games are played on individual or linked gaming devices. In
various progressive systems, a game controller is connected
to a plurality of machines. A win is generated approximately
every one half minute (every eight handle pulls), adding to the
progressive bonus pool. Accordingly, the value of the pro
gressive bonus rapidly increments.
0557 Various gaming systems and methods for providing
a bonus game allow players to compete directly against
another player or for the players to act in collaboration with
one another to win a prize.
Virtual Reel

0558. A game apparatus having a plurality of reels
mounted for rotation about an axis and which can be set into

motion by the pulling of a lever. Indicia are fixed to the outer
peripheries of these reels to indicate reel positions and a brake
is operable to stop the reels at any randomly pre-selected
position.
0559 A random number generator is provided with elec
tronic circuitry which computes the random stop position at
which the reel should be stopped by the physical brake. This
is done with an electronically random number selected from
a group of numbers which exceeds the number of physical
reel positions such that one physical reel position is repre
sented by one or several positions on the virtual or electroni
cally generated reel which is in affect, randomly stopped by
the random number generator. In various embodiments, the
physical reels are only used as a display of the random num
ber generated result and are not the game itself as in standard
slot machines. In this manner, a standard slot machine or

gaming apparatus can be made to function at payout odds,
independent of the limits set by the number of physical reels
and their physical stop positions, by changing the random
number generator.
Random Number Generators

0560. In various embodiments, slot machines are comput
erized, so that the odds of various outcomes are whatever they
are programmed to be. In various embodiments, the reels and
lever may be present for historical and entertainment reasons.
In various embodiments, the positions the reels will come to
rest on are chosen by a random number generator (RNG)
contained in the machine's Software.

0561. The RNG may be constantly generating random
numbers, at a rate of thousands to millions per second. As
soon as the lever is pulled or the “Play” button is pressed, the
most recent random number may be used to determine the
result. This means that the result may vary depending on
exactly when the game is played. A fraction of a second
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earlier or later, and the result may be different. In various
embodiments, the RNG may be a pseudorandom number
generators

Player Tracking
0562. A gaming device apparatus may include a player
tracking card that may be disposed in the card reader. The
player tracking card may comprise a data storage device that
stores data representing the identification of a player. Addi
tionally, the player tracking card may comprise a first card
Surface, a second card Surface, and a light transmissive body
portion extending between the first card Surface and the sec
ond card Surface. The player tracking card may be positioned
in a card illumination position wherein the first card Surface is
disposed in the card reader so that the first card surface is
positioned adjacent the light generating source associated
with the card reader, and the second card surface of the player
tracking card remains visible outside the card reader. Also,
when said player tracking card is in the card illumination
position, light generated by the light generating Source may
be transmitted into the first card surface of the player tracking
card and then transmitted through the light transmissive body
portion of the player tracking card so that light may be visible
to the user through the second card Surface.
0563 Player tracking, as the name indicates, may involve
tracking individual player usage of gaming devices. In Vari
ous embodiments, the player is issued a player identification
card which has encoded thereon a player identification num
ber that uniquely identifies the player. The individual gaming
devices are fitted with a card reader, into which the player
inserts a player tracking card prior to playing the associated
gaming device. The card reader reads the player identification
number off the card and informs a central computer con
nected thereto of the player's Subsequent gaming activity. By
tracking the individual players, individual playerusage can be
monitored by associating certain of the audit data with the
player identification numbers. This allows gaming establish
ments to target individual players with direct marketing tech
niques according to the individual’s usage.
0564) Reference numerals below, until otherwise speci
fied, refer only to FIGS. 43-44A.
0565 FIG. 43 illustrates schematically an embodiment of
a player tracking card 59 disposed in a card reader 58. The
player tracking card 59 is positioned in a card illumination
position. The card reader 58 may include a mounting plate
113 to assist in securing the card reader 58 to the housing 50
of the gaming apparatus 20. The card reader 58 may also
include a chassis 114 which may comprise a first side rail 116,
a second side rail 118, and a back structure 120.

0566. The card reader 58 of FIG. 43 may also include a
number of light generating sources 122. The light generating
sources 122 shown in FIG. 43 are fixed to the back structure

122 of the chassis 114, however the light generating sources
122 may also be secured directly to the housing 50 of the
gaming apparatus 20 or any other structure within the housing
50 that is separate from the card reader 58. The light gener
ating sources 122 may comprise LEDs, OLEDs, incandescent
lamps, fluorescent lights, or any other device capable of gen
erating light. If a plurality of the light generating sources 122
are used, they may produce light that is uniform in color or
they may produce a plurality of different colors. The light
generating Sources 122 may be connected to the controller
100 through a plurality of corresponding conductors 124 to
control the intensity and pattern of illumination of the light

generating Sources 122. The conductors 124 may be con
nected to a modular connector 126 for ease of installation into

the gaming apparatus 20.
0567 The player tracking card 59 may be positioned in the
card illumination position when the card 59 is disposed in the
card reader and a first card surface 127 is adjacent the light
generating sources 122. In the embodiment shown in FIG. 43.
the player tracking card 59 may rest on the side rails 116 and
118 and the first card surface 127 may abut the back structure
120 of the chassis 114 when the player tracking card 59 is in
the card illumination position. Thus, when the player tracking
card 59 is in the card illumination position, light generated by
the light generating sources 122 is transmitted into the first
card surface 127 of the player tracking card 59.
0568. A data reading apparatus 128 may also be included
in the gaming apparatus to read data from the player tracking
card59 that is disposed in the card reader 58. The data reading
apparatus 128 may be attached to the chassis 114 so that it is
in close proximity to the player tracking card 59 when the
player tracking card 59 is disposed in the card reader 58 and
in the card illumination position. The data reading apparatus
128 may read data from the player tracking card 59 in a
variety of ways. For example, the data reading apparatus 128
may read data from a magnetic strip or from an optically
readable material such as ink, both of which may be located
on a surface of the player tracking card 59. Various embodi
ments may utilize multiple data reading apparatuses to read
data from additional magnetic strips or optically readable
materials located on the same Surface or on different Surfaces

of the player tracking card 59. As another example, the data
reading apparatus 128 may utilize an antenna to couple with
a corresponding antenna in the player tracking card 59 so that
data is thereby transmitted.
0569. The data reading apparatus 128 may be intercon
nected to the controller 100 so that the data may be stored and
possibly acted on, such as by energizing a light generating
Source 122. While not shown, a data writing apparatus may
also be included to write new data to the player tracking card
59. This may be a separate component, or it may be combined
with the data reading apparatus 128.
Types of Machines (Video, Mechanical)
0570 Agaming apparatus, for example as maybe located
in a casino, may allow a customer of the casino to play one or
more games, such as poker, blackjack, slots, keno, and bingo.
A customer may approach a gaming apparatus, and select a
desired game from the games offered on the gaming appara
tus. Upon selection of the desired game, that game may
appear on the gaming apparatus, at which time the customer
may be allowed to play.
0571. During play, the customer may place a wager, and
proceed with the selected game. For example, where the
customer is playing slots, a lever may be pulled to spin the
reels. The reels may then stop on various symbols, which may
determine the customer's payout for that spin, after which the
customer may place another wager and proceed as discussed
above. Where the customer has selected to play blackjack or
poker, the player may hit a “deal card” button to deal out the
cards for the respective card game. The customer may alter
his wager during the particular handbased on which cards are
dealt, and in some card games, replace cards, or continue to
request cards. After all replacements and/or requests are
made, a payout may be determined, and the player may con
tinue by placing another wager and playing a new hand.
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0572 An apparatus may comprise a gaming apparatus
with a housing and a display unit that is associated with the
housing and is capable of generating video images. The gam
ing apparatus may also include a value input device that is
capable of allowing the player to deposit a medium of value.
Additionally, the gaming apparatus may comprise a card
reader having a light generating source that is associated with
the card reader and a data reading apparatus that is also
associated with the card reader. The gaming apparatus may
also comprise a controller, wherein the controller is opera
tively coupled to the display unit, the value input device, and
the card reader. The controller may have a processor and a
memory operatively coupled to the processor. Additionally,
the controller may be programmed to allow a person to make
a wager and to cause a video image to be generated on the
display unit after the value input device detects deposit of
value by the person.
0573 The video image may represent a game selected
from the group of games consisting of video poker, video
blackjack, video slots, video keno and video bingo, in which
case the video image may comprise an image of at least five
playing cards if the game comprises video poker. Likewise,
the video image may comprise an image of a plurality of
playing cards if the game comprises video blackjack. If the
game selected by the player is video slots, the video image
may comprise an image of a plurality of simulated slot
machine reels. The video image may comprise an image of a
plurality of keno numbers if the game comprises video keno,
or the video image may comprise an image of a bingo grid if
the game comprises video bingo. The controller may also be
programmed to determine an outcome of the game repre
sented by the video image and a value payout associated with
the outcome of the game.
0574 FIG. 44 is a perspective view of various possible
embodiments of one or more of the gaming units 20.
Although the following description addresses the design of
the gaming units 20, it should be understood that the gaming
units 30 may have the same design as the gaming units 20
described below. It should be understood that the design of
one or more of the gaming units 20 may be different than the
design of other gaming units 20, and that the design of one or
more of the gaming units 30 may be different than the design
of other gaming units 30. Each gaming unit 20 may be any
type of gaming unit and may have various different structures
and methods of operation. For exemplary purposes, various
designs of the gaming units 20 are described below, but it
should be understood that numerous other designs may be
utilized.

0575 Referring to FIG. 44, the gaming unit 20 may
include a housing or cabinet 50 and one or more input devices,
which may include a coin slot or acceptor 52, a paper currency
acceptor 54, a ticket reader/printer 56 and a card reader 58,
which may be used for several purposes, as will be described
in detail below. A value input device may include any device
that can accept value from a customer. As used herein, the
term “value' may encompass gaming tokens, coins, paper
currency, ticket Vouchers, credit or debit cards, and any other
object representative of value.
Ticket Readers

0576. If provided on the gaming unit 20, the ticket reader/
printer 56 may be used to read and/or print or otherwise
encode ticket vouchers 60. The ticket vouchers 60 may be
composed of paper or another printable or encodable material

and may have one or more of the following informational
items or gaming data printed or encoded thereon: the casino
name, the type of ticket Voucher, a validation number, a bar
code with control and/or security data, the date and time of
issuance of the ticket Voucher, redemption instructions and
restrictions, a description of an award, and any other infor
mation that may be necessary or desirable. Different types of
ticket vouchers 60 could be used, such as bonus ticket vouch

ers, cash-redemption ticket Vouchers, casino chip ticket
Vouchers, extra game play ticket Vouchers, merchandise

ticket Vouchers, restaurant ticket Vouchers, show ticket

vouchers, etc. The ticket vouchers 60 could be printed with an
optically readable material Such as ink, or data on the ticket
vouchers 60 could be magnetically encoded. The ticket
reader/printer 56 may be provided with the ability to both read
and print ticket vouchers 60, or it may be provided with the
ability to only read or only print or encode ticket vouchers 60.
In the latter case, for example, some of the gaming units 20
may have ticket printers 56 that may be used to print ticket
vouchers 60, which could then be used by a player in other
gaming units 20 that have ticket readers 56.
(0577. If provided, the card reader 58 may include any type
of card reading device, such as a magnetic card reader or an
optical card reader, and may be used to read data from a card
offered by a player, Such as a credit card or a player tracking
card 59. If provided for player tracking purposes, the card
reader 58 may be used to read gaming data from, and/or write
gaming data to, player tracking cards that are capable of
storing data representing the identity of a player, the identity
of a casino, the player's gaming habits, etc. The card reader 58
may also include additional components that are described in
conjunction with FIG. 43.
0578. The gaming unit 20 may include one or more audio
speakers 62, a coin payout tray 64, an input control panel 66,
and a color video display unit 70 for displaying images relat
ing to the game or games provided by the gaming unit 20. The
audio speakers 62 may generate audio representing Sounds
Such as the noise of spinning slot machine reels, a dealer's
Voice, music, announcements or any other audio related to a
casino game. The input control panel 66 may be provided
with a plurality of pushbuttons or touch-sensitive areas that
may be pressed by a player to select games, make wagers,
make gaming decisions, etc.
Reel Slot Machine

0579. A reel spinning slot machine may comprise a plu
rality of mechanical rotatable reels controlled by a processor.
In response to a wager, the processor randomly selects an
outcome from a plurality of possible outcomes and then
causes the reels to be rotated and stopped to display the
selected outcome. The selected outcome is represented by
certain symbols on the reels being in visual association with
a display area. If the selected outcome corresponds to a win
ning outcome identified on a pay table, the processor instructs
a payoff mechanism to award a payoff for that winning out
come to the player in the form of coins or credits.
0580. In one embodiment, a slot machine comprises a
CPU and a reel mechanism. The CPU operates the slot
machine in response to a wager. The reel mechanism includes
a motor, a symbol-bearing reel, and a reel driver. The motor
includes a rotatable shaft, and the reel is mounted to the shaft.
The reel driver includes a local microcontroller distinct from

and coupled to the CPU. The reel driver is coupled to the
motor to cause the motor to rotate the reel.
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0581. The CPU issues high-level commands to the reel
driver related to rotation of the reel. The high-level commands
may, for example, include a start spin command for starting
rotation of the reel and a stop command for stopping the reel
at a specified position. However, to free up the CPU for other
tasks, the local microcontroller performs low-level reel driver
operations related to the rotation of the reel. The low-level
reel driver operations may, for example, include sampling a
state of the reel in real time, performing calculations, and
responding with control changes.
Fixed Pool Games

0582. A fixed pool game may include a game in which a
specified amount of money or prizes (the prizes having cal
culable monetary equivalents) are distributed into a set of
individually purchasable and winnable units, where each
individual unit has a known cost, and where the set further

includes purchasable units having no prize. Thus, the total
amount of prizes, the prize distribution (i.e., the number of
prizes at each level), and the total return if all individually
purchasable units are sold are known at the game's outset.
0583. The individually purchasable units may be gener
ated and distributed as tickets. Two forms of tickets may
include pull tab tickets, which may be called pull tabs, and
scratch-off tickets, which may be called scratchers. Pull tab
tickets may be constructed from paper of various thickness,
having two layers. The first layer may have some type of
indication of the purchasers winnings, if any, and the second
layer may cover the first. The second layer may be glued to the
first layer around three edges, covering the results. The fourth
edge may have a small tab, allowing the purchaser to grab
hold of it. The tab, upon being pulled, pulls the layers apart
and reveals the purchasers’ winnings, if any. Scratchers may
use an opaque material that covers portions of the ticket,
where the covered portions have the predetermined results on
them. The purchaser scrapes off the opaque material, reveal
ing any winnings.
0584) The distribution of the total winnings, coupled with
the cost of each individually purchasable unit, is determined
by those making up the game. The exact mechanics and
mathematics of each game pool depends on the goals of the
issuer, including the target play audience (how much to
charge per purchasable unit or ticket or play), the desired
return on investment, and size of the pool, as well as other
considerations. The tickets (individually purchasable units)
for the entire game are then printed and distributed, and may
be organized into decks with different decks sold to different
locations. Players, by purchasing a ticket, are buying one
individually purchasable unit from the overall ticket or game
event pool.
0585. This may be referred to as a fixed-pool lottery,
meaning there is a fixed pool of tickets (or results) having a
predetermined number of winners and losers, and a purchaser
takes a chance on getting a winning result by entering the
“lottery', meaning taking the chance they will buy a winning
ticket from the pool.
0586 Fixed-pool lottery based games may be displayed in
many ways. For example, Such games may be displayed as a
poker hand, in order to mimic actual poker play.
0587. The player may bet a certain amount to play the
game. This corresponds to an individually purchasable unit
(note that different betting amounts may participate in differ
ent fixed-pool lotteries) for the lottery being used. The game
may then get the result of a random drawing from a central
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server or location having several operating pools. The result
may be sent back to the game machine. The game machine
may then represent the results as a game.
Video Wagering Games
0588 Video wagering games may be set up to mimic a
table game using adaptations of table games rules and cards.
0589 Reference numerals below, until otherwise speci
fied, refer only to FIGS. 45-47.
Gaming Devices
0590 FIG. 45 shows a game device according to some
embodiments. The game device has a cabinet 100 enclosing a
Video display 102 and a set of Standard game play buttons
shown generally as buttons 106. The game device also com
prises the internal hardware and Software needed for gaming
devices, including at least one processor, dynamic memory,
non-volatile memory, system Support circuitry Such that the
operating system of choice will run properly, and I/O connec
tions including interfaces to the various player interfaces Such
as play buttons 106 and video 102 output, and an interface to
an external network connection shown as SMIB (slot
machine interface board) 108. Also included is the software
needed to implement the specific game. The internals are not
illustrated. SMIB 108 interfaces with a network connection

110, e.g., to an RGC (remote game controller, not shown).
Alternatively, 108 may be an ethernet connection to an eth
ernet-based backbone network 110.

Apparatus for Playing Over a Communications System
0591 FIG. 46 shows an apparatus for playing a game,
according to some embodiments. There is a plurality of player
units 40-1 to 40-n which are coupled via a communication
system 41. Such as the Internet, with a game playing system
comprising an administration unit 42, a player register 43, and
a game unit 45. Each unit 40 is typically a personal computer
with a display unit and control means (a keyboard and a
mouse).
0592. When a player logs on to the game playing system,
their unit 40 identifies itself to the administration unit. The

system holds the details of the players in the register 43,
which contains separate player register units 44-1 to 44-in for
all the potential players, i.e., for all the members of the sys
tem

0593. Once the player has been identified, the player is
assigned to a game unit 45. The game unit contains a set of
player data units 46-1 to 46-6, a dealer unit 47, a control unit
48, and a random dealing unit 49.
0594. Up to seven players can be assigned to the game unit
45. There can be several such units, as indicated, so that

several games can be played at the same time if there are more
than seven members of the system logged on at the same time.
The assignment of a player unit 40 to a player data unit 46 may
be arbitrary or random, depending on which player data units
46 and game units 45 are free. Each player data unit 46 is
loaded from the corresponding player register unit 44 and also
contains essentially the same details as the corresponding
player unit 40, and is in communication with the player unit
40 to keep the contents of the player unit and player data unit
updated with each other. In addition, the appropriate parts of
the contents of the other player data units 46 and the dealer
unit 47 are passed to the player unit 40 for display.
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0595. The logic unit 48 of the game unit 45 steps the game
unit through the various stages of the play, initiating the dealer
actions and awaiting the appropriate responses from the
player units 40. The random dealing unit 49 deals cards essen
tially randomly to the dealer unit 47 and the player data units
46. At the end of the hand, the logic unit passes the results of
the hand, i.e. the wins and/or losses, to the player data units 46
to inform the players of their results. The administrative unit
42 also takes those results and updates the player register
units 44 accordingly.
0596. The player units 40 are arranged to show a display.
To identify the player, the player's position is highlighted. As
play proceeds, so the player selects the various boxes, enters

0603 The gaming machine also includes a secondary
device. The secondary device may comprise a player tracking
controller. The player tracking controller includes a processor
and a memory. One or more devices may be associated with
the player tracking controller, such as a player tracking card
reader and keypad.
0604. In various embodiments, the player tracking con
troller includes a communication interface. The communica
tion interface is associated with at least one network. In one

embodiment, the network is a player tracking network includ
ing a player tracking host. The player tracking host includes a
memory for storing player information, including informa
tion regarding a player's play at one or more gaming

bets in them, and so on, and the results of those actions are

machines.

displayed. As the cards are dealt, a series of overlapping card
symbols is shown in the Bonus box. At the option of the
player, the cards can be shown in a line below the box, and
similarly for the card dealt to the dealer. At the end of the
hand, a message is displayed informing the player of the

0605. In various embodiments, a game code host is asso
ciated with the player tracking network. Game code is trans
ferred from the game code host to the gaming machine via the
player tracking network. Transmitted game code is preferably
directed to the player tracking controller of a gaming
machine, which processes the code and transmits it to the
gaming machine controller.
0606 A variety of systems or configurations of apparatus
are contemplated for various embodiments. In some embodi
ments of a method, a request for gaming code is generated at
the gaming machine and is transmitted to the game code host.
The request may be generated by the gaming machine con
troller or player tracking controller/device. For example, in
Some embodiments, a request may be generated by the player
tracking controller in response to the identification of a player
by use of a player tracking card at a card reader of the player
tracking device of the gaming machine.
0607 Gaming code is transmitted from the game code
host to the player tracking controller via the network or other
communication link. In some embodiments, this link is part
of a player tracking network which associates the player
tracking device of the gaming machine with a player tracking
host. In another embodiment, the link is a separate link from
a link connecting the player tracking device of the gaming
machine with the player tracking host, such as a wireless
communication link to the game code host. The player track
ing controller may process the gaming code in a variety of
manners, including by Storing all or a portion of the gaming

results of their bets, i.e., the amounts won or lost.

Server Based Gaming
0597. In various embodiments, gaming devices such as
electronically controlled slot, video and similar machines
may include a central controller including a processor and a
memory. The central controller controls the gaming machine,
including the presentation of one or more games to a player at
the gaming machine.
0598. The processor of the gaming controller may execute
code to control the operation of the gaming machine. This
code is stored at the memory of the gaming controller. The
control code, including specific game code, may be loaded
into the memory when the gaming machine is manufactured.
0599. In various embodiments, it may be desirable to
change the control and/or game code associated with the
gaming machine controller. For example, the operator may
wish to change the paytable” so that the gaming machine
returns a higher percentage of bets wagered. The operator
may also wish to update an older game with a newer, more
desirable one.

0600 Various embodiments include a gaming machine
code download system and a method of managing or control
ling the download of code to a gaming machine.
0601 Various embodiments comprise a method of down
loading code, information or data to a gaming machine from
a remote device. In some embodiments, the method includes

the step of storing gaming machine code at the remote device.
A request for gaming machine code is generated, and the
request is provided to the remote device. In accordance with
Some embodiments of the method, the gaming machine code
is transmitted from the remote device to a first device of the

gaming machine overa communication linkin response to the
request. The game code is processed, and all or a portion of
the processed gaming code is provided to a gaming machine
controller or other second device of the gaming machine for
SC.

0602. In various embodiments, the method is imple
mented in an environment including a gaming machine, a
communication network and at least one remote device. The

gaming machine includes at least one gaming controller
adapted to control the gaming machine, including for the
purpose of presenting a game at the gaming machine. The
gaming machine controller preferably includes a processor
and a memory.

code.

0608. In various embodiments, a request for code is
accompanied by information regarding the priority of the
request. The method may include the step of queuing the code
and transmitting it to the gaming machine at one or more
particular times.
0609. The gaming code may comprise a variety of infor
mation in a variety of forms. For example, the gaming code
may comprise information used by the gaming machine con
troller for controlling or operating one or more peripheral
devices of the gaming machine. Such as a bill validator. The
gaming code may also comprise a set of code permitting the
gaming machine controller to present a particular game or
games to a player.
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