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A gaming system includes a central server or controller 
operable to communicate a plurality of different commands 
to a plurality of gaming machines to provide non-tourna 
ment game play and to provide tournament game play on the 
same gaming machines. 
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ORMORE DIFFERENT TOURNAMENTS 

PRIORITY CLAIM 

0001. This application is a continuation application of 
claims priority to and the benefit of U.S. patent application 
Ser. No. 1 1/760,292, filed on Jun. 8, 2007 which is a 
non-provisional application of claims priority to and the 
benefit of U.S. Provisional Patent Application Ser. No. 
60/804.642 filed on Jun. 13, 2006, and is a non-provisional 
application of, claims priority to and the benefit of U.S. 
Provisional Patent Application Ser. No. 60/864,711, filed on 
Nov. 7, 2006, the entire contents of these applications are 
incorporated herein by reference. 

COPYRIGHT NOTICE 

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

BACKGROUND 

0003 Gaming device manufacturers strive to make 
wagering gaming devices that provide as much enjoyment, 
entertainment and excitement as possible for players. Gam 
ing tournaments, such as slot tournaments, are exciting for 
certain players and are a widely used form of casino pro 
motion. Generally, a slot tournament is a group event where 
a plurality of players pay for or otherwise qualify to join the 
tournament. The players individually play the tournament on 
designated gaming machines. These designated gaming 
machines have the same gaming machine paytables. The 
players may either play the same number of games, play for 
the same allotted period of time or play with the same 
allotted initial amount of money or number of credits. The 
winner or winners of the tournament are determined based 
on a highest tournament point score or a highest individual 
game score. Certain tournament games have been slot games 
and poker games. 
0004 More specifically, in a time based slot tournament, 
the gaming machines used for the tournament are specially 
configured gaming machines that, upon the issuance of a 
start command by a game controller or operator, allow the 
players to play as fast as they can without requiring the 
player to input any additional money. For each player, the 
wins during the tournament are accumulated, held and 
displayed by the gaming machine as that player's points. At 
the end of the period of time, all of the gaming machines are 
disabled. The person having the highest accumulated num 
ber of points obtained during the tournament period is the 
winner. The winner is awarded a prize. 
0005 The end of known tournament sessions may be 
determined by more than one factor. Such as when the player 
runs out of time or credits. For example, each tournament 
player receives 1000 credits to bet and fifteen minutes to 
play the game. When the player runs out of the 1000 credits 
or fifteen minutes pass, the players tournament game play 
is terminated. 

Mar. 20, 2008 

0006 Tournaments are generally run on specially set-up 
gaming machines which are commonly grouped together in 
a dedicated room or area in the casino. Tournament gaming 
machines grouped in a particular room limits the public's 
ability to view the tournament. Moreover, these gaming 
devices are dedicated for playing in a tournament and are 
therefore not played when a tournament is not in progress. 
That is, the dedicated tournament gaming machines are only 
active during tournament play and do not provide players 
the ability to play other, non-tournament games on these 
dedicated gaming machines. This gaming machine dedica 
tion is costly to a casino because they take up floor space in 
the casino and because they are unoccupied or not played for 
significant amounts of time. 

0007. It should be appreciated that even in situations 
where certain gaming machines are not always dedicated for 
playing in a tournament, converting the gaming machines 
for use in the play of a tournament requires extensive set-up 
for the tournament. For each Such tournament, a group of 
gaming machines is roped off to create a tournament area. 
Each tournament gaming machine must be taken out of 
service for a casino worker to switch or adjust the hardware 
and/or software of the gaming machine, and each of the 
gaming machines have to be rebooted to implement the 
specific tournament game. Upon completion of the tourna 
ment, a casino worker has to Switch or adjust the hardware 
and/or software of each of the gaming machines back to the 
original hardware and/or Software and reboot each gaming 
machine for regular or non-tournament play. This time 
intensive set-up and breakdown of the tournament gaming 
machines is expensive to the casino because of the idleness 
of the gaming machines during this time and the cost of the 
labor for the set-up and breakdown of the tournament. 
Additionally, certain Smaller casinos do not have enough 
floor space to dedicate certain gaming machines to a tour 
nament. For example, riverboat casinos are often too small 
to have dedicated tournament areas and are also too small to 
incur extensive set-up and take down costs for a tournament. 

0008. It should also be appreciated that the intensive 
set-up and breakdown process inherently requires that play 
ers play the tournament during the time the gaming 
machines are in tournament mode. This manner of setup 
requires an inflexible schedule of play for the players 
because the players must play the tournament gaming 
machines at the time allotted by a casino. Certain players 
often must leave the gaming machine they are playing and 
go to one of the specific tournament gaming machines to 
participate in the tournament. Thus, current tournaments do 
not enable players to play at one’s leisure. To incorporate 
even a small amount of flexibility of when players may 
participate in the tournament, a casino has to allow the 
gaming machines to remain in tournament mode for 
extended periods of time which reduces playing time of 
non-tournament play and which does not maximize use of 
floor space. If a casino allows flexibility, a number of 
gaming machines in tournament mode may be completely 
unoccupied because players may not be playing them at all 
times. For example, to have a small window of flexibility, a 
casino enables the 100 tournament players to play between 
8 am and 1 pm and allot 25 gaming machines to the 
tournament. During the designated time interval (i.e., 8 am 
and 1 pm) there may be no players on the gaming machines 
at Some points in time, thus wasting valuable gaming 
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machine time and casino floor space. At some points, there 
may also be players wanting to play the tournament, thereby 
wasting player time. 
0009 Additionally, current tournament modes often 
require an announcer to inform the players of the tournament 
schedule or status. Certain players are intimidated or 
annoyed by Such announcers and as a result avoid tourna 
ments so they do not have to listen to the announcers. 
Additionally, often players must be in a certain range of the 
tournament room to hear the announcer and be aware of an 
upcoming tournament. This setup does not provide a way for 
informing all players of the tournament and other pertinent 
tournament information. 

0010 With no way of informing current players about the 
tournament, casinos lose out on a valuable marketing tool 
for the tournament. They also have no way to inform target 
players who are likely to be interested in the tournament, or 
to encourage tournament play by informing players of entry 
requirements. 
0011. Therefore, there is a need for a new gaming system 
to improve aspects of the configuration and implementation 
of tournament game play. 

SUMMARY 

0012 One embodiment of the present disclosure relates 
to a gaming system including a central server or controller 
operable to communicate a plurality of different commands, 
instructions or other communications to a plurality of gam 
ing devices to provide non-tournament game play and 
communicate a plurality of different commands, instructions 
or other communications to provide tournament game play 
on the same gaming devices or machines. The gaming 
devices or machines of the gaming system are operable to 
Switch from non-tournament game play mode to tournament 
game play mode upon receipt of Such commands, instruc 
tions or other communications from the central server or 
controller. Upon completion of a tournament, the gaming 
system is operable to Switch the gaming devices or machines 
used in the tournament back to non-tournament game play 
mode. 

0013 In one embodiment, a plurality of the gaming 
machines are in communication with or linked to a central 
controller, central server or remote host to form a gaming 
system. The central, controller, central server or remote host 
may be any suitable server or computing device which at 
least includes a processor and a memory or storage device. 
The central controller: (a) stores a plurality of different 
commands, instructions or other communications and is 
operable to cause the execution of these commands on 
display devices of the gaming machines which act as a “thin 
client.” (b) stores a plurality of different commands, instruc 
tions or other communications, such as game programs, and 
sends one or more of the commands, instructions or other 
communications to each gaming machine and the individual 
gaming machines execute the received commands and there 
fore act as a “thick client' and/or (c) stores a plurality of 
different commands, instructions or other communications, 
Such as game programs, and sends one or more of the 
different commands, instructions or other communications 
to each gaming machine and the individual gaming 
machines execute the received commands upon a further 
command from the central controller. In another embodi 
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ment, the central controller communicates with a plurality of 
computers over the internet and enables the tournament to be 
played over the internet or other suitable data network. It 
should be appreciated that the gaming system may include 
any suitable combinations of communication and game 
control between the central controller and the individual 
gaming machines to execute non-tournament game play and 
tournament game play. 
0014. In one embodiment, the central server or controller 
stores a plurality of different executable game programs. In 
this embodiment, each game program may represent a 
different setting, configuration, or mode of game play or type 
of game which may be played on one, more or each of the 
gaming machines in the gaming System. 
0015. In one embodiment, in non-tournament play mode, 
the central controller stores a plurality of commands such as 
wagering game programs. The central controller selects, 
executes and controls one or more of the game programs on 
each of the gaming machines in the gaming system. The 
selected game programs may be selected based on any 
suitable factor, such as but not limited to: (i) a player 
selection, (ii) a predetermination, (iii) a random determina 
tion, (iv) a player's wager amount, (v) a player's status (such 
as determined through a player tracking system), (vi) a level 
of a jackpot award, (vii) the time of day or amount of time 
a game program is played, and (viii) a gaming establishment 
operator command or instruction, and any combination 
thereof. In these embodiments, the gaming machine is 
utilized to display the game program, which is executed by 
the central controller, receive inputs from the player and 
provide any award to the player. 
0016. In one embodiment, the tournament game program 

is uploaded to the central controller. In one embodiment, the 
central controller also executes the selected tournament 
game program for each of the participating gaming 
machines in the tournament. That is, the gaming system 
utilizes the gaming machines to display the tournament 
game program which is executed and controlled by the 
central controller. 

0017. In other embodiments, one or more selected game 
programs are communicated from the central controller to 
one or more gaming machines and the gaming machine 
stores, selects and executes the game program. In one 
embodiment, the gaming machines Switch programs from 
the non-tournament game program to the tournament pro 
gram upon the tournament start time. In another embodi 
ment, the gaming machines activate a tournament mode of 
the current game program. That is, instead of Switching to a 
new game program, the gaming machine Switches to a 
tournament mode of the gaming program currently running 
on the gaming machine. The gaming machine then commu 
nicates or messages the outcome of the game program to the 
central controller. 

0018 For example, in non-tournament game play, a gam 
ing machine stores one or a plurality of instructions and 
commands communicated from the central controller. The 
gaming machine selects and executes a game from the stored 
instructions and commands. The selected game may be 
selected based on any suitable factor, such as but not limited 
to: (i) a player selection, (ii) a predetermination, (iii) a 
random determination, (iv) a player's wager amount, (v) a 
player's status (Such as determined through a player tracking 
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system), (vi) a level of a jackpot award, (vii) the time of day 
or amount of time a game program is played, (viii) a gaming 
establishment operator command, instruction or other com 
munication, or any combination thereof. 

0019. In another example, in tournament game play, the 
game program of the tournament is communicated from the 
central controller to each of the participating gaming 
machines or to each gaming machine of the gaming system. 
Encoded in the game program are the times for the rounds 
and/or of the sessions of the tournament. Multiple tourna 
ment embodiments include players playing a tournament at 
a same time and at different times. Upon the start time of the 
tournament where all of the players play the tournament at 
the same time, each of the participating gaming machines 
automatically Switches to tournament mode and executes the 
tournament game program at the same time. In another 
embodiment, the gaming machine only participates in the 
tournament game if it is an available gaming machine. In 
one embodiment, if the gaming machine is not available, a 
gaming system or operator selects another gaming machine 
to participate in the tournament. In another embodiment, the 
gaming System or operator makes the gaming machine 
available by setting up the non-tournament player on a 
different gaming machine. It should be appreciated that the 
gaming establishment may determine any Suitable method of 
how to handle gaming machines that are scheduled to 
participate in a tournament that are being used for non 
tournament game play at the start of a tournament. 

0020. In another embodiment, before a group tournament 
where the players play at the same time, the central con 
troller messages the gaming machines Scheduled to partici 
pate in the tournament to go into a pre-tournament mode a 
certain amount of time before the tournament start time, 
such as one hour before the scheduled tournament. If the 
gaming machine is unoccupied, the gaming machine posts a 
message to inform potential players that the gaming machine 
is unavailable because the gaming machine is awaiting a 
tournament. The gaming machine may additionally provide 
any other appropriate message to the player, Such as how to 
enter the tournament, an advertisement, where to find a 
gaming machine with the same game or games and/or how 
to play another tournament. If a player is playing on one of 
the gaming machines allocated for the tournament in pre 
tournament mode, the gaming establishment may determine 
rules for that gaming machine. Such as whether to select 
another gaming machine for the tournament and enable the 
player to keep playing at the gaming machine. 

0021. In the embodiments where players play at different 
times, the tournament game program(s) may be: (i) previ 
ously downloaded to certain gaming machines which are 
designated to the players, or (ii) sent to and downloaded by 
the gaming machine upon an event. In one type of tourna 
ment, upon the logging onto a gaming machine. Such as by 
insertion of a player tracking card or the entry of a player 
identification number, code or name, by a player that has an 
outstanding tournament entry that may be played at the 
player's chosen time, the gaming machine downloads that 
tournament game program from the central server. The 
gaming machine then enables the player to play the tourna 
ment game at that gaming machine. It should be appreciated 
that the player may or may not play the tournament game at 
that gaming machine. 
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0022. In one embodiment, each participating gaming 
machine communicates the game results at certain time 
intervals to the central controller so that results of the 
tournament are displayed to players during the tournament 
in real time. 

0023. In another embodiment, the central controller com 
municates a plurality of executable game programs from a 
stored set or pool of game programs to a plurality of gaming 
machines. In this embodiment, upon a triggering event. Such 
as the initiation of a tournament, the central controller 
determines which game program that one, a plurality or all 
of the gaming machines will execute. The central controller 
communicates the selected game program to one, a plurality 
or all of the gaming machines and the gaming machines 
execute the game program selected by the central controller. 

0024. In one embodiment, the gaming system disclosed 
herein is integrated with one or more player tracking sys 
tems. In one embodiment, the gaming system and/or the 
player tracking system tracks the participating players 
gaming activity at each of the gaming machines the player 
plays. In one such embodiment, the gaming system, the 
individual gaming machine and/or the associated player 
tracking system timely tracks when a player initiates play of 
or logs onto a gaming machine by the insertion of their 
playing tracking card, enters identifying information, Such 
as a player number or cashes in to begin a gaming session 
and also timely tracks when a player ends play of or logs off 
the gaming machine by removal of their player tracking card 
or concludes play for that gaming session. That is, in one 
embodiment, the gaming system, the individual gaming 
machine and/or the associated player tracking system tracks 
a player logging onto the gaming machine and a player 
logging off of the gaming machine for each gaming session. 
During one or more gaming sessions, the gaming system, the 
individual gaming machine and/or the associated player 
tracking system tracks any Suitable information, such as any 
amounts wagered, average wager amounts and/or the time 
wagers are placed. In different embodiments, for one or 
more players, the player tracking system includes the play 
er's account number, the player's card number or other 
identification number, the player's first name, the players 
Surname, the player's preferred name or nickname, the 
player's player tracking ranking, any promotion status asso 
ciated with the player's player tracking card, the players 
address, the player's birthday, the players anniversary, the 
player's recent gaming sessions, or any other Suitable data. 
It should be appreciated that the player tracking data may be 
used for any suitable purpose in non-tournament game play 
and in tournament game play. 

0025. In one embodiment, prior to tournament game play, 
the tournament must be configured. The gaming system is 
operable to be configured by a plurality of methods. The 
gaming system is operable to upload one or more pre 
configured tournament game programs to host a tournament. 
That is, a distributor configures and sells a plurality of 
different pre-configured tournament game programs. The 
gaming system is operable to upload and store pre-config 
ured game programs and to cause the play of the tournament 
based on the pre-configured game program. 

0026. The gaming system is operable to run a tournament 
on an uploaded pre-configured game program that is oper 
able to be modified, enabling a gaming establishment opera 
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tor to customize the tournament. That is, a gaming estab 
lishment may purchase a plurality of pre-configured game 
programs and upload the programs to the central server. The 
tournament game programs are configured for the gaming 
establishment operator to alter one or more default settings 
of the tournament. For example, the gaming establishment 
operator may change a parameter of the tournament, for 
example, the tournament award. The pre-configured tourna 
ment game programs enable a gaming establishment opera 
tor to customize the tournament in one or a plurality of ways. 
That is, the gaming establishment operator inputs one or 
more configuration guidelines that control one or more 
elements of the tournament. 

0027 Additionally, the gaming system is operable for the 
gaming establishment operator to completely create or cus 
tomize a tournament. That is, the gaming system enables the 
gaming establishment operator to configure a new and 
unique tournament based on one or more gaming establish 
ment operator selectable tournament configurations or tour 
nament elements. 

0028. In different embodiments, a plurality of elements 
must be configured for an operable tournament. These 
configurable elements include the time and location of the 
tournament, the duration of the tournament, the type of 
tournament, any player qualification criteria for entry into 
the tournament, a list of qualified players, the game or games 
for the tournament and the scoring and prizes for the 
tOurnament. 

0029 More specifically, one of the configurable elements 
is a tournament type, such as an invited guest tournament, or 
an automatic or bonus tournament. The invited guest tour 
nament has a predetermined guest list of players that may 
play in the tournament. Only players on this guest list may 
register for the tournament and play in the tournament. In 
this type of tournament, the guest list is loaded or manually 
entered into the gaming system prior to the play of the 
tournament. In one embodiment of an automatic or bonus 
tournament, any Suitable number of guests may play the 
automatic tournament immediately, or upon a scheduled 
time or times upon meeting certain eligibility or qualifica 
tion requirements, such as winning a tournament entry in a 
non-tournament game play bonus game. 
0030. In one embodiment, one of the configurable ele 
ments is the required qualifications or qualifiers for a player 
to play in the tournament. In certain embodiments, the 
player tracking system provides the gaming system with 
information used in the determination of a tournament 
qualification. It should be appreciated that any Suitable 
qualifier may be considered for tournament entry, including 
but not limited to: an amount wagered, an amount won, a 
jackpot win, a bonus win, a player tracking rank or a win 
from another tournament. In certain embodiments, only 
players in the player tracking system are eligible to partici 
pate in the tournament. 
0031. In one embodiment, one of the configurable ele 
ments is what type of rounds the tournament will include. 
That is, one of the configurable elements is how the gaming 
system will enable the players to play in a tournament. A 
tournament may include a single round, where the gaming 
system enables each player to play a single play of the 
tournament. The tournament may include multiple rounds, 
where the gaming system enables each of the players to play 
multiple plays of the tournament. 
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0032. In one embodiment, the tournament is a synchro 
nized tournament. In a synchronized tournament, multiple 
players compete in the tournament at the same time. In one 
embodiment, each player plays the tournament on an 
assigned gaming machine and each player plays the tour 
nament simultaneously. The players of the synchronized 
tournament play each round at a same time or relatively the 
same time. That is, the players of the synchronized tourna 
ment play the tournament on designated gaming machines as 
a group. If there are more players than designated gaming 
machines, the gaming system provides one or more sessions 
in each round. For example, if 100 players are competing 
against each other in the synchronized tournament and only 
50 gaming machines are designated for the tournament, each 
round will include two separate sessions to enable each of 
the players a play of the tournament for each round. At the 
end of synchronized tournament play, the gaming system 
determines a winner based on determined game parameters, 
such as the winner is the player with the highest point total 
for each of the rounds. 

0033. In a synchronized tournament embodiment, the 
tournament configuration includes how the gaming 
machines for each player will be chosen. In one embodi 
ment, the gaming establishment operator determines and 
assigns a gaming machine to each player. In another embodi 
ment, the gaming establishment operator enters all of the 
players into the gaming system and the gaming system 
randomly determines and assigns a gaming machine to each 
person. That is, the gaming system determines and assigns 
a gaming machine for each player of the tournament. In 
another embodiment, the tournament is completely deter 
mined by the gaming system. That is, the gaming system 
determines the players and the gaming machines assigned to 
the each player. It should be appreciated that a gaming 
establishment may implement any Suitable randomized 
method to randomly determine or assign a gaming machine 
to a player. In one embodiment, the random method of 
assigning gaming machines does not include input from the 
central controller but is completed by the gaming establish 
ment by any Suitable method. In another embodiment, a 
participating player may pick his or her own gaming 
machine for the tournament. For example, in a synchronized 
tournament, a player may enter a player tracking card or a 
player identification number into the gaming machine the 
player wants to play on, prior to the start of the tournament 
and play the tournament at that chosen gaming machine. 

0034. In other embodiments, the tournaments are self 
scheduled tournaments. In the self-scheduled tournament, 
multiple players compete in the tournament at overlapping 
or different times. Each of the players play the tournament 
on a server based gaming machine of that player's choice. 
Each of the players plays the tournament during a designated 
time period (such as a day, a week, or a month). However, 
the gaming system enables the player to determine exactly 
when to play the game during that designated time period. 
Each of the players of the self-scheduled tournament may 
play a round of the tournament at different times, as long as 
the tournament play is within the designated time period. In 
the self-scheduled tournament, the player decides when to 
play the tournament game and which participating gaming 
machine to play the tournament on. At the end of the 
designated time period for the self-scheduled tournament 
play, the gaming system determines a winner based the 
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determined game parameters, such as the winner is the 
player with the highest combined point total. 
0035) In other embodiments, the tournaments are config 
ured as bonus tournaments. In one embodiment of a bonus 
tournament, during non-tournament game play, the gaming 
system awards the player a tournament game as an award or 
bonus. Upon receiving the bonus tournament entry, the 
gaming system enables the player to immediately play the 
bonus tournament at the awarding gaming machine. The 
winner is determined at the end of a certain time period. Such 
as every day. At the end of tournament time period, the 
gaming system determines a winner based on the determined 
game parameters. Alternatively, the tournament is a delayed 
bonus tournament and the player is given an “entry’ as their 
bonus. The entry enables a player to enroll or play a 
tournament at a later start time. In one embodiment, the 
bonus entry awarded to the player is for a synchronized 
tournament at a later date at the hosting gaming establish 
ment. 

0036). In other embodiments, the tournaments are config 
ured as on-demand tournaments. An on-demand tournament 
enables the player to request a tournament. A player sends a 
request to the central controller asking to be enrolled in the 
tournament. The central controller sends a message to the 
player regarding their request. In one embodiment, the 
tournament begins when a predetermined number of players 
enroll in the tournament. For example, a tournament begins 
when forty players request and enter the tournament. A 
player is enrolled against currently pending or enrolled 
players and the tournament starts as soon as forty players are 
enrolled. Until the forty players enroll in the tournament, the 
pending players may continue non-tournament game play 
until the start of the tournament. 

0037. In other embodiments, the tournament is a self 
scheduled tournament that the gaming system enables the 
player to play instantly. In one Such embodiment, the tour 
nament is a self-scheduled tournament that the player may 
play instantly, but the results of the tournament are provided 
after an occurrence of a triggering event. For example, the 
player may have to wait until a certain time, or until a certain 
number of players have played the tournament game to 
know their final standing. Alternatively, the gaming system 
enables the player to play a tournament game against or 
according to a paytable. The gaming system compares the 
player's point total to a paytable. The gaming machine 
provides the player an award if they accrue a number of 
points associated with a payout. 

0038. In a further embodiment, the tournaments are con 
figured as challenge tournaments. A player can search for 
other players and send a request that one or more players 
join them in a tournament. In one embodiment, the players 
each place a wager on the tournament with the winner 
receiving a designated portion of the combined wagers. The 
gaming establishment may retain a portion of the combined 
wagers, and runner-ups in the tournament may also receive 
Smaller designated portions. 

0039. In one embodiment, the tournament configuration 
includes a maximum number of players for participation in 
the tournament and which gaming machines will participate 
in the tournament. The tournament configuration may 
include any suitable entry requirements to the tournament, 
Such as entry fees. 
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0040. It should be appreciated that the gaming system 
may determine one or more winners of a tournament in any 
Suitable manner or score a tournament in any Suitable 
manner. For example, in one embodiment, all of the players 
begin the tournament with a set number of points or credits 
to wager with and the player with the most accumulated 
points or credits at the end of the tournament is the winner. 
In another embodiment, the players have an unlimited 
number of points or credits to wager with and the player with 
the most accumulated points or credits at the end of the 
tournament wins. 

0041. In another embodiment, the player with the most 
occurrences of a designated event or a designated outcome 
is the winner. For example, the player with the most 777 
symbol combinations generated during the tournament wins 
the tournament. In another example, the player with the most 
scatter pay occurrences wins the tournament. In another 
embodiment, the player with most occurrences of a single 
designated symbol wins the tournament. For example, the 
gaming system determines the winner of the tournament 
based on which player has accumulated or generated the 
most wild symbols during the tournament. In another 
embodiment, the player with the most occurrences or gen 
erations of one or more designated groups of symbols wins 
the tournament. In another embodiment, the player with the 
most occurrences of an event in a certain time period during 
the tournament is the winner of the tournament. For 
example, upon the occurrence of a triggering event, the 
gaming system monitors a designated outcome or event for 
a certain time period to determine the tournament winner. 

0042. In one embodiment, an occurrence of a designated 
event or outcome determines when the tournament ends. In 
one embodiment, the designated event or outcome is a 
designated event or outcome achieved by a single player. For 
example, when a single player achieves the symbol combi 
nation of five seven symbols, the tournament ends. In 
another embodiment, the designated event or outcome is a 
designated event or outcome achieved by each of a desig 
nated number of players. For example, when five players 
achieve the symbol combination of five seven symbols, the 
tournament ends. It should be appreciated that the tourna 
ment may end for any suitable reason. 

0043. In various alternative embodiments, the tourna 
ment can have multiple winners. In one Such embodiment, 
the gaming system determines a first tournament winner 
based on a first method of scoring, such as the player with 
the most points or credits (as discussed above). The gaming 
system additionally determines one or more second tourna 
ment winners based on a second method of scoring, such as 
the most occurrences of a designated event, Such as an 
occurrence of a symbol, a symbol combination, etc. In one 
example, the tournament has two different categories of 
scoring. The player with the most points or credits wins a 
first prize and the player with the most occurrences of a 
designated outcome or event wins a second prize. If the 
same player wins the most points and has the most occur 
rences of a designated outcome, then the same player wins 
the first and the second prizes. The gaming system may 
provide any suitable number of players wins or prizes based 
on any suitable criteria. 

0044) The tournament can include multiple winners in 
other Suitable manners. For example, the gaming system 
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determines one tournament winner based on a first method 
of Scoring (such as the player with the most credits) and 
additionally determines one or more tournament winners of 
one or more intermittent awards or prizes. In one embodi 
ment, the intermittent or intermediate award or prize is 
determined by a sub-tournament based on a suitable method 
of Scoring. For example, the player with the most occur 
rences of a designated outcome or event during a time period 
of the tournament, which is a portion of or less than the total 
time period of the tournament, wins the intermittent award 
or prize. For example, the player with the most winning 
symbol combinations in the first five minutes wins an 
intermediate award or prize. In another example, the top five 
players with the most wins on a certain payline win inter 
mittent prizes. In another embodiment, the player with the 
most occurrences of winning outcomes wins an intermediate 
award or prize. In another embodiment, the player with the 
most occurrences of winning outcomes in a row wins an 
intermediate award or prize. In another embodiment, the 
player with the most occurrences of losing outcomes in a 
row wins an intermediate award or prize. In another embodi 
ment, the player with the highest single payout wins an 
intermediate award or prize. In another embodiment, the 
player with the highest average payout wins an intermediate 
award or prize. The gaming system may provide any Suitable 
number of players wins or prizes based on any Suitable 
criteria. 

0045. In other embodiments, a game outcome of one 
player may affect one or more of the games, points or credits 
of one or more other players. When a player achieves a 
designated outcome during a tournament, the gaming system 
changes one or more aspects of one or more other players 
games, points or credits. For example, during a tournament, 
every time a player achieves a designated symbol combi 
nation, the gaming system provides that player an award 
funded by each of the other players. For example, Player A 
achieves the outcome of the symbol combination of lemon 
lemon-orange-orange on the first payline. The gaming sys 
tem provides Player A an award of S15 funded by the other 
players of the gaming system. That is, the gaming system 
takes credits from the non-triggering players and provides it 
to the triggering player. In one embodiment, the gaming 
system takes a set amount from each non-triggering player, 
such as S0.50 and provides the triggering player with the 
total. In another embodiment, the gaming system provides 
the triggering player a predetermined amount and the play 
ers fund the predetermined amount. For example, the 
amount is $20.00. When there are 5 non-triggering players, 
each player must pay $4.00. However, when there are 10 
non-triggering players, each player must pay only $2.00. In 
another embodiment, when a player achieves a designated 
outcome during a tournament, the tournament play of one or 
more non-triggering players stops for a certain time period. 
For example, when a triggering player achieves a certain 
number of a designated symbol combination, the gaming 
system freezes tournament game play for a period of 15 
seconds on the other gaming machines of one or more 
non-triggering players. In another embodiment, when a 
player achieves a designated outcome during a tournament, 
the tournament play time of one or more non-triggering 
player's decreases for a certain time period. In another 
embodiment, when a player achieves a designated outcome 
during a tournament, the tournament play for the triggering 
player increases for a certain amount of time. That is, the 
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play of the tournament for the triggering player is extended. 
In another embodiment, when a player achieves a designated 
outcome during a tournament, the gaming system removes 
time from non-triggering players and provides such time to 
the triggering player. For example, when a player achieves 
a designated event, the gaming system takes a minute from 
the tournament time of each non-triggering tournament 
player and provides it to the triggering player. For example, 
if there is one triggering player and 27 non-triggering 
players, the triggering players tournament game time is 
extended by 27 minutes and each of the 27 non-triggering 
tournament players tournament time decreases by one 
minute. It should be appreciated that any suitable aspect of 
one or more player's game play may affect one or more 
aspects of other players tournaments. 

0046. In one embodiment, the tournament configuration 
includes the game play and prize structure of the tourna 
ment. For example, the tournament configuration includes 
the tournament game, the paytable for the tournament game, 
the method of scoring for the tournament and any bonusing 
or bonus modes for that tournament game. 
0047. It should be appreciated that any suitable game or 
combinations of games may be employed as a tournament 
game or as a non-tournament game, including but not 
limited to slot, keno, bingo, bunco, poker, blackjack, craps, 
and checkers. In one embodiment, the gaming system is 
operable to convert any Suitable game into a tournament 
game. That is, in one embodiment, the gaming System may 
take a suitable game and convert it to a tournament game 
using the existing game program. In one such embodiment, 
the gaming system disables certain features, such as one or 
more bonus features, in the tournament game. In another 
embodiment, the gaming system does not disable Such 
features and enables the player to either keep the points from 
the bonus for the tournament total points or to keep the 
winnings won from the game or bonus features. For 
example, a bonus mode may slow down the tournament 
game and therefore, the gaming system enables the player to 
keep the winnings from that bonus game as credits to be 
used in non-tournament games. 

0048. In one embodiment, the tournament game is a 
customizable game which has a different theme or is not 
available as a primary or bonus game. This embodiment 
enables the gaming establishment to “brand their tourna 
ment games to give them a specific look. Branding enables 
the tournament game to be associated with the specific 
gaming establishment. Branding is easily recognized by 
players who will associate the specific look with the specific 
gaming establishment and the tournament mode. The nov 
elty of the new game look is exciting for certain players in 
part because it provides new stimulation, and is otherwise 
eye-catching to draw other players to be interested in the 
tournament. These custom games may include elements not 
available to non-tournament games, such as different themes 
or different paytables. 

0049. In one embodiment, a gaming establishment opera 
tor may customize one or more aspects of the game. That is, 
in one embodiment, the gaming system enables the gaming 
establishment operator to select the game of the tournament. 
The gaming system then enables the player to select further 
features or aspects of the selected game. Such as the winning 
combinations for the tournament. 
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0050. In one embodiment, the gaming establishment 
operator determines the winning outcomes of the tourna 
ment and the probability of the players generating the 
winning outcomes during the tournament. In one embodi 
ment, the gaming system enables the gaming establishment 
operator to determine the likelihood of achieving the win 
ning outcomes and the probability of the players achieving 
the outcomes. 

0051. In another embodiment, the present disclosure 
accomplishes away of guaranteeing that at least one or more 
players in the tournament are provided an outcome that 
results in a large award or jackpot award being displayed to 
the player during the tournament. Some players have never 
seen gaming machines provide such large awards to players 
during tournament play or regular non-tournament play. 
Thus, in various embodiments described below, the tourna 
ment gaming system guarantees that at least one or more 
players receives a game outcome associated with a maxi 
mum award or top ranking during tournament game play. 

0.052 More specifically, in one embodiment, the tourna 
ment is configured to guarantee that at least one player will 
achieve a designated outcome that is associated with a 
designated award amount, such as a maximum award 
amount, for a game played during the tournament. That is, 
in one embodiment, the tournament game outcomes include 
a game outcome that is associated with a maximum award, 
jackpot award or a maximum or large amount of points or 
non-redeemable credits. The tournament is configured such 
that at least one participating gaming machine of the tour 
nament generates the game outcome associated with this 
maximum award during each tournament and displays or 
indicates the associated or maximum award to one of the 
players. This maximum award or jackpot award is not an 
overall win of the tournament, but is one of a plurality of 
tournament game awards displayed to a player during the 
course of the tournament. The gaming system accumulates 
each of the player's displayed awards during the course of 
the tournament to determine each players overall tourna 
ment score or accumulated credit total. The gaming system 
determines the winner of the tournament based on each 
tournament players overall tournament score at the end of 
the tournament. That is, the gaming system does not actually 
provide a monetary amount to a player for an individual 
tournament game award, Such as the maximum award, but 
uses each tournament game award to determine the tourna 
ment winner. 

0053 For ease of discussion, the maximum award is used 
herein primarily to describe different embodiments of pro 
viding designated awards to a player. It should be appreci 
ated the present disclosure is not limited to guaranteeing a 
display of maximum awards or outcomes and may include 
any Suitable designated amount, designated award or des 
ignated prize. 

0054. In one embodiment, the gaming system changes 
the probability of achieving a maximum award until at least 
one gaming machine participating in the tournament gener 
ates the outcome associated with the maximum award and 
displays the maximum award to the player. For example, in 
one embodiment, the maximum award is associated with a 
winning game outcome that has an initial probability of 
being generated in the tournament. As the tournament 
progresses, if that winning game outcome has not been 
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generated in association with one of the tournament games, 
the probability associated with that winning game outcome 
increases as the tournament progresses such that the prob 
ability of a gaming machine generating or providing the 
winning game outcome comes close to or reaches one 
hundred percent by the end of the tournament. 
0055. In certain embodiments, the probability of gener 
ating a game outcome associated with a maximum award 
increases evenly for each participating gaming machine. 
0056. In certain embodiments, the probability of gener 
ating a game outcome associated with a maximum award 
increases differently for one or more participating gaming 
machines or does not increase at all for Some participating 
gaming machines. The probability of generating a game 
outcome associated with a maximum award may be based 
on any suitable factor. 
0057. It should be appreciated that a single maximum 
award may be displayed to one or a plurality of players 
during a tournament and added to those players overall 
tournament scores. It should also be appreciated that the 
tournament may include a plurality of maximum awards that 
may be displayed to a plurality of players during a tourna 
ment and added to those players overall tournament scores. 
0058. In another embodiment, the tournament has a pre 
determined pool of game outcomes. Once a game outcome 
is generated by one of the gaming machines or a central 
controller during a tournament, that game outcome is 
unavailable to the other gaming machines for the duration of 
the tournament. In this embodiment, as each award or game 
outcome is provided to one of the players, the gaming 
system flags or removes the provided award or other game 
outcome from the predetermined set or pool. Once flagged 
or removed from the set or pool, the specific provided award 
or game outcome from that specific pool cannot be provided 
to the players again. This type of gaming system provides 
players with all of the available awards or other game 
outcomes over the course of the play cycle and guarantees 
the amount of awards displayed to the players during the 
course of the tournament. In one such embodiment, the 
predetermined pool of game outcomes includes one or more 
designated game outcomes associated with a maximum 
award or jackpot award. Therefore, the tournament is con 
figured to guarantee that at least one gaming machine will 
generate the designated outcome and display a maximum 
award, a maximum amount or a jackpot award to a player 
during the play of the tournament. In another such embodi 
ment, the predetermined pool of game outcomes includes 
one or more maximum awards or jackpot awards. The 
gaming system accumulates the awards displayed to the 
players and the maximum award or jackpot award counts 
towards the players tournament score. 
0059. In another embodiment, one or more designated 
game outcomes are in a predetermined pool of game out 
comes, and these designated game outcomes are associated 
with maximum or jackpot awards. In one embodiment, each 
of the other game outcomes is randomly determined. Upon 
an occurrence of a triggering event, the gaming System 
generates the game outcomes in the pool of outcomes and 
provides them to one or more players during the tournament. 
Therefore, at least one gaming machine displays a maximum 
award to the player during the course of the tournament. The 
gaming machine accumulates the maximum award in addi 
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tion to the awards associated with other game outcomes 
generated for the player during the course of the tournament. 
The gaming system determines the tournament winner or 
winners based on each player's accumulated tournament 
SCO. 

0060. The tournament configuration is stored by the 
central controller and the gaming system invites players to 
participate in the tournament in any suitable manner based 
on the configured qualification criteria. The gaming system 
may invite players to participate in the tournament via the 
internet, postal mail, leaflets, gaming machines, on-screen 
messaging, signage, kiosks, player carding or in any other 
Suitable manner. 

0061 The gaming system may enable the players to 
accept a tournament invite or register for a tournament via 
a gaming establishment employee, self-registration at a 
kiosk or at a gaming machine, the postal mail, the internet 
or in any other Suitable manner. 

0062) The tournament invitation process and the tourna 
ment registration process may be integrated in any suitable 
manner in with a player tracking system. 

0063. It should be appreciated that the gaming system 
may provide any Suitable messaging to the players before, 
during and after the tournament. For example, if the player 
tries to register for a tournament, but is not qualified for the 
tournament, a kiosk or a gaming machine informs the player 
as to why that player is not qualified. The display devices of 
the gaming machines may display the requirements and 
qualifications for tournament entry. Appropriate safeguards 
may be initiated to ensure that a non-qualified player is not 
able to register for the tournament. 

0064. In one embodiment, the central controller broad 
casts performance messaging to one or more devices in the 
gaming system. In one embodiment, the central controller is 
incorporated with a sign manager that integrates with the 
central controller to display any suitable information. For 
example, if the central controller receives coin-in meters at 
a set rate, the central controller communicates with the sign 
manager based on that rate to broadcast Suitable updates 
regarding player status’s game and tournament results. 

0065. By utilization of the central server to communicate 
with each sign controller, the gaming system presents a 
wealth of information to the player about not only tourna 
ments the player is participating in, but also other tourna 
ments or jackpot awards that may be available to the player. 
Furthermore, the central server, the player tracking system 
and the sign controller configuration enables for the signs/ 
display devices to be custom tailored to the player who is 
playing each gaming machine to provide the player with 
information that will be most beneficial to their gaming 
session. 

0.066 The gaming system enables the registered players 
to play the tournament at the determined tournament times, 
depending on the type of tournament. For example, in a 
synchronized tournament, each of the players play the 
tournament at the same scheduled times. In a self-Scheduled 
tournament, the gaming system provides the player times to 
play the tournament at registration. In a bonus tournament, 
the registration and tournament game play are immediate 
upon tournament qualification. 
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0067 For example, in a single round synchronized tour 
nament embodiment, the central controller sends the tour 
nament game program to each of the participating gaming 
machines. It should be appreciated that the central controller 
may send the tournament game program at any point prior 
to the start of the tournament. In one embodiment, at a 
certain time period prior to the start of the tournament 
session, the central controller sends a message to display the 
available tournament credits and/or tournament minutes on 
the display device of each gaming machine participating in 
the tournament. The gaming system displays player infor 
mation, such as a name or nickname of the participating 
players on one or more display devices. The gaming system 
begins the tournament and enables the players to play the 
tournament according to the tournament parameters. Upon 
an event during the tournament, each gaming machine sends 
the player's information and scores to the central server. The 
event may be any suitable event, such as an amount of time 
(i.e., every second or every minute) or upon the end of each 
game on that gaming machine. The central server causes the 
display of the player information on one or more display 
devices in the gaming establishment and/or on one or more 
display devices of the participating gaming machines and/or 
on the internet, thus providing up to date/real time ranking 
and scoring information for the tournament. 
0068. Upon completion of the synchronized tournament, 
the central controller determines a rank for each of the 
players according to the configured tournament rules. The 
gaming system awards a prize to the determined winner or 
winners. In one embodiment, a prize ticket is printed off at 
the gaming machine of the winner so that player does not 
have to leave the gaming machine. The gaming system sends 
a message, instruction or a command to each of the partici 
pating gaming machines causing the gaming machines to 
Switch back into non-tournament play mode. 
0069. For example, in a single round self-scheduled 
tournament embodiment, the central controller sends the 
tournament game program to each of the participating 
gaming machines. Upon registration, a player is given a 
certain time period to play the tournament, Such as between 
6:00am and 3:00 pm any time within the next week. During 
this designated time period, the gaming system enables the 
player to play the self-scheduled tournament at any of the 
participating gaming machines. In one embodiment of the 
self-scheduled tournament, only players that are members of 
the player tracking system may play the tournament. 

0070. Upon completion of the entire self-scheduled tour 
nament, the central controller determines a rank for each of 
the players according to the configured tournament rules. 
The gaming system awards a prize to the determined winner 
or winners. 

0071. In one embodiment, the tournament is a self 
scheduled tournament which includes multiple players and 
multiple rounds. That is, each player of the multiple players 
plays the tournament at that player's own pace after quali 
fication for the tournament round. In this example of the 
multi-round self-scheduled tournament, the score of each 
round of the tournament counts towards a final tournament 
score which determines the winner of the tournament. The 
tournament may include any Suitable number of rounds and 
the tournament may be configured using any Suitable 
specifications. 
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0072 For example, the tournament duration is a month 
and during that month, the player may play a limit of 25 
rounds. This limit may be set by the gaming establishment 
in any Suitable manner. The player may play only one round 
a day. The designated time period for the self-scheduled 
tournament is any time of the day upon qualification that 
day. That is, at any point during that day if a player meets 
the qualification criteria for that day, the gaming system 
sends a message to the player that the player is eligible to 
play a tournament round at any time the player wants before 
midnight on that date. This process can be repeated on 25 
different days within the time frame the gaming system 
enables that player to play a round of the tournament. For 
example, to qualify to play a tournament round that day, a 
player must earn a certain number of player tracking points. 
Player tracking points are part of player tracking programs 
that are individually established by gaming establishments. 
Player tracking points may be earned in any suitable manner, 
Such as by an amount wagered, time played, game wins or 
any other suitable method. In this example, to qualify for the 
tournament, the player must earn 100 points that day. Upon 
qualification, any server based gaming machine is operable 
to enable the qualified player to play the tournament. In one 
embodiment, the score of each of these 25 sessions will 
count towards a player's final tournament score. In an 
alternative embodiment, only a set number of the players 
best sessions will count. At the end of the month, the gaming 
system provides the player with the highest final tournament 
score (the sum of each round score) an award or prize. 

0073. In another embodiment, the tournament is a multi 
round combination tournament that includes the following 
two parts: a preliminary self-scheduled rounds and a final 
synchronized round. The first part of the tournament is a 
preliminary self-scheduled tournament that includes mul 
tiple players and multiple rounds. In this example of the 
multi-round combination tournament, the score of one or 
more of the preliminary rounds counts towards a final 
preliminary tournament round score which qualifies a player 
to play in a final synchronized round of the tournament. This 
final synchronized round is played at a certain time on a 
certain day and determines the winner of the multi-round 
combination tournament. That is, instead of each round 
contributing to a final tournament score, the preliminary 
tournament round scores determine qualification to play a 
final synchronized round to determine the tournament win 
ner(s). The tournament may include any Suitable number of 
preliminary rounds and the tournament may be configured 
using any Suitable specifications. Upon qualification, any 
server based gaming machine is operable to enable the 
player to play tournament games for a preliminary round. 
The determined number of preliminary round scores con 
tribute to the player's final preliminary tournament score. 

0074 For example, the designated time period for the 
preliminary self-Scheduled rounds is a week and the pre 
liminary round number limit is five. That is, during one 
week, a player may play the tournament game upon quali 
fication that day. Five rounds count toward a final prelimi 
nary round score. Alternatively, only a select number of the 
player's best scores determine their preliminary score. A 
certain number of players, such as the players with the top 
five final preliminary round scores, qualify to play the final 
synchronized tournament round at 6 pm on the Saturday 
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after the end of the preliminary rounds of the tournament. 
The gaming system determines a winner based on the final 
tournament round scores. 

0075. It should be appreciated that in these multi-round 
embodiments, in different embodiments each score of each 
game and each round does not count towards that players 
final tournament score. For example, in one embodiment, for 
each player, only the top three scores from all of the rounds 
played by that player count towards a final tournament score. 
In another embodiment, only the top three scores count 
towards a final preliminary round score to compete in a final 
tournament round. In one embodiment, it is possible to play 
as few as three different rounds and win the preliminary 
round. A player may also increase their chances of achieving 
a better score by playing more rounds in the gaming estab 
lishment and submitting up to the limit of 20 scores (from 
which the top three will be entered). In one embodiment, the 
players may be one or more rounds on the internet or other 
data network. It should also be appreciated that any suitable 
qualifier or qualifiers may be used to determine qualification 
for the tournament. 

0076. In another example tournament, the tournament is 
an instant synchronized tournament which is conducted at 
random times a certain number of times each day to create 
spontaneous excitement among the players. In one embodi 
ment, any player or particular groups of players (such as 
higher level players) that participate in a player tracking 
System can qualify to be a tournament contestant by meeting 
specific tournament criteria. Alternatively, any player, 
including any players not in a player tracking system, can 
qualify by meeting specific tournament criteria. If a player 
qualifies for the instant synchronized tournament, in one 
embodiment, the player is required to stand-by in the gaming 
establishment to play the tournament. The gaming estab 
lishment notifies the players at the start of the tournament. 
For example, the gaming establishment makes an audio 
announcement, announcing the start of the tournament or 
communicates with the sign manager to inform the players 
of the tournament via different gaming establishment display 
devices or by providing on-screen messaging. At the start 
time of that tournament, the player must be at a designated 
server based gaming machine and be identified to the 
gaming machine, Such as by the insertion of a player 
tracking card. The gaming system initiates the tournament. 
The gaming system determines a winner based on the 
configured game criteria and provides the tournament win 
ner a prize. 

0077. It should be appreciated that the gaming system 
may run an instant tournament on arty number of days and 
any number of times in a day. The time of the instant 
synchronized tournament may be randomly determined, 
predetermined, or based on any suitable tournament infor 
mation, Such as the number of eligible players. The time may 
also be based on the gaming establishment's data trends, 
Such as having a tournament when the gaming establishment 
is known to have a “low traffic’ time, such as Tuesday 
mornings. 

0078. In another embodiment, the tournament is a multi 
round self-scheduled tournament, where upon qualification 
and registration, the gaming system informs the players of 
the number of rounds of the tournament and dates and times 
for each round. Qualified players can play their rounds at 
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leisure within configured times. For example, a self-Sched 
uled tournament first round is between 9 am and 12 pm on 
Saturday, the second round is between 1 pm and 3 pm on 
Saturday and the third round is between 4 pm and 6 pm on 
Saturday. In this self-scheduled tournament mode, the gam 
ing system enables the player to play games in non-tourna 
ment mode at a gaming machine, make an input to play the 
tournament at that same gaming machine, to play the tour 
nament at that same gaming machine and then Switch back 
to non-tournament mode and continue playing regular, non 
tournament games at that same gaming machine. This setup 
facilitates the player's privacy to play their tournament and 
removes some of the hoopla and announcing that certain 
players do not enjoy during current tournaments. 

0079. In another example, the tournaments can take other 
forms, such as an on-demand tournament, a player challenge 
tournament, a bonus tournament, or a delayed bonus tour 
nament. 

0080. It should be appreciated that all of the gaming 
machines should be operable to work with the player track 
ing system to have the capacity to automatically maintain 
contest scores and display standings after player identifica 
tion at the gaming machine, such as by a player card entry, 
entry of an identification number or any other means. 
Additionally, the gaming machines must have the ability to 
Switch into the tournament mode as required by the tourna 
ment or by the player. 

0081. In certain tournaments with a number of sessions, 
players often perceive that if they have a bad first round, they 
have no chance of actually winning the tournament. Thus, 
the player may give up on the tournament and terminate 
further tournament play. 
0082 The gaming system in various embodiments imple 
ments a turbo mode or bonus mode for any Suitable reason 
or upon any Suitable triggering event. For example, one or 
more turbo modes may be available to a player for a minute 
when that player ranks in the last five of the tournament. In 
one embodiment, the turbo modes are triggered upon a game 
event, such as a symbol combination. In another embodi 
ment, turbo modes are randomly awarded to players during 
the tournament. It should be appreciated that one or more 
turbo awards may be awarded to the same player at the same 
time. In one embodiment, the gaming system implements a 
turbo mode based on a suitable math model that is favored 
to help a player make up ground if they are trailing and keep 
the tournament more interesting for all players. Various 
embodiments of a turbo mode include: extra symbol wilds, 
locked expanding wilds, scatter pays or extra scatter pays, 
random multipliers, higher paytables, extra points, addi 
tional winning combinations, faster play, auto play, extra 
paylines or extra ways, extra reels, or any other desired 
features. 

0083. Accordingly, by storing a plurality of different 
game programs and selecting, on demand, one or more game 
programs to be executed, the gaming system disclosed 
herein enables multiple types of different games to be played 
on a same gaming machine, enabling non-tournament and 
tournament game play. 

0084. Additional features and advantages are described 
in, and will be apparent from, the following Detailed 
Description and the figures. 
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BRIEF DESCRIPTION OF THE FIGURES 

0085 FIG. 1 is a schematic diagram of the central con 
troller in communication with a plurality of gaming 
machines in accordance with one embodiment disclosed 
herein. 

0.086 FIGS. 2A and 2B are perspective views of alter 
native embodiments of the gaming machine of the gaming 
system disclosed herein. 
0087 FIG. 3 is a schematic block diagram of an elec 
tronic configuration of one embodiment of the gaming 
machine of the gaming system disclosed herein. 
0088 FIG. 4 is a screen shot of certain tournament 
parameters that are customizable for a tournament via a pull 
down menu in accordance with one embodiment disclosed 
herein. 

0089 FIG. 5 is a screen shot of certain parameters of 
certain tournament parameters that are customizable for a 
tournament in accordance with one embodiment disclosed 
herein. 

0090 FIG. 6 is a flow chart of one method of one 
embodiment of tournament configuration. 
0.091 FIG. 7 is a table of possible elements to be con 
sidered in player qualification for the tournament. 
0092 FIG. 8 is a flow chart of the method of one 
embodiment disclosed herein, illustrating that the gaming 
system enables a gaming establishment employee to register 
a player for the tournament. 
0093 FIG. 9 is a flow chart of the method of one 
embodiment disclosed herein, illustrating the gaming system 
enabling player self-registration for the tournament. 
0094 FIG. 10 is front perspective view of an alternative 
embodiment of a gaming machine of the gaming system 
disclosed herein enabling player self-registration for the 
tOurnament. 

0.095 FIG. 11 is a flow chart illustrating one method of 
synchronized tournament game play. 
0096 FIG. 12 is an enlarged view of one embodiment of 
a display device of a gaming machine upon a players 
invitation to play one of the embodiments of a multi-round 
synchronized tournament. 
0097 FIG. 13 is an enlarged view of one embodiment of 
a display device of a gaming machine upon a players 
invitation to play one of the embodiments of a multi-round 
synchronized tournament. 
0.098 FIGS. 14A, 14B, 14C and 14D are perspective 
views of one embodiment of an instant synchronized tour 
nament. 

0099 FIG. 15 is a flow chart of one method of one 
embodiment disclosed herein, illustrating the assignment of 
gaming machines for a tournament. 
0100 FIGS. 16A, 16B, 16C, 16D and 16E is a flow chart 
of one method of one embodiment of a tournament disclosed 
herein. 

0101 FIG. 17 is a flow chart of one method of one 
embodiment disclosed herein, illustrating one method of an 
automatic tournament. 
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0102 FIG. 18 is a flow chart of one method of one 
embodiment disclosed herein, illustrating one method of a 
self-scheduled tournament. 

0103 FIGS. 19A and 19B are enlarged views of one 
embodiment of a display device of a gaming machine 
displaying to the player the beginning and end of a Sub 
tOurnament. 

0104 FIGS. 20A and 20B are enlarged views of one 
embodiment of a display device of a gaming machine 
displaying to the player the beginning and end of a Sub 
tOurnament. 

0105 FIG. 21 is a flow chart illustrating one embodiment 
of increasing a probability of generating a designated sym 
bol combination associated with a maximum award. 

0106 FIGS. 22A, 22B, 22C and 22D are charts illustrat 
ing the probabilities associated with the generation of sym 
bol combinations changing at different times in a tourna 
ment. 

0107 FIG. 23 is a flow chart illustrating one embodiment 
of a tournament that includes providing the determined 
tournament jackpot award from an outcome pool upon an 
occurrence of a triggering event and randomly determining 
other tournament awards. 

DETAILED DESCRIPTION 

0108. The present disclosure relates in general to a gam 
ing system including a central controller and a plurality of 
different gaming machines. Each of the gaming machines is 
operable with the central controller to provide a tournament 
game to the player in addition to one or more non-tourna 
ment games to the player. 
0109 The central controller either stores a plurality of 
different commands or instructions, such as game programs, 
and causes the execution of these commands on display 
devices of the gaming machines or sends one or more 
commands to each gaming machine and the individual 
gaming machines execute the received commands. It should 
be appreciated that the gaming system may include any 
Suitable combinations of communication and game control 
between the central controller and the individual gaming 
machines to execute tournament game play and non-tour 
nament game play. 
0110. In one embodiment, the computerized instructions 
for controlling the game or games are executed by a central 
server, central controller or remote host. In such a “thin 
client' embodiment, the central server remotely controls the 
games (or other suitable interfaces) and the gaming device 
is utilized to display Such games (or Suitable interfaces) and 
receive one or more inputs or commands from a player. In 
another embodiment, the computerized instructions for con 
trolling the games are communicated from the central server, 
central controller or remote host to a gaming device local 
processor and memory devices. In Such a “thick client’ 
embodiment, the gaming device local processor executes the 
communicated computerized instructions to control any 
games (or other Suitable interfaces) provided to a player. 
0111. In one embodiment, one or more gaming devices in 
a gaming system may be thin client gaming devices and one 
or more gaming devices in the gaming system may be thick 
client gaming devices. In another embodiment, certain func 
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tions or games of the gaming device are implemented in a 
thin client environment and certain other functions or games 
of the gaming device are implemented in a thick client 
environment. In one such embodiment, computerized 
instructions for controlling any primary games are commu 
nicated from the central server to the gaming device in a 
thick client configuration and computerized instructions for 
controlling any secondary games, tournament games and/or 
bonus functions are executed by a central server in a thin 
client configuration. 

0112 Referring to FIG. 1, in one embodiment a plurality 
of gaming machines or gaming machines 14a. 14b . . . 14z 
are in communication with or linked to a central server or 
processor 12 to form a gaming system 10. In this embodi 
ment, the game program to be executed by one, more or each 
of the gaming machines is selected by the central server and 
communicated to the appropriate gaming machine. The 
number of gaming machines in the gaming system can vary 
as desired by the implementer of the gaming system. These 
gaming machines are referred to herein alternatively as the 
group of gaming machines, the gaming machines, the linked 
gaming machines or the system gaming machines. The play 
of each of the gaming machines 14a. 14b . . . 14z in the 
group is determined, at least in part, by the central server 12. 

0113. The central server or controller may be any suitable 
server or computing device which includes a processor and 
a memory or storage device. In alternative embodiments, the 
central server is a progressive controller or another gaming 
machine in the gaming system. In one embodiment, the 
memory device stores different game programs and instruc 
tions, executable by a gaming machine processor, to control 
the gaming machine. Each executable game program rep 
resents a different type game which may be played on one, 
more or each of the gaming machines in the gaming system. 
Such different games may include the same or Substantially 
the same game play with different paytables. The game 
programs include one or more tournament games that are 
playable on a plurality of the gaming machines each play 
able by a single player. In different embodiments, the 
executable game program is for a primary game, a secondary 
game or both, in addition to the one or more tournament 
games. In another embodiment, the game program may be 
executable as a secondary game to be played simultaneously 
with the play of a primary game which may be downloaded 
from the central server to the gaming machine or fixed on the 
gaming machine or vice versa. 

0114. The memory device also stores other data such as 
image data, event data, player input data, random or pseudo 
random number generators, pay-table data or information 
and applicable game rules that relate to the play of the 
gaming machine. In one embodiment, the memory device 
includes random access memory (RAM). In one embodi 
ment, the memory device includes read only memory 
(ROM). In one embodiment, the memory device includes 
flash memory and/or EEPROM (electrically erasable pro 
grammable read only memory). Any other Suitable mag 
netic, optical and/or semiconductor memory may operate in 
conjunction with the gaming system disclosed herein. 

0.115. In one embodiment, a gaming machine processor 
of each gaming machine may be designed to facilitate 
transmission of signals between the individual gaming 
machine and the central server or controller. In one embodi 
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ment, the data network is a local area network (LAN), in 
which one, more or each of the gaming machines are 
Substantially proximate to each other and an on-site central 
server or controller as in, for example, a gaming establish 
ment or a portion of a gaming establishment. In another 
embodiment, the data network is a wide area network 
(WAN) in which one, more or each of the gaming machines 
are in communication with at least one off-site central server 
or controller. In this embodiment, the plurality of gaming 
machines may be located in a different part of the gaming 
establishment or within a different gaming establishment 
than the off-site central server or controller. Thus, the WAN 
may include an off-site central server or controller and an 
off-site gaming machine located within gaming establish 
ments in the same geographic area, such as a city or state. 
The WAN gaming system may be substantially identical to 
the LAN gaming system described above, although the 
number of gaming machines in each system may vary 
relative to each other. 

0116. In another embodiment, the data network is an 
internet or intranet. In this embodiment, the operation of 
each gaming machine can be viewed at that gaming machine 
with at least one internet browser. In this embodiment, 
operation of each gaming machine and accumulation of 
credits may be accomplished with only a connection to the 
central server or controller (the internet/intranet server), 
through a conventional phone or other data transmission 
line, digital subscriber line (DSL). T-1 line, coaxial cable, 
fiber optic cable, or other suitable connection. In this 
embodiment, players may access an internet game page from 
any location where an internet connection and computer, or 
other internet facilitator are available. The expansion in the 
number of computers and number and speed of internet 
connections in recent years increases opportunities for play 
ers to play from an ever-increasing number of remote sites. 
It should be appreciated that enhanced bandwidth of digital 
wireless communications may render Such technology Suit 
able for some or all communications, particularly if Such 
communications are encrypted. Higher data transmission 
speeds may be useful for enhancing the Sophistication and 
response of the display and interaction with the player. 

0117 Two alternative embodiments of the gaming 
machines of the gaming system are illustrated in FIGS. 2A 
and 2B as gaming machine 14a and gaming machine 14b, 
respectively. Gaming machine 14a and/or gaming machine 
14b are generally referred to herein as gaming machine 14. 

0118. In one embodiment, as illustrated in FIGS. 2A and 
2B, each gaming machine in the gaming system has a 
Support structure, housing or cabinet which provides Support 
for a plurality of displays, inputs, controls and other features 
of a conventional gaming machine. It is configured so that 
a player can operate it while standing or sitting. Each 
gaming machine may be positioned on a base or stand or can 
be configured as a pub-style table-top game (not shown) 
which a player can operate preferably while sitting. As 
illustrated by the different configurations shown in FIGS. 2A 
and 2B, the gaming machine may have varying cabinet and 
display configurations. 

0119). In one embodiment, as illustrated in FIG. 3, each 
gaming machine in the gaming system at least includes at 
least one gaming machine processor 60. Such as a micro 
processor, a microcontroller-based platform, a suitable inte 

Mar. 20, 2008 

grated circuit or one or more application-specific integrated 
circuits (ASICs). In one embodiment, the gaming machine 
processor is in communication with or operable to access or 
to exchange signals with at least one local data storage or 
local memory device 62. In one embodiment, the gaming 
machine processor and the local memory device reside 
within the cabinet of the gaming machine. 

0.120. In one embodiment, the local memory device 
stores, at least in part, program code and instructions, 
executable by the gaming machine processor, to control the 
gaming machine. The local memory device may also store, 
at least in part, other data Such as image data, event data, 
player input data, random or pseudo-random number gen 
erators, pay-table data or information and applicable game 
rules that relate to the play of the gaming machine. In one 
embodiment, the local memory device includes random 
access memory (RAM). In one embodiment, the local 
memory device includes read only memory (ROM). In one 
embodiment, the local memory device includes flash 
memory and/or EEPROM (electrically erasable program 
mable read only memory). 

0.121. In one embodiment, part or all of the program code 
and/or operating data described above can be stored in a 
detachable or removable memory device, including, but not 
limited to, a suitable cartridge, disk or CD ROM. A player 
can use such a removable memory device in a desktop, a 
laptop personal computer, a personal digital assistant (PDA) 
or other computerized platform. The processor and memory 
device may be collectively referred to herein as a “com 
puter or “controller.” In one embodiment, the gaming 
device or gaming machine disclosed herein is operable over 
a wireless network, such as part of a wireless gaming 
system. In this embodiment, the gaming machine may be a 
hand held device, a mobile device or any other suitable 
wireless device that enables a player to play any Suitable 
game at a variety of different locations. It should be appre 
ciated that a gaming device or gaming machine as disclosed 
herein may be a device that has obtained approval from a 
regulatory gaming commission or a device that has not 
obtained approval from a regulatory gaming commission. 

0122) In one embodiment, as illustrated in FIG. 2A, the 
gaming machines of the gaming system each include one or 
more display devices controlled by the gaming machine 
processor and/or the central server. The display devices are 
preferably connected to or mounted to the cabinet of the 
gaming machine. The embodiment shown in FIG. 2A 
includes a central display device 16 which displays a pri 
mary game. This display device may also display any 
secondary game associated with the primary game as well as 
information relating to the primary or secondary game. The 
alternative embodiment shown in FIG. 2B includes a central 
display device 16 and an upper display device 18. The upper 
display device may display the primary game, any Suitable 
secondary game associated with the primary game and/or 
information relating to the primary or secondary game. In 
another embodiment, at least one display device may be a 
mobile display device, such as a PDA or tablet PC, that 
enables play of at least a portion of the primary or secondary 
game at a location remote from the gaming machine. As seen 
in FIGS. 2A and 2B, in one embodiment, the gaming 
machine includes a credit display 20 which displays a 
player's current number of credits, cash, account balance or 
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the equivalent. In one embodiment, gaming machine 
includes a bet display 22 which displays a player's amount 
wagered. 
0123. The display devices may include, without limita 
tion, a monitor, a television display, a plasma display, a 
liquid crystal display (LCD) a display based on light emit 
ting diodes (LED), a display based on a plurality of organic 
light-emitting diodes (OLEDs) or any other suitable elec 
tronic device or display mechanism. In one embodiment, as 
described in more detail below, the display device includes 
a touch-screen with an associated touch-screen controller. 
The display devices may be of any suitable configuration, 
such as a square, rectangle, elongated rectangle. In another 
embodiment, one or more display device may be a movable 
display which includes information, such as information 
about all the game programs which may be played. In one 
embodiment, the movable display includes two rollers and a 
belt which frictionally engages the rollers. The information 
regarding the different available games are on different 
sections of the belt, wherein the belt is configured such that 
each of such sections may be displayed sequentially to a 
player. In this embodiment, each section corresponds to a 
different game which may be played at the gaming machine. 
Adrive roller which is powered by a suitable motor coupled 
to the drive roller, rotates the belt in a clockwise, counter 
clockwise or any suitable combination of directions. The 
processor in the gaming machine (or the central controller) 
controls the drive roller and causes the drive roller to move 
to sequentially display one or more sections and thus display 
information regarding one or more games played. It should 
be appreciated that any suitable display device may be 
employed to display such information to a player. 
0.124. In one embodiment, the gaming machine utilizes 
one or more of the display devices to display information to 
the player regarding which game program is selected. 
0125. In one embodiment, the gaming machine utilizes 
one or more display devices to display information to the 
player regarding which game program is selected. That is, 
each game program is associated with certain information, 
such as which game program is being played, the applicable 
pay table for the game being played, the instructions of how 
the game is played or any other suitable information. In this 
embodiment, the information associated with the selected 
game program is displayed to the player. For example, the 
gaming machine may utilize at least one movable display to 
indicate information regarding which game program is 
selected. It should be appreciated that any other suitable 
information, such as any other available game program(s). 
the paytables applicable for other game program(s), the 
instructions of how the other game(s) are played or infor 
mation relating to any primary game or any secondary 
games, may also be displayed to the player using one or 
more display devices. 
0126) The display devices of the gaming machines of the 
gaming system are configured to display at least one and 
preferably a plurality of game or other suitable images, 
symbols and indicia such as any visual representation or 
exhibition of the movement of objects such as mechanical or 
video reels and wheels, dynamic lighting, video images, 
images of people, characters, places, things and faces of 
cards, tournament advertisements and the like. 
0127. In other embodiments, the symbols, images and 
indicia displayed on or of the display device may be in 
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mechanical form. That is, the display device may include 
any electromechanical device, such as one or more mechani 
cal objects, such as one or more rotatable wheels, reels or 
dice, configured to display at least one and preferably a 
plurality of game or other suitable images, symbols or 
indicia. 

0128. As illustrated in FIG. 3, in one embodiment, the 
gaming machines of the gaming system each include at least 
one payment acceptor 24 in communication with the gaming 
machine processor. As seen in FIGS. 2A and 2B, the 
payment acceptor may include a coin slot 26 and a payment, 
note or bill acceptor 28, where the player inserts money, 
coins or tokens. The player can place coins in the coin slot 
or paper money, ticket or voucher into the payment, note or 
bill acceptor. In other embodiments, devices such as readers 
or validators for credit cards, debit cards or credit slips may 
accept payment. In one embodiment, a player may insert an 
identification card into a card reader of the gaming machine. 
In one embodiment, the identification card is a smart card 
having a programmed microchip or a magnetic strip coded 
with a player's identification, credit totals and other relevant 
information. In another embodiment, a player may carry a 
portable device, such as a cell phone, a radio frequency 
identification tag or any other suitable wireless device. 
which communicates a player's identification, credit totals 
(or related data) and other relevant information to the 
gaming device. In one embodiment, money may be trans 
ferred to a gaming machine through electronic funds trans 
fer. When a player funds the gaming machine, the gaming 
machine processor determines the amount of funds entered 
and displays the corresponding amount on the credit or other 
suitable display as described above. 
0129. As seen in FIGS. 2A, 2B and 3, in one embodiment 
the gaming machines of the gaming system each include at 
least one and preferably a plurality of input devices 30 in 
communication with the gaming machine processor and/or 
the central server. The input devices can include any suitable 
device which enables the player to produce an input signal 
which is read by the gaming machine processor. In one 
embodiment, after appropriate funding of the gaming 
machine, the input device is a game activation device. Such 
as a pull arm 32 or a play button 34 which is used by the 
player to start any primary game or sequence of events in the 
gaming machine. The play button can be any suitable play 
activator such as a bet one button, a max bet button or a 
repeat the bet button. In one embodiment, upon appropriate 
funding, the gaming machine begins the game play auto 
matically. In another embodiment, upon the player engaging 
one of the play buttons, the gaming machine automatically 
activates game play. 
0130. In one embodiment, as shown in FIGS. 2A and 2B, 
one input device is a bet one button 36. The player places a 
bet by pushing the bet one button. The player can increase 
the bet by one credit each time the player pushes the bet one 
button. When the player pushes the bet one button, the 
number of credits shown in the credit display preferably 
decreases by one, and the number of credits shown in the bet 
display preferably increases by one. In another embodiment, 
one input device is a bet max button (not shown) which 
enables the player to bet the maximum wager permitted for 
a game of the gaming machine. 
0131). In one embodiment, one input device is a cash out 
button38. The player may push the cash out button and cash 
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out to receive a cash payment or other suitable form of 
payment corresponding to the number of remaining credits. 
In one embodiment, when the player cashes out, the player 
receives the coins or tokens in a coin payout tray 40. In one 
embodiment, when the player cashes out, the player may 
receive other payout mechanisms such as tickets or credit 
slips redeemable by a cashier or funding to the players 
electronically recordable identification card. 

0132) In one embodiment, as mentioned above and seen 
in FIG. 3, one input device is a touch-screen 42 coupled with 
a touch-screen controller 44, or some other touch-sensitive 
display overlay to enable player interaction with the images 
on the display. The touch-screen and the touch-screen con 
troller are connected to a video controller 46. A player can 
make decisions and input signals into the gaming machine 
by touching the touch-screen at the appropriate places. One 
Such input device is a touch-screen button panel. 
0133. The gaming machines of the gaming system may 
each further include a plurality of communication ports for 
enabling communication of the gaming machine processor 
with external peripherals, such as external video sources, 
expansion buses, game or other displays, an SCSI port or a 
key pad. In one embodiment, the player can use a keyboard 
at the gaming machine, or any other Suitable input device, to 
input commands or instructions and personal data to enter 
the tournament. 

0134. In one embodiment, as seen in FIG. 3, the gaming 
machines of the gaming system each include a Sound 
generating device controlled by one or more sounds cards 48 
which function in conjunction with the gaming machine 
processor. In one embodiment, the Sound generating device 
includes at least one and preferably a plurality of speakers 50 
or other Sound generating hardware and/or software for 
generating Sounds, such as playing music for the primary 
and/or secondary game or for other modes of the gaming 
machine, Such as an attract mode. In one embodiment, the 
gaming machine provides dynamic Sounds coupled with 
attractive multimedia images displayed on one or more of 
the display devices to provide an audio-visual representation 
or to otherwise display full-motion video with sound to 
attract players to the gaming machine. During idle periods, 
the gaming machine may display a sequence of audio and/or 
visual attraction messages to attract potential players to the 
gaming machine. The videos may also be customized for or 
to provide any appropriate information. 

0135) In one embodiment, the gaming machines of the 
gaming system each include a sensor, Such as a camera, in 
communication with the gaming machine processor (and 
possibly controlled by the gaming machine processor) that is 
selectively positioned to acquire an image of a player 
actively using the gaming machine and/or the Surrounding 
area of the gaming machine. In one embodiment, the camera 
may be configured to selectively acquire still or moving 
(e.g., video) images and may be configured to acquire the 
images in either an analog, digital or other Suitable format. 
The display devices may be configured to display the image 
acquired by the camera as well as display the visible 
manifestation of the game in split screen or picture-in 
picture fashion. For example, the camera may acquire an 
image of the player and the gaming machine processor may 
incorporate that image into the primary and/or secondary 
game as a game image, symbol or indicia. 
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0.136. In one embodiment, the gaming machines of the 
gaming system can each incorporate any suitable primary or 
secondary game in addition to any tournament game. The 
gaming machine or device may include some or all of the 
features of conventional gaming machines or devices. The 
primary, game, the tournament game and/or the secondary 
game may comprise any suitable reel-type game, card game, 
cascading or falling symbol game, number game or other 
game of chance Susceptible to representation in an electronic 
or electromechanical form which produces a random out 
come based on probability data upon activation from a 
wager. That is, different games, such as video poker games, 
Video blackjack games, video Keno, video bingo or any 
other Suitable primary or secondary game may be imple 
mented. 

0.137 In one embodiment, as illustrated in FIGS. 2A and 
2B, an executable game program communicated to the 
gaming machine is a slot game with one or more paylines 52. 
The paylines may be horizontal, Vertical, circular, diagonal, 
angled or any combination thereof. In this embodiment, the 
gaming device includes at least one and preferably a plu 
rality of reels 54, such as three to five reels 54, in either 
electromechanical form with mechanical rotating reels or 
video form with simulated reels and movement thereof. In 
one embodiment, an electromechanical slot machine 
includes a plurality of adjacent, rotatable reels which may be 
combined and operably coupled with an electronic display 
of any suitable type. In another embodiment, if the reels 54 
are in video form, one or more of the display devices, as 
described above, display the plurality of simulated video 
reels 54. Each reel 54 displays a plurality of indicia or 
symbols, such as bells, hearts, fruits, numbers, letters, bars 
or other images which preferably correspond to a theme 
associated with the gaming device. In another embodiment, 
one or more of the reels are independent reels or unisymbol 
reels. In this embodiment, each independent or unisymbol 
reel generates and displays one symbol to the player for the 
play of the game. In one embodiment, the gaming device 
awards prizes after the reels of the primary game stop 
spinning if specified types and/or configurations of indicia or 
symbols occur on an active payline or otherwise occur in a 
winning pattern, occur on the requisite number of adjacent 
reels and/or occur in a scatter pay arrangement. 
0.138. In an alternative embodiment, rather than deter 
mining any outcome to provide to the player by analyzing 
the symbols generated on any wagered upon paylines as 
described above, the gaming machine determines any out 
come to provide to the player based on the number of 
associated symbols which are generated in active symbol 
positions on the requisite number of adjacent reels (i.e., not 
on paylines passing through any displayed winning symbol 
combinations). In this embodiment, if a winning symbol 
combination is generated on the reels, the gaming machine 
provides the player one award for that occurrence of the 
generated winning symbol combination. For example, if one 
winning symbol combination is generated on the reels, the 
gaming machine will provide a single award to the player for 
that winning symbol combination (i.e., not based on pay 
lines that would have passed through that winning symbol 
combination). It should be appreciated that because a gam 
ing machine with wagering on ways to win provides the 
player one award for a single occurrence of a winning 
symbol combination and a gaming machine with paylines 
may provide the player more than one award for the same 
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occurrence of a single winning symbol combination (i.e., if 
a plurality of paylines each pass through the same winning 
symbol combination), it is possible to provide a player at a 
ways to win gaming machine more ways to win for an 
equivalent bet or wager on a traditional slot gaming machine 
with paylines. 
0.139. In one embodiment, the total number of ways to 
win is determined by multiplying the number of symbols 
generated in active symbol positions on a first reel by the 
number of symbols generated in active symbol positions on 
a second reel by the number of symbols generated in active 
symbol positions on a third reel and so on for each reel of 
the gaming machine with at least one symbol generated in an 
active symbol position. For example, a three reel gaming 
machine with three symbols generated in active symbol 
positions on each reel includes 27 ways to win (i.e., 3 
symbols on the first reelx3 symbols on the second reelx3 
symbols on the third reel). A four reel gaming machine with 
three symbols generated in active symbol positions on each 
reel includes 81 ways to win (i.e., 3 symbols on the first 
reelx3 symbols on the second reelx3 symbols on the third 
reelx3 symbols on the fourth reel). A five reel gaming 
machine with three symbols generated in active symbol 
positions on each reel includes 243 ways to win (i.e., 3 
symbols on the first reelx3 symbols on the second reelx3 
symbols on the third reelx3 symbols on the fourth reelx3 
symbols on the fifth reel). It should be appreciated that 
modifying the number of generated symbols by either modi 
fying the number of reels or modifying the number of 
symbols generated in active symbol positions by one or 
more of the reels, modifies the number of ways to win. 
0140. In another embodiment, the gaming machine 
enables a player to wager on and thus activate symbol 
positions. In one Such embodiment, the symbol positions are 
on the reels. In this embodiment, if based on the players 
wager, a reel is activated, then each of the symbol positions 
of that reel will be activated and each of the active symbol 
positions will be part of one or more of the ways to win. In 
one embodiment, if based on the players wager, a reel is not 
activated, then a designated number of default symbol 
positions, such as a single symbol position of the middle row 
of the reel, will be activated and the default symbol posi 
tion(s) will be part of one or more of the ways to win. This 
type of gaming machine enables a player to wager on one, 
more or each of the reels and the processor of the gaming 
machine uses the number of wagered on reels to determine 
the active symbol positions and the number of possible ways 
to win. In alternative embodiments, (1) no symbols are 
displayed as generated at any of the inactive symbol posi 
tions, or (2) any symbols generated at any inactive symbol 
positions may be displayed to the player but suitably shaded 
or otherwise designated as inactive. 
0141. In one embodiment wherein a player wagers on one 
or more reels, a players wager of one credit may activate 
each of the three symbol positions on a first reel, wherein 
one default symbol position is activated on each of the 
remaining four reels. In this example, as described above, 
the gaming machine provides the player three ways to win 
(i.e., 3 symbols on the first reelx1 symbol on the second 
reelx1 symbol on the third reelx1 symbol on the fourth 
reelx1 symbol on the fifth reel). In another example, a 
player's wager of nine credits may activate each of the three 
symbol positions on a first reel, each of the three symbol 

Mar. 20, 2008 

positions on a second reel and each of the three symbol 
positions on a third reel wherein one default symbol position 
is activated on each of the remaining two reels. In this 
example, as described above, the gaming machine provides 
the player twenty-seven ways to win (i.e., 3 symbols on the 
first reelx3 symbols on the second reelx3 symbols on the 
third reelx1 symbol on the fourth reelx1 symbol on the fifth 
reel). 
0142. In one embodiment, to determine any award(s) to 
provide to the player based on the generated symbols, the 
gaming machine individually determines if a symbol gen 
erated in an active symbol position on a first reel forms part 
of a winning symbol combination with or is otherwise 
Suitably related to a symbol generated in an active symbol 
position on a second reel. In this embodiment, the gaming 
machine classifies each pair of symbols which form part of 
a winning symbol combination (i.e., each pair of related 
symbols) as a string of related symbols. For example, if 
active symbol positions include a first cherry symbol gen 
erated in the top row of a first reel and a second cherry 
symbol generated in the bottom row of a second reel, the 
gaming machine classifies the two cherry symbols as a string 
of related symbols because the two cherry symbols form part 
of a winning symbol combination. 
0.143. After determining if any strings of related symbols 
are formed between the symbols on the first reel and the 
symbols on the second reel, the gaming machine determines 
if any of the symbols from the next adjacent reel should be 
added to any of the formed strings of related symbols. In this 
embodiment, for a first of the classified strings of related 
symbols, the gaming machine determines if any of the 
symbols generated by the next adjacent reel form part of a 
winning symbol combination or are otherwise related to the 
symbols of the first string of related symbols. If the gaming 
machine determines that a symbol generated on the next 
adjacent reel is related to the symbols of the first string of 
related symbols, that symbol is subsequently added to the 
first string of related symbols. For example, if the first string 
of related symbols is the string of related cherry symbols and 
a related cherry symbol is generated in the middle row of the 
third reel, the gaming machine adds the related cherry 
symbol generated on the third reel to the previously classi 
fied string of cherry symbols. 

0.144 On the other hand, if the gaming machine deter 
mines that no symbols generated on the next adjacent reel 
are related to the symbols of the first string of related 
symbols, the gaming machine marks or flags Such string of 
related symbols as complete. For example, if the first string 
of related symbols is the string of related cherry symbols and 
none of the symbols of the third reel are related to the cherry 
symbols of the previously classified string of cherry sym 
bols, the gaming machine marks or flags the String of cherry 
symbols as complete. 

0.145) After either adding a related symbol to the first 
string of related symbols or marking the first string of related 
symbols as complete, the gaming machine proceeds as 
described above for each of the remaining classified Strings 
of related symbols which were previously classified or 
formed from related symbols on the first and second reels. 
0146). After analyzing each of the remaining strings of 
related symbols, the gaming machine determines, for each 
remaining pending or incomplete string of related symbols, 
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if any of the symbols from the next adjacent reel, if any, 
should be added to any of the previously classified strings of 
related symbols. This process continues until either each 
string of related symbols is complete or there are no more 
adjacent reels of symbols to analyze. In this embodiment, 
where there are no more adjacent reels of symbols to 
analyze, the gaming machine marks each of the remaining 
pending strings of related symbols as complete. 

0147 When each of the strings of related symbols is 
marked complete, the gaming machine compares each of the 
strings of related symbols to an appropriate paytable and 
provides the player any award associated with each of the 
completed Strings of symbols. It should be appreciated that 
the player is provided one award, if any, for each string of 
related symbols generated in active symbol positions (i.e., as 
opposed to being based on how many paylines that would 
have passed through each of the strings of related symbols 
in active symbol positions). 

0.148. In one embodiment, an executable game program 
communicated to the gaming machine may be for a poker 
game wherein the gaming machine enables the player to 
play a conventional game of video draw poker and initially 
deals five cards all face up from a virtual deck of fifty-two 
card deck. Cards may be dealt as in a traditional game of 
cards or in the case of the gaming machine, may also include 
that the cards are randomly selected from a predetermined 
number of cards. If the player wishes to draw, the player 
selects the cards to hold via one or more input device, such 
as pressing related hold buttons or via the touch screen. The 
player then presses the deal button and the unwanted or 
discarded cards are removed from the display and the 
gaming machine deals the replacement cards from the 
remaining cards in the deck. This results in a final five-card 
hand. The gaming machine compares the final five-card 
hand to a payout table which utilizes conventional poker 
hand rankings to determine the winning hands. The gaming 
machine provides the player with an award based on a 
winning hand and the credits the player wagered. 

0149. In another embodiment, an executable game pro 
gram communicated to the gaming machine may be for a 
multi-hand version of video poker. In this embodiment, the 
gaming machine deals the player at least two hands of cards. 
In one such embodiment, the cards are the same cards. In 
one embodiment each hand of cards is associated with its 
own deck of cards. The player chooses the cards to hold in 
a primary hand. The held cards in the primary hand are also 
held in the other hands of cards. The remaining non-held 
cards are removed from each hand displayed and for each 
hand replacement cards are randomly dealt into that hand. 
Since the replacement cards are randomly dealt indepen 
dently for each hand, the replacement cards for each hand 
will usually be different. The poker hand rankings are then 
determined hand by hand and awards are provided to the 
player. 

0150. In another embodiment, an executable game pro 
gram communicated to the gaming machine may be for a 
keno game wherein the gaming machine displays a plurality 
of selectable indicia or numbers on at least one of the display 
devices. In this embodiment, the player selects at least one 
or a plurality of the selectable indicia or numbers via an 
input device Such as the touch screen. The gaming machine 
then displays a series of drawn numbers to determine an 

Mar. 20, 2008 

amount of matches, if any, between the player's selected 
numbers and the gaming machine’s drawn numbers. The 
player is provided an award based on the amount of matches, 
if any, based on the amount of determined matches. 

0151. In another embodiment, in addition to winning 
credits or other awards in a base or primary game, an 
executable game program communicated to the gaming 
machine may be for the opportunity to win credits in a bonus 
or secondary game or bonus or secondary round. The bonus 
or secondary game enables the player to obtain a prize or 
payout in addition to the prize or payout, if any, obtained 
from the base or primary game. In general, a bonus or 
secondary game produces a significantly higher level of 
player excitement than the base or primary game because it 
provides a greater expectation of winning than the base or 
primary game and is accompanied with more attractive or 
unusual features than the base or primary game. 

0152. In one embodiment, the bonus or secondary game 
may be any type of Suitable game, either similar to or 
completely different from a base or primary game or the 
tournament game(s). In one embodiment, the gaming 
machine includes a program which will automatically begin 
a bonus round after the player has achieved a triggering 
event or qualifying condition in the base or primary game. 
In one embodiment, the triggering event or qualifying con 
dition may be a selected outcome in the primary game or a 
particular arrangement of one or more indicia on a display 
device in the primary game, such as the number seven 
appearing on three adjacent reels along a payline in the 
primary slot game embodiment seen in FIGS. 1A and 1B. In 
other embodiments, the triggering event or qualifying con 
dition may be by exceeding a certain amount of game play 
(such as number of games, number of credits, amount of 
time), or reaching a specified number of points earned 
during game play. 

0153. In another embodiment, the gaming device proces 
sor or central server randomly provides the player one or 
more plays of one or more secondary games. In one such 
embodiment, the gaming device does not provide any appar 
ent reasons to the player for qualifying to play a secondary 
or bonus game. In this embodiment, qualifying for a bonus 
game is not triggered by an event in or based specifically on 
any of the plays of any primary game. That is, the gaming 
device may simply qualify a player to play a secondary game 
without any explanation or alternatively with simple expla 
nations. In another embodiment, the gaming device (or 
central server) qualifies a player for a secondary game at 
least partially based on a game triggered or symbol triggered 
event, such as at least partially based on the play of a 
primary game. 

0154) In one embodiment, the gaming device includes a 
program which will automatically begin a bonus round after 
the player has achieved a triggering event or qualifying 
condition in the base or primary game. In another embodi 
ment, after a player has qualified for a bonus game, the 
player may subsequently enhance his/her bonus game par 
ticipation through continued play on the base or primary 
game. Thus, for each bonus qualifying event, Such as a 
bonus symbol, that the player obtains, a given number of 
bonus game wagering points or credits may be accumulated 
in a "bonus meter programmed to accrue the bonus wager 
ing credits or entries toward eventual participation in a 
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bonus game. The occurrence of multiple such bonus quali 
fying events in the primary game may result in an arithmetic 
or exponential increase in the number of bonus wagering 
credits awarded. In one embodiment, the player may redeem 
extra bonus wagering credits during the bonus game to 
extend play of the bonus game. 
0155 In one embodiment, no separate entry fee or buy in 
for a bonus game need be employed. That is, a player may 
not purchase an entry into a bonus game, rather they must 
win or earn entry through play of the primary game thus, 
encouraging play of the primary game. In another embodi 
ment, qualification of the bonus or secondary game is 
accomplished through a simple “buy in' by the player, for 
example, if the player has been unsuccessful at qualifying 
through other specified activities. In another embodiment, 
the player must make a separate side-wager on the bonus 
game or wager a designated amount in the primary game to 
qualify for the secondary game. In this embodiment, the 
secondary game triggering event must occur and the side 
wager (or designated primary game wager amount) must 
have been placed to trigger the secondary game. 
0156. In one embodiment, after receiving an appropriate 
game program to execute, the gaming machine randomly 
generates awards and/or other game outcomes based on 
probability data. In this embodiment, each award or other 
game outcome is associated with a probability and the 
generated award or other game outcome is based on the 
associated probabilities. It should be appreciated that since 
the outcomes are randomly generated or generated based 
upon a probability calculation, there is no certainty that the 
gaming machine will ever provide the player with any 
specific award or other game outcome. 
0157. In one embodiment, the game outcome provided to 
the player is determined by the central server or controller 
and provided to the player at the gaming machine. In this 
embodiment, upon a player initiating game play at one of the 
gaming machines, the initiated gaming machine communi 
cates a game outcome request to the central server or 
controller. 

0158. In one embodiment, the central server or controller 
receives the game outcome request and randomly generates 
a game outcome for the primary game based on probability 
data. In another embodiment, the central server or controller 
randomly generates a game outcome for the secondary game 
based on probability data. In another embodiment, the 
central server or controller randomly generates a game 
outcome for the primary game and the secondary game 
and/or the tournament game(s) based on probability data. In 
this embodiment, the central server or controller is capable 
of storing and utilizing program code or other data similar to 
the processor and memory device of the gaming machine. 

0159. In an alternative embodiment, the central server or 
controller maintains one or more predetermined pools or sets 
of predetermined game outcomes. In this embodiment, the 
central server or controller receives the game outcome 
request and independently selects a predetermined game 
outcome from a set or pool of game outcomes. The central 
server or controller flags or marks the selected game out 
come as used. Once a game outcome is flagged as used, it is 
prevented from further selection from the set or pool and 
cannot be selected by the central controller or server upon 
another wager. The provided game outcome can include a 

Mar. 20, 2008 

primary game outcome, a secondary game outcome, primary 
and secondary game outcomes, or a series of game outcomes 
Such a free game. 
0.160 The central server or controller communicates the 
generated or selected game outcome to the initiated gaming 
machine. The gaming machine receives the generated or 
selected game outcome and provides the game outcome to 
the player. In an alternative embodiment, how the generated 
or selected game outcome is to be presented or displayed to 
the player, such as a reel symbol combination of a slot 
machine or a hand of cards dealt in a card game, is also 
determined by the central server or controller and commu 
nicated to the initiated gaming machine to be presented or 
displayed to the player. Central production or control can 
assist a gaming establishment or other entity in maintaining 
appropriate records, controlling gaming, reducing and pre 
venting cheating or electronic or other errors, reducing or 
eliminating win-loss volatility and the like. 
0.161 In another embodiment, a predetermined game 
outcome is determined for each of a plurality of linked or 
networked gaming machines based on the results of a bingo 
game. In this embodiment, each individual gaming machine 
utilizes one or more bingo games to determine the prede 
termined game outcome provided to the player at that 
gaming machine. In one embodiment, the bingo game is 
displayed to the player. In another embodiment, the bingo 
game is not displayed to the player, but the results of the 
bingo game determine the predetermined game outcome 
provided to the player. 
0162. In the various bingo embodiments, as each gaming 
machine is enrolled in the bingo game, such as upon an 
appropriate wager or engaging an input device, the enrolled 
gaming machine is provided a different bingo card. Each 
bingo card consists of a matrix or array of elements, wherein 
each element is designated with a separate indicia, Such as 
a number. It should be appreciated that each different bingo 
card includes a different combination of elements. For 
example, if four bingo cards are provided to four enrolled 
gaming machines, the same element may be present on all 
four of the bingo cards while another element may solely be 
present on one of the bingo cards. 
0163. In operation of these embodiments, upon providing 
a different bingo card to each of a plurality of enrolled 
gaming machines, the central controller randomly selects or 
draws, one at a time, a plurality of the elements. As each 
element is selected, each gaming machine determines if the 
selected element is present on the bingo card provided to that 
enrolled gaming machine. If the selected element is present 
on the bingo card provided to that enrolled gaming machine, 
that gaming machine marks or flags the selected element on 
the provided bingo card. This process of selecting elements 
and marking any selected elements on the provided bingo 
cards continues until one or more predetermined patterns are 
marked on one or more of the provided bingo cards. It 
should be appreciated that in one embodiment, the gaming 
machine requires the player to engage a “daub' button (not 
shown) to initiate the process of the gaming machine mark 
ing or flagging any selected elements. 
0164. After one or more predetermined patterns are 
marked on one or more of the provided bingo cards, a game 
outcome is determined for each of the enrolled gaming 
machines based, at least in part, on the selected elements on 
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the provided bingo cards. As described above, the game 
outcome each gaming machine determines for the bingo 
game is utilized by that gaming machine to determine the 
predetermined game outcome provided to the player. For 
example, a first gaming machine to mark selected elements 
in a predetermined pattern is provided a first outcome of win 
S10 which will be provided to a first player regardless of 
how the first player plays in a first game and a second 
gaming machine to mark selected elements in a different 
predetermined pattern is provided a second outcome of win 
S2 which will be provided to a second player regardless of 
how the second player plays a second game. It should be 
appreciated that as the process of marking selected elements 
continues until one or more predetermined patterns are 
marked, this embodiment insures that at least one bingo card 
will win the bingo game and thus at least one enrolled 
gaming machine will provide a predetermined winning 
game outcome to a player. 
0165. In one example of the above-described embodi 
ment, the predetermined game outcome may be based on a 
Supplemental award in addition to any award provided for 
winning the bingo game as described above. In this embodi 
ment, if one or more elements are marked in Supplemental 
patterns within a designated number of drawn elements, a 
Supplemental or intermittent award or value associated with 
the marked Supplemental pattern is provided to the player as 
part of the predetermined game outcome. For example, if the 
four corners of a bingo card are marked within the first 
twenty selected elements, a supplemental award of S10 is 
provided to the player as part of the predetermined game 
outcome. It should be appreciated that in this embodiment, 
the player of a gaming machine may be provided a Supple 
mental or intermittent award regardless of if the enrolled 
gaming machine's provided bingo card wins or does not win 
the bingo game as described above. It should be further 
appreciated that other suitable methods for selecting or 
determining one or more predetermined game outcomes 
may be employed. 

0166 In another embodiment, the central server also 
monitors the activity of one, more or each of the gaming 
machines in communication with the central server or con 
troller. In this embodiment, each individual gaming machine 
randomly generates the game outcomes to be provided to the 
player and the central server or controller monitors the 
activities and events occurring on the plurality of gaming 
machines. In one embodiment, the gaming network includes 
a real-time or on-line accounting and gaming information 
system operably coupled to the central server or controller. 
The accounting and gaming information system of this 
embodiment includes a player database for storing player 
profiles, a player tracking module for tracking players and a 
credit system for providing automated gaming establishment 
transactions. 

0167. In another embodiment, a plurality of gaming 
machines at one, more or each gaming sites may be net 
worked to a central server in a progressive configuration, as 
known in the art, wherein a portion of each wager to initiate 
a base or primary game may be allocated to bonus or 
secondary event awards. In one embodiment, a host site 
computer is coupled to a plurality of the central servers at a 
variety of mutually remote gaming sites for providing a 
multi-site linked progressive automated gaming system. In 
one embodiment, a host site computer may serve gaming 
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machines distributed throughout a number of properties at 
different geographical locations including, for example, dif 
ferent locations within a city or different cities within a state. 
0.168. In another embodiment, a plurality of gaming 
devices at one or more gaming sites are networked to the 
central server in a progressive configuration, as known in the 
art, wherein a portion of each wager to initiate a base or 
primary game may be allocated to one or more progressive 
awards. In one embodiment, a progressive gaming system 
host site computer is coupled to a plurality of the central 
servers at a variety of mutually remote gaming sites for 
providing a multi-site linked progressive automated gaming 
system. In one embodiment, a progressive gaming system 
host site computer serves gaming devices distributed 
throughout a number of properties at different geographical 
locations including, for example, different locations within a 
city or different cities within a state. 
0169. In one embodiment, the progressive gaming system 
host site computer is maintained for the overall operation 
and control of the progressive gaming system. In this 
embodiment, a progressive gaming system host site com 
puter oversees the entire progressive gaming system and is 
the master for computing all progressive jackpots. All par 
ticipating gaming sites report to, and receive information 
from, the progressive gaming system host site computer. 
Each central server computer is responsible for all data 
communication between the gaming device hardware and 
Software and the progressive gaming System host site com 
puter. In one embodiment, an individual gaming machine 
triggers a progressive award win. In another embodiment, a 
central server (or the progressive gaming system host site 
computer) determines when a progressive award win is 
triggered. In another embodiment, an individual gaming 
machine and a central controller (or progressive gaming 
system host site computer) work in conjunction with each 
other to determine when a progressive win is triggered; for 
example, through an individual gaming machine meeting a 
predetermined requirement established by the central con 
troller. 

0170 In one embodiment, a progressive award win is 
triggered based on one or more game play events, such as a 
symbol-driven trigger. In other embodiments, the progres 
sive award triggering event or qualifying condition is by 
exceeding a certain amount of game play (such as number of 
games, number of credits, or amount of time), or reaching a 
specified number of points earned during game play. In 
another embodiment, a gaming device is randomly or appar 
ently randomly selected to provide a player of that gaming 
device one or more progressive awards. In one Such embodi 
ment, the gaming device does not provide any apparent 
reasons to the player for winning a progressive award, 
wherein winning the progressive award is not triggered by 
an event in or based specifically on any of the plays of any 
primary game. That is, a player is provided a progressive 
award without any explanation or alternatively with simple 
explanations. In another embodiment, a player is provided a 
progressive award at least partially based on a game trig 
gered or symbol triggered event, such as at least partially 
based on the play of a primary game. 

0171 In one embodiment, one or more of the progressive 
awards are each funded via a side bet or side wager. In this 
embodiment, a player must place or wager a side bet to be 
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eligible to win the progressive award associated with the 
side bet. In one embodiment, the player must place the 
maximum bet and the side bet to be eligible to win one of 
the progressive awards. In another embodiment, if the player 
places or wagers the required side bet, the player may wager 
at any Suitable credit amount during the primary game (i.e., 
the player need not place the maximum bet and the side bet 
to be eligible to win one of the progressive awards). In one 
Such embodiment, the greater the player's wager (in addition 
to the placed side bet), the greater the odds or probability 
that the player will win one of the progressive awards. It 
should be appreciated that one or more of the progressive 
awards may each be funded, at least in part, based on the 
wagers placed on the primary games of the gaming 
machines in the gaming system, via a gaming establishment 
or via any suitable manner. 
0172 In another embodiment, one or more of the pro 
gressive awards are partially funded via a side-bet or side 
wager which the player may make (and which may be 
tracked via a side-bet meter). In one embodiment, one or 
more of the progressive awards are funded with only side 
bets or side-wagers placed. In another embodiment, one or 
more of the progressive awards are funded based on players 
wagers as described above as well as any side-bets or 
side-wagers placed. 

0173. In one alternative embodiment, a minimum wager 
level is required for a gaming device to qualify to be selected 
to obtain one of the progressive awards. In one embodiment, 
this minimum wager level is the maximum wager level for 
the primary game in the gaming machine. In another 
embodiment, no minimum wager level is required for a 
gaming machine to qualify to be selected to obtain one of the 
progressive awards. 
0.174. In another embodiment, a plurality of players at a 
plurality of linked gaming devices in a gaming system 
participate in a group gaming environment. In one embodi 
ment, a plurality of players at a plurality of linked gaming 
devices work in conjunction with one another, such as 
playing together as a team or group, to win one or more 
awards. In one such embodiment, any award won by the 
group is shared, either equally or based on any Suitable 
criteria, amongst the different players of the group. In 
another embodiment, a plurality of players at a plurality of 
linked gaming devices compete against one another for one 
or more awards. In one such embodiment, a plurality of 
players at a plurality of linked gaming devices participate in 
a gaming tournament for one or more awards. In another 
embodiment, a plurality of players at a plurality of linked 
gaming devices play for one or more awards wherein an 
outcome generated by one gaming device affects the out 
comes generated by one or more linked gaming devices. 
0175. In one embodiment, the central controller, central 
server or remote host is operable to communicate a plurality 
of different commands, instructions or other communica 
tions to a plurality of gaming machines to provide non 
tournament game play and to provide tournament game play 
on the same gaming machines or devices, thus serving as a 
tournament manager in the gaming System. 
0176). Additionally, in one embodiment, the gaming sys 
tem is integrated with one or more player tracking systems. 
In this embodiment, the gaming system and/or player track 
ing system is operable to track any participating players 
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gaming activity at each gaming machines of the gaming 
system that the player plays. In one Such embodiment, the 
gaming system and/or the associated player tracking system 
timely tracks when a player inserts their playing tracking 
card to begin a gaming session and also timely tracks when 
a player removes their player tracking card or cashes out 
when concluding play for that gaming session. That is, in 
one embodiment, the gaming system, the individual gaming 
machine and/or the associated player tracking system tracks 
card-in/card-out for each gaming session. In one embodi 
ment, the gaming system and/or the associated player track 
ing system provides safeguards against a missed card-out 
(such as via a “card-in heartbeat' which messages the player 
tracking system in designated intervals to ensure the player 
is still playing). In different embodiments, the gaming 
system works in accordance with the player tracking system 
to maintain data about players including, but not limited to: 
the player's account number, a player's identification num 
ber, the player's card number, the player's first name, the 
player's Surname, the player's preferred name, the players 
player tracking ranking, any promotion status associated 
with the player's player tracking card, tournament informa 
tion, information about the player used for statistical analy 
sis, the player's address, the player's birthday, the player's 
anniversary, the player's recent gaming sessions, or any 
other data deemed suitable by the gaming establishment 
operator. 

0177. In other embodiments, rather than requiring a 
player to insert a player tracking card or enter identifying 
information, the gaming device utilizes one or more portable 
devices carried by a player, Such as a cell phone, email 
communication device, a radio frequency identification tag 
or any other suitable wireless device to track when a player 
begins and ends a gaming session. In other embodiments, 
the gaming device utilizes any Suitable biometric technology 
or ticket technology to track when a player begins and ends 
a gaming session. 
0.178 Each of these player tracking data may be used for 
any purpose in non-tournament game play and in tourna 
ment game play. For example, player tracking data may be 
used to determine qualification for the tournament. The 
player tracking data may also be used to determine who is 
likely to accept a tournament invitation and come to the 
tOurnament. 

0179. In one embodiment, prior to tournament game play, 
the tournament must be configured. The gaming system is 
operable to be configured in a plurality of methods. How 
ever, it should be appreciated that different embodiments of 
this gaming system may include any single Suitable con 
figuration method or any combination of Suitable configu 
ration methods. 

0180. The gaming system is operable to upload one or 
more pre-configured tournament game programs. That is, a 
distributor, such as a gaming machine distributor, manufac 
tures and sells a plurality of different pre-configured tour 
nament game programs. The gaming system is operable to 
upload one of the pre-configured game programs to the 
central controller and to cause the play of the programmed 
game tournament. 

0181. The gaming system is operable to upload a pre 
configured game program that is operable to be modified or 
customized. That is, a distributor. Such as a gaming machine 
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distributor, manufactures and sells a plurality of different 
pre-configured tournament game programs. Agaming estab 
lishment may purchase one or a plurality of these pre 
configured game programs and upload these game programs 
to the central server. However, one or a plurality of tourna 
ment parameters of these game programs are customizable. 
Therefore, if the gaming establishment operator wants to 
change a parameter of the tournament, for example, the 
theme of the tournament, the pre-configured tournament 
game programs enable the gaming establishment operator to 
customize the tournament in one or a plurality of ways. That 
is, the gaming establishment operator inputs one or more 
configuration guidelines that control one or more elements 
of the tournament. 

0182. The configuration guidelines may be used to define 
the actual game play or structure of the tournament. Addi 
tionally, the configuration may be used to customize a 
tournament for advertising purposes. For example, the gam 
ing establishment operator can include the name of the 
gaming establishment and a name for the tournament in the 
customization process. The tournament may be customized 
to have a certain theme. 

0183 The theme and title of the tournament may reflect 
the advertising of one or more tournament sponsors. For 
example, if Company A is a vehicle company that sponsors 
the tournament, the prizes from the tournament may be 
vehicles from Company A and the tournament may include 
advertising and promotion for Company A. 

0184 The customization of the tournament enables the 
gaming establishment to pursue any suitable advertisements. 
For example, during a tournament, the gaming establishment 
may promote the next tournament to increase player aware 
ness and participation in the next tournament. The tourna 
ment may be used for other gaming establishment and hotel 
promotion, such as advertisements for the restaurant in the 
gaming establishment or shops in the hotel. Additionally, the 
gaming establishment may run advertisements for other, 
non-affiliated corporations during the tournament. 
0185. In one embodiment, after one of the pre-configured 
modifiable tournament game programs is uploaded in the 
gaming system, the gaming system provides menu choices 
displayed on a display device linked to the central controller 
to enable the gaming establishment operator to easily input 
one or a plurality of the tournament parameters. The ability 
for the gaming establishment operator to configure the 
tournament is beneficial for creating customized tourna 
ments. That is, such a configuration enables the gaming 
establishment to create, edit, and modify tournaments based 
on their specific needs. 
0186 FIGS. 4 and 5 illustrate example screen shots from 
one of the customizable game programs. As illustrated in 
FIG.4, certain elements of the tournament are customizable. 
That is, the game program may include a default tournament 
name. However, the gaming establishment operator may 
change that parameter of the tournament as illustrated in 
FIG. 4. It should be appreciated that this type of input screen 
may be used to modify any customizable tournament param 
eter. 

0187. As illustrated in FIG. 5, in one embodiment, the 
pre-configured tournament game program enables the gam 
ing establishment operator to configure certain elements of 
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the tournament, such as the tournament schedule. FIG. 5 
illustrates Scheduling parameters of a multi-round synchro 
nized tournament configuration. The gaming system enables 
the gaming establishment operator to determine the number 
of sessions for each round of the synchronized tournament. 
The gaming system enables the gaming establishment opera 
torto Schedule a date and time for each session of each round 
of the synchronized tournament. 
0188 In one example of customization of a tournament 
gaming System, the gaming System enables a gaming estab 
lishment operator to retrieve or pull up one or more config 
urable tournament game programs via the central server. For 
example, if the gaming establishment operator wants to 
create a new tournament, the gaming system enables the 
gaming establishment operator to enter information perti 
nent to the tournament, such as a tournament name, a 
tournament description, location, start date, end date, start 
time, end time, prize information, tournament format, or any 
other desired information. The game program further 
enables the gaming establishment operator to enter or input 
information to further customize the tournament (Such as the 
number of rounds, rounds allowed per day, the time between 
different sessions, player qualification information, maxi 
mum number of players, machine information, maximum 
number of machines, buy-in information, number of win 
ners, length of tournament, paytable, advertising and theme 
information or any other desired information). The gaming 
establishment operator can also further integrate the tour 
nament with the sign manager and messaging System, gam 
ing machines, kiosks, or other devices to advertise the 
tournament. For example, upon tournament configuration 
completion, the gaming establishment operator may choose 
to advertise the tournament on display devices through-out 
the gaming establishment via the sign manager, which is a 
system that integrates the display devices of the gaming 
system. The gaming establishment operator may use infor 
mation from the player tracking system to contact, such as 
by email, all of the players of the last three tournaments to 
advertise the newly configured tournament. It should be 
appreciated that upon tournament configuration, the gaming 
establishment may advertise the tournament in any Suitable 
a. 

0189 This customization functionality provides the gam 
ing establishment with maximum flexibility to create tour 
naments almost instantaneously, modify parameters of the 
tournament, advertise the created tournament, and easily 
customize the tournament to meet the gaming establish 
ment’s current needs. 

0.190 FIGS. 4 and 5 are example screen shots of how the 
tournament can be configured. However, the tournament 
may be configured in any suitable manner. 
0191 Additionally, the gaming system is operable for the 
gaming establishment operator to completely customize an 
entire tournament. That is, the gaming system is operable for 
the gaming establishment operator to configure every aspect 
of a tournament to create a new and unique tournament 
based on one or more gaming establishment operator select 
able tournament configurations or tournament elements. 
0.192 FIG. 6 illustrates one embodiment of the method of 
configuration of a tournament of the present disclosure. The 
gaming system makes the decisions of how to run the 
tournament based on information input into the gaming 
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system via uploading a game program and/or via input from 
a gaming establishment operator. 

0193 As illustrated in block 100, one of the tournament 
parameters is the type of tournament to play. It should be 
appreciated that the tournament may be any Suitable type of 
tournament, such as an invited guest tournament, an auto 
matic tournament or an on-demand tournament. The invited 
guest tournament is a tournament that has a predetermined 
list of players that may play in the tournament. Only players 
on the guest list may play in the tournament but in some 
embodiments, players may quickly be added to the guest list. 
In this embodiment, the guest list is uploaded into the 
gaming system or manually entered into the gaming system. 
For an automatic bonus tournament, any number of players 
may play the automatic tournament upon meeting certain 
eligibility or qualification requirements, which are further 
discussed below. In an on-demand tournament, a player may 
request to play in a tournament. That is, a player may request 
to play in a tournament. 

0194 The gaming system determines whether the tour 
nament will be manually started by a gaming establishment 
operator or if the gaming system will automatically start the 
tournament. In one embodiment, the central controller is 
operable to send a signal to each participating gaming 
machine to automatically start and end the gaming tourna 
ment. In another embodiment, the start and end times of the 
tournament are encoded into the game program downloaded 
by each of the participating gaming machines and each of 
these gaming machines execute the game program at the 
encoded times. 

0.195. In one embodiment, the gaming system determines 
what type of Sessions and rounds the tournament will 
include. In a synchronized tournament a plurality of players 
each play the tournament at the same time, frequently in a 
relatively same location. If there are more players for a 
round than the number of designated gaming machines, that 
round of a tournament is played in multiple sessions, with a 
certain number of players simultaneously playing each ses 
Sion. For example, if three hundred players are participating 
in a round of the synchronized tournament and the tourna 
ment includes 100 gaming machines, the tournament must 
include three sessions of the tournament for each round 
(300/100) to enable each participating player to participate 
in the round. Therefore, 100 players will simultaneously 
participate in the gaming tournament during each session. In 
one embodiment, the gaming system has appropriate checks 
to make Sure a player is not allowed to play more than one 
session per round. 

0196. In another embodiment, the tournament is a self 
scheduled tournament. The self-scheduled tournament 
includes a plurality of players participating in a round of a 
tournament according to the tournament parameters that 
determine a time to play the tournament within a range of 
designated times. That is, a player can individually partici 
pate in the tournament at a different time than the other 
players. If a tournament has more than one round, the 
gaming system may provide the participating players with a 
certain date/time to complete each of the rounds. The 
self-scheduled tournament provides players the flexibility of 
deciding when to play the tournament and what gaming 
machine to play the tournament on. In one embodiment, 
each round includes a plurality of different sessions. In one 
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embodiment, each of the sessions are at different times 
which enable players more flexibility in playing the tourna 
ment. 

0197). In one embodiment, the central controller, one or 
more gaming machines and/or other devices stores each of 
the scores of each game played in the tournament. For 
example, the central controller stores each score of each 
tournament game for each player. In another embodiment, 
each player's player tracking account or player tracking card 
stores that player's score for one, a plurality or each game 
played by that player or the player's round scores. In another 
embodiment, the gaming system only stores the scores of a 
certain number of players. For example, the top five ranked 
players. In another embodiment, the gaming system only 
stores a total score or a round score for some or all of the 
players. It should be appreciated that the gaming system may 
store any suitable tournament scores or ranks in any Suitable 
a. 

0.198. In another embodiment, the tournament is a bonus 
tournament. The bonus tournament is immediately provided 
to the player as an award in a primary game and/or as an 
award in a bonus game. In one embodiment, the bonus 
tournament automatically begins. That is, when the player 
wins the tournament, that gaming machine requires the 
player to immediately play the tournament. The gaming 
system then determines the winner based on all of the 
players that played the bonus tournament in a certain time 
period, such as a 48 hour time period. 

0199. In another embodiment, the tournament is a second 
type of bonus tournament. The bonus tournament is pro 
vided to the player as an award in a primary game and/or as 
an award in a bonus game. The bonus tournament does not 
automatically begin, but is stored for later entry into a 
tournament. At a later time, the player can use the entry to 
play in the tournament and compete with others in any given 
tournament mode. 

0200. As illustrated in block 102, the gaming system 
determines the qualifications for the player to play in the 
tournament. It should be appreciated that any suitable quali 
fier or qualification or combination of qualifications may be 
employed to determine eligibility for tournament play. FIG. 
7 includes a table that illustrates a plurality of possible 
player entry qualifications for a tournament. 

0201 As illustrated in FIG. 7, in certain types of tour 
naments, a method or characteristic of a players game play 
qualifies the player for tournament entry. In one embodi 
ment, the amount a player wagers determines whether the 
player is qualified for the tournament. The wager qualifica 
tion amount may be measured in any Suitable manner. 
0202) In certain types of tournaments, the wager quali 
fication amount is determined by the amount a player wagers 
(i.e., a players coin-in or wagers in) on a single gaming 
machine during uninterrupted game play. In another 
embodiment, the wager qualification amount is determined 
by the amount the player wagers at any linked gaming 
machine in an allotted time period, such as 24 hours. In 
another embodiment, the wager qualification amount is 
determined by the amount wagered on particular gaming 
machines or at particular gaming establishments. In another 
embodiment, the tournament qualifier is based on the aver 
age wager per spin of the reels or play of the game. 
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0203. In one embodiment, the amount a player wins 
determines whether the player qualifies for the tournament 
entry. The qualification win amount may be measured in any 
Suitable manner. In one type of tournament, the qualification 
win amount is determined by the amount a player wins on 
a single gaming machine during uninterrupted game play. In 
another embodiment, the qualification win amount is deter 
mined by the amount the player wins in an allotted time 
period. Such as 24 hours. In another embodiment, the 
qualification win amount is determined by the amount the 
player wins at a certain type of game for a certain amount of 
time, such as the amount in slot games over a week. 

0204. In one embodiment, the amount of jackpot awards 
won by a player or winning a particular jackpot award 
determines whether the player qualifies for the tournament 
entry. In one embodiment, winning a designated jackpot 
qualifies the player for tournament entry. In another type of 
tournament, winning a certain amount from one or more 
jackpots qualifies the player for tournament entry. It should 
be appreciated that a jackpot qualifier may be determined in 
any Suitable manner. 

0205. In one embodiment, the total amount lost by a 
player over a certain time period determines whether the 
player qualifies for the tournament entry. In one embodi 
ment, losing a designated amount qualifies the player for 
tournament entry. In another type of tournament, losing a 
certain number of spins in a row qualifies the player for 
tournament entry. This creates a type of “losers tourna 
ment' and provides players incentive to continue playing 
after hitting a period of bad luck. It should be appreciated 
that a tournament qualifier may be determined in any 
Suitable manner. 

0206. In various types of tournaments, certain or desig 
nated games qualify the player for entry into the tournament. 
In one embodiment, achieving a certain game score qualifies 
the player for tournament entry. In another embodiment, 
playing a game for a certain amount of time qualifies the 
player for tournament entry. In one embodiment, the gaming 
system provides the player a tournament entry as a bonus. In 
another embodiment, a player may win a tournament quali 
fier in a bonus game. That is, a player wins tournament 
qualification based on the outcome of a triggered bonus or 
secondary game. In another embodiment, the gaming system 
provides the player a tournament entry fee as an award in a 
primary or bonus game. That is, a player may win a free 
entry into a tournament as an award in a game. In one Such 
embodiment, the entry fee award is only available to players 
that have previously qualified for a tournament. In another 
embodiment, a player may win the tournament entry fee 
when they are not qualified for a tournament but may then 
attempt to either win tournament qualification or play a 
tournament not requiring tournament qualification, Such as 
an on-demand tournament. It should be appreciated that the 
gaming system may determine tournament qualification 
based on any element or combinations of elements in any 
game. 

0207. In certain tournaments, the gaming system deter 
mines a designated time period that a player can qualify for 
the tournament. For example, the gaming system may deter 
mine a certain day for tournament qualification which may 
be advertised to players. In one embodiment, the gaming 
system determines particular days and/or time periods in 

22 
Mar. 20, 2008 

certain days where one or more of the player qualifications 
count or accrue for player entry into a tournament. 
0208. In one embodiment, the qualifier is determined 
based on one or more characteristics from a player tracking 
system or account. For example, all players of a certain rank 
or level may qualify for tournament entry. In another 
embodiment, all new members to a player tracking system 
or gaming establishment receive an automatic tournament 
entry. In another embodiment, upon a player's birthday, the 
gaming system provides the player a tournament entry. In 
another embodiment, upon a players anniversary in the 
player system, the gaming system provides the player a 
tournament entry. In one embodiment, a player tracking 
system includes point intervals and each time a player 
reaches a point interval, the player receives entry into a 
tOurnament. 

0209. In another embodiment, qualification for a tourna 
ment is based on a score or win in a previous tournament. 
That is, a player may win entry into a tournament from 
previous tournament play. 

0210. In one embodiment, the gaming system determines 
when the tournament will be available to a player. For 
example, upon tournament qualification, the gaming system 
may enable the player to immediately play a tournament, 
participate in a tournament a certain number of hours after 
qualifying for the tournament or participate in a scheduled 
tOurnament. 

0211. As illustrated in block 104, the gaming system 
determines the date or dates of the tournament. The gaming 
system determines the start date and end date of the tour 
nament. In order to determine the dates of the tournament, 
the gaming system determines the number of rounds of the 
tournament. If the tournament is a synchronized tournament, 
the gaming system determines a date and time for each 
round of the tournament. Additionally, if the tournament is 
a synchronized tournament, the gaming system determines a 
maximum number of sessions a round may have. If there are 
multiple sessions, the gaming system determines a time and 
date for each session of each round. If the tournament is a 
self-scheduled tournament, the gaming system determines 
certain days and times that the players may play the tour 
nament rounds. 

0212. As illustrated in block 106 of FIG. 6, the gaming 
system determines maximum number of players for the 
tournament. When the maximum number of players either 
register for the tournament or accept the offer for the 
tournament, the tournament closes. The gaming system 
determines the maximum number of gaming machines to 
participate in the tournament or which gaming machines will 
participate in the tournament. 
0213. In certain tournaments, the gaming system deter 
mines the entry fee of the tournament for the player. In one 
embodiment, the gaming system requires the player to pay 
a certain amount of money or credits to enter the tourna 
ment. It should be appreciated that the entry fee may be any 
Suitable form of payment. In one embodiment, the gaming 
system requires the player to pay a certain amount of 
promotional credits which are gaming establishment funded 
wagering credits to enter the tournament. In one embodi 
ment, these promotional credits are automatically credited to 
a player account and that player may use the promotional 
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credits for any purpose that the player account may be used 
for. In another embodiment, the gaming system requires the 
player to pay a certain amount of coupons, which are 
redeemable and offered to the general public to enter the 
tournament. For example, in the hotel affiliated with the 
gaming establishment, players receive coupons to enter the 
tournament. In another embodiment, the gaming system 
requires the player to pay a certain amount of gift certificates 
to enter the tournament. In another embodiment, the gaming 
system requires the player to pay a certain amount in 
Vouchers to enter the tournament. Vouchers are a more 
secure form of credit than coupons that gaming machines 
accept. In another embodiment, a player may use player 
tracking points to enter a tournament instead of paying a fee 
to enter the tournament. In one embodiment, player tracking 
points are they only way to enter a tournament. It should be 
appreciated that the player may pay the entry fee for the 
tournament at one of the gaming machines directly prior to 
the tournament, for example, by using a credit card. 

0214. In another embodiment, the player is not required 
to pay an entry fee. 

0215. It should be appreciated that the gaming system 
may implement any buy in or entry fee for the tournament 
in any Suitable manner. It should also be appreciated that in 
one embodiment, some players must pay an entry fee but 
other players do not. In one embodiment, the amount of the 
tournament entry fee is based on the player's rank in a player 
tracking System. For example, a player of a platinum rank in 
a player tracking system does not have to pay an entry fee 
and a player of a gold rank must use 50 player points to 
enroll in the tournament. 

0216) In one embodiment, the entry fee for the tourna 
ment may change over time based on tournament enroll 
ment. For example, when the gaming system opens up a 
tournament for registration, the entry fee is S50. If the 
tournament is not half full within a week, the gaming system 
lowers the entry fee to S40. 

0217. In one embodiment, the entry fee or buy in is not 
required to pay in advance of the tournament. Rather, the fee 
is automatically deducted from the player's account upon 
the play of the tournament. In one embodiment, this auto 
mated buy in is an option that a player may select when 
registering for the tournament. 

0218. In one embodiment, the player is not required to 
make a separate buy-in or pay an entry fee to play the 
tournament. In one Such embodiment, the player's account 
has a separate account used for the buy-in of tournaments. 
In one such embodiment, a certain percentage, such as 1%, 
of all credits wagered by a player or coin-in for a certain time 
period is dedicated to this tournament credit account. For 
example, if the time period is a year and the player wagers 
S5000 over the year, the player will have a $50 tournament 
credit account. In one such embodiment, the buy in for the 
tournament is deducted from this tournament credit account. 
For example, if the entry cost to the tournament is $25, that 
amount is automatically deducted from the tournament 
credit account upon registration. In another embodiment, the 
amount in the tournament account affects the player's quali 
fication for the tournament. For example, only if the player 
has S100 or more in the tournament credit account is the 
player eligible to play in the tournament. 
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0219. It should be appreciated that the qualifications and 
entry fees of the tournament may be based any suitable 
elements and may be configured in any suitable manner. 

0220. As illustrated in block 108 of FIG. 6, the gaming 
system determines the number of winners and the prizes to 
award each winner. It should be appreciated that the prizes 
for the tournament may be any suitable prize including but 
not limited to cash, a physical prize, such as a car or different 
type of prize. Such as a vacation or a free night at the gaming 
establishment's hotel. In another embodiment, the prize or 
the award for the tournament is not disclosed to the players. 
That is, the prizes are a mystery to the players. In one 
embodiment, the top prize of the tournament is a mystery. In 
another embodiment, the tournament includes a mystery 
secondary prize. In another embodiment, a player may win 
player tracking points. In another embodiment, the gaming 
system provides gaming establishment money to a player. 
That is, the player receives a certain amount of money that 
may only be spent at the gaming establishment or at affiliates 
of the gaming establishment. In one embodiment, instead of 
cash, the prize is a gift certificate for a certain amount of 
money to be played at the gaming establishment hosting the 
tournament. In one embodiment, the player may use the 
gaming establishment money at other venues, such as hotels 
and restaurants, affiliated with the hosting gaming establish 
ment. 

0221) In one embodiment, an award for a tournament is 
a game function or enhancement that may be saved and used 
in non-tournament games. For example, in an instant tour 
nament, the players may win a multiplier to apply to a 
designated number of non-tournament games. It should be 
appreciated that the gaming system may provide any tour 
nament player an award of a non-tournament game function 
in any Suitable tournament. In one embodiment, the gaming 
system requires the player to immediately use the game 
function after the tournament. In another embodiment, the 
game function is stored in the gaming system or in a player 
account. The player may make an input to use or apply the 
game function at a later date for any Suitable non-tourna 
ment game. In another embodiment, the gaming system 
requires the player to use the game function at a later date, 
requiring a return visit from the player. In another embodi 
ment, the gaming system requires the player to use the game 
function on a certain date, requiring a return visit from the 
player. For example, the gaming system provides the player 
10 free games that must be redeemed the day after winning 
the free games. 

0222. In one embodiment, each session and/or round 
includes prizes for the players; therefore the tournament 
includes multiple award levels. That is, an award or a prize 
is awarded to other players in addition to the overall tour 
nament winner. In one embodiment, the tournament is a 
synchronized group tournament which includes multiple 
rounds and multiple sessions for each round. In one embodi 
ment, the tournament provides awards for each session and 
each round. That is, for each session, one or more players 
receive an award based on the session score. Each session 
can thus be viewed as a sub-tournament of the larger 
tournament. In another embodiment, the gaming system 
provides a prize for each round winner. In another embodi 
ment, the player with the lowest score receives a prize. Such 
as an entry into another tournament. 
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0223) In one embodiment, the tournament is funded by 
wagers placed for a certain time period. For example, a 
percentage of the wagers at a plurality of designated gaming 
machines fund a tournament pool that provides the prize for 
the tournament. In one such embodiment, the gaming system 
messages the current tournament award levels to the players. 
For example, a large sign displays the tournament jackpot 
and changes as more money is added to the tournament 
jackpot. 

0224. As illustrated in FIG. 6 at block 110, the gaming 
system determines the payout table for the tournament 
game. In one embodiment, the paytable is the same for each 
player. In another embodiment, the paytable may be differ 
ent for players. For example, in a live money embodiment, 
if players are wagering on gaming machines of different 
denominations, the paytables may be different. The pay 
tables may be different for players for any suitable reason, 
Such as but not limited to, player tracking status, player 
tracking points, time of tournament entry, for a bonus won 
in a primary or bonus game, or any other Suitable reason. 
Additionally, the gaming system determines any applicable 
bonus modes for the games of the tournament system. 
0225. The gaming system determines the method of 
scoring for the tournament as illustrated in FIG. 6 at block 
112. Any appropriate scoring method may be used to deter 
mine the outcome of the tournament. In one embodiment, 
the gaming system determines if the tournament is based on 
points or credits. In one embodiment, the gaming system 
determines a tournament score for each participating player 
based on the score of each game played by the player in the 
tournament. In another embodiment, the gaming system 
determines a tournament score for each participating player 
based on the best game score for each round. In another 
embodiment, the gaming system determines a tournament 
score for each participating player based on a certain number 
of game scores, such as the top three game scores for the 
entire tournament. In another embodiment, one or more 
scores of a round qualify the players for a final round. In one 
such embodiment, the winner of the final round wins the 
tOurnament. 

0226. It should be appreciated that the gaming system 
may display or provide the players points or non-redeemable 
credits in any Suitable manner during the tournament. The 
gaming system may include predetermined paytables or 
enable a gaming establishment operator to customize the 
pay tables. In one embodiment, the gaming system enables 
the gaming establishment operator to determine the awards 
associated with the winning tournament game outcomes. In 
one embodiment, the gaming system enables the gaming 
establishment operator to determine the probabilities of the 
gaming machines and/or the central controller generating 
each of the winning game outcomes. In one embodiment, the 
tournament game outcomes, the awards associated with the 
tournament game outcomes and/or the probabilities of gen 
erating the tournament game outcomes remain constant 
throughout the tournament. That is, the gaming system sends 
a tournament game program to each participating gaming 
machine. The tournament game program includes or is 
associated with a paytable which includes a plurality of 
tournament game outcomes, probabilities of generating the 
tournament game outcomes and awards associated with the 
tournament game outcomes. In one embodiment, the pay 
table does not change through-out the tournament. 
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0227. In another embodiment, one or more tournament 
game outcomes, the awards associated with one or more 
tournament game outcomes and/or the probabilities of gen 
erating one or more tournament game outcomes are config 
ured to change one or more times throughout the tourna 
ment. That is, in one embodiment the gaming system 
employs a first tournament game program for a part of the 
tournament and a second tournament game program for 
another part of the tournament to change the odds of 
generating one or more tournament game outcomes, the 
awards associated with one or more tournament game out 
comes and/or the probabilities of generating one or more 
tournament game outcomes. 

0228. In one embodiment, the gaming system changes a 
percentage of that tournament game outcome being gener 
ated by changing the symbols of one or more reels of a 
gaming machine and/or changing the percentage associated 
with one or more symbols of one or more reels of one or 
more gaming machine. For example, in a slot game, the 
gaming system may use any Suitable virtual reel mapping to 
add a symbol of one of the winning symbol combinations to 
the reels, increasing the chance that the symbol will be 
generated or to remove a symbol that is not part of a winning 
symbol combination to increase the chance of generating a 
winning symbol combination. 

0229. More specifically, in one embodiment, the gaming 
system changes one or a probabilities of generating a 
tournament game outcome in one or more tournament game 
programs using any suitable virtual reel strips or any Suitable 
virtual mapping. In one embodiment, the gaming system 
weights modifies or changes one or more virtual reel strips 
to change the probabilities of generating one or more 
tournament game outcomes. In one such embodiment, a first 
tournament program is different from a second tournament 
program based on the modification of one or more virtual 
reel strips including a number of stops or positions. 

0230. In one such embodiment, each of the gaming 
machines includes one or more symbol generators. Each of 
the symbol generators includes a number of stop positions or 
symbol positions. One or a plurality of numbers are assigned 
to each stop position for each of the symbol generators of 
each gaming machine. For each tournament game played, 
the gaming system randomly selects a number for each of 
the symbol generators of that game. In one embodiment, the 
numbers are entered into a random number generator. A 
random number generator selects a number for each of the 
symbol generators for each tournament game. The gaming 
system stops the symbol generator at the stop position 
associated with the selected number. For each symbol gen 
erator, each number may be entered one or more times to 
control the odds of each of the stop positions being selected. 
Thus, it should be appreciated that the odds of generating a 
designated tournament game outcome or a tournament game 
outcome associated with a designated award on one or more 
gaming machines may thus change based on the program 
ming of the virtual reel strip without changing the physical 
appearance of any of the symbol generators. It should be 
appreciated that the gaming system may change the prob 
abilities of generating a tournament game outcome in any 
Suitable manner. 

0231. In one embodiment, the gaming system sends a 
tournament game program to each participating gaming 
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machine. The tournament game program includes or is 
associated with a paytable which includes a plurality of 
tournament game outcomes, probabilities of generating the 
tournament game outcomes and awards associated with the 
tournament game outcomes. In one Such embodiment, the 
tournament game outcomes of the paytable include a win 
ning game outcome that is associated with a maximum 
award, jackpot award or a large amount of points or credits. 
The tournament is configured such that at least one partici 
pating gaming machine of the tournament will generate the 
winning game outcome associated with this maximum 
award during the tournament. The gaming system displays 
or otherwise indicates the maximum award to the player 
during the tournament and accumulates the awards associ 
ated with the game outcomes generated for that player. At 
the end of the tournament, the gaming system determines at 
tournament winner based on the overall tournament scores 
or credits accumulated for each player. 

0232. As illustrated in FIG. 21, in one embodiment, the 
gaming system associates a game outcome with a jackpot 
award or a maximum award amount as illustrated in block 
368. It should be appreciated that the gaming system may 
choose one or more designated winning game outcomes to 
associate with a maximum award or a jackpot award. The 
gaming system associates a probability of being generated 
with the designated game outcome as illustrated in block 
370. The gaming system determines or enables any other 
tournament configurations. The gaming system enables the 
players to play the tournament as illustrated in block 372. 
The gaming system determines if the designated game 
outcome has been generated as illustrated in diamond 374. 
In one embodiment, each of the gaming machines send each 
generated game outcome and/or displayed award to a central 
controller upon an occurrence of a triggering event or after 
a play of a game. In another embodiment, the central 
controller determines each generated game outcome and/or 
award and therefore continually stores the game informa 
tion. If the designated game outcome has been generated, at 
the termination of the tournament, the gaming system auto 
matically determines the tournament scores and the tourna 
ment winner as illustrated in block 378. If the designated 
game outcome has not been generated, the gaming system 
associates another higher probability with the designated 
game outcome as illustrated in block 376. It should be 
appreciated that the gaming system may associate another 
higher probability with the designated game outcome based 
on any suitable factor. In one embodiment, upon a triggering 
event, the gaming system associates another higher prob 
ability with the designated game outcome. The gaming 
system continually evaluates the generated game outcomes 
of the tournament to determine if the designated game 
outcome has been generated as illustrated in diamond 380. 
If the designated game outcome has not been generated, the 
gaming system associates another higher probability with 
the designated game outcome as illustrated in block 376. In 
one embodiment, once the designated game outcome has 
been generated, the gaming machine sends a signal to the 
central controller that the designated game outcome has 
been generated. In one embodiment, once the designated 
game outcome has been generated, the gaming system does 
not associate any more probabilities with that designated 
game outcome. In another embodiment, once the designated 
game outcome has been generated, the gaming system 
associates a new lower probability of being generated with 
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the designated game outcome. In one such embodiment, the 
gaming system associates a probability of Zero with the 
designated game outcome. That is, in one embodiment, the 
designated game outcome is only generated once during the 
tournament. In another embodiment, upon generation of the 
designated game outcome, the gaming System associates a 
new award with the designated game outcome such that only 
one player may achieve the jackpot award or maximum 
award. In another embodiment, during a tournament, the 
gaming system enables a plurality of players to achieve a 
designated outcome associated with the jackpot award or 
maximum award. That is, the maximum award may be 
displayed to a plurality of different players during the 
tOurnament. 

0233. In one such embodiment, the maximum award is 
associated with a single tournament winning game outcome. 
The winning game outcome has an initial probability of 
being generated in the tournament. As the tournament 
progresses, if that winning game outcome has not been 
generated, the probability associated with that winning game 
outcome increases as the tournament progresses Such that 
the probability of a gaming machine generating the winning 
game outcome by the end of the tournament is close or near 
to 100%. 

0234) For example, as illustrated in FIGS. 22A, 22B, 22C 
and 22D the tournament game is a slot game and a maximum 
award, 100,000 credits, is associated with the game outcome 
of 77777. The tournament duration is 5 minutes. Initially, 
the probability of one of the tournament gaming machines 
generating the symbol combination 7 7777 is 0.001% as 
illustrated in FIG. 22A. As illustrated in FIG. 22B, after 2 
minutes, at time 2, if one of the tournament gaming 
machines has not generated the symbol combination 7777 
7, the probability associated with the symbol combination 7 
7 7 7 7 increases to 0.05%. As illustrated in FIGS. 22A 
through 22D, in one embodiment, the probabilities of 
achieving other symbol combinations remain constant while 
the probability associated with a designated winning symbol 
combination increases. After 4 minutes, if one of the tour 
nament gaming machines has not generated the symbol 
combination 7 7 7 7 7, the percentage that the symbol 
combination 7 7777 increases to 1% as illustrated in FIG. 
22C. In one embodiment, as the probability of generating the 
designated symbol combination 7 7 7 77 increases, the 
percentage of generating other symbol combinations 
decreases. In one embodiment, after the designated symbol 
combination has been generated, the probability of gener 
ating the designated symbol combination decreases to 0% as 
illustrated in FIG. 22D. In one embodiment, the probability 
of generating other winning symbol combinations increases 
once the designated symbol combination has been generated 
and decreases to 0%. 

0235. The gaming system may increase the probability of 
being provided or selected associated with a designated 
tournament game outcome in any suitable manner. In one 
embodiment, the gaming system employs a plurality of 
pay tables to increase the probability of generating a desig 
nated tournament outcome. For example, at the beginning of 
a tournament, a central controller messages a first tourna 
ment game program to a plurality of gaming machines for a 
tournament, the first tournament game program including a 
first paytable. The first paytable includes a plurality of 
tournament game outcomes including a designated tourna 
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ment game outcome. The tournament game outcomes are 
each associated with a probability of being provided during 
the tournament. The designated tournament game outcome 
is associated with a first probability of being provided during 
the tournament. The gaming system enables each of the 
gaming machines to download the first tournament game 
program. The gaming system enables each of a plurality of 
players to play tournament games associated with the first 
tournament program. For each tournament game played, the 
gaming system determines a tournament game outcome to 
provide based on the first paytable, provides the determined 
tournament game outcome and displays any award associ 
ated with the determined tournament game outcome. In one 
embodiment, the gaming machines send the determined 
tournament game outcome to a central controller upon a 
triggering event or at the end of each game. 

0236 Upon an occurrence of a triggering event, the 
central controller determines if the designated tournament 
game outcome has been provided. If the designated tourna 
ment game outcome has not been provided, the central 
controller messages a second tournament game program to 
a plurality of the gaming machines for the tournament which 
includes a second paytable. The second paytable includes a 
plurality of the tournament game outcomes including the 
designated tournament game outcome. The tournament 
game outcomes are each associated with one of the prob 
abilities of being provided during the tournament. Each of 
the tournament game outcomes may be associated with the 
same probabilities as the first paytable or probabilities that 
are different from the first paytable. The designated tourna 
ment game program is associated with a second probability 
of being provided. The second probability of being provided 
is higher than the first probability of being provided. The 
gaming machines enable each of a plurality of players to 
play tournament games associated with the second tourna 
ment program in the tournament. For each the tournament 
game played, the gaming machine determines one of the 
tournament game outcomes to provide based on the second 
pay table, provides the determined tournament game out 
come and displays any award associated with the determined 
tournament game outcome. The gaming machine sends the 
determined tournament game outcome to the central con 
troller. This process of employing new paytables that have a 
higher probability of being generated associated with a 
designated award continues until the designated award is 
generated. 

0237. At the end of the tournament, the central controller 
determines a tournament winner based on the displayed 
awards. It should be appreciated that the tournament out 
comes and the awards may be determined by the central 
controller which messages the determined game outcomes to 
the gaming machines which display the game outcomes and 
awards determined by the central controller. The central 
controller may continue to employ new paytables in the 
tournament that have a higher probability of being generated 
associated with a designated award until the designated 
award is generated in the tournament. It should also be 
appreciated that the central controller may message a plu 
rality of paytables to the gaming machines or the gaming 
machines may store a plurality of paytables. The central 
controller then messages the gaming machines regarding 
which paytable to employ at different points in the 
tOurnament. 
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0238. In one embodiment, the gaming system centrally 
determines the game outcomes or awards and guarantees 
that the jackpot or maximum award will be displayed to a 
player during a tournament and that the maximum award is 
only displayed to one player during a single tournament. 
Certain central determination gaming systems have been 
implemented wherein the central system maintains one or 
more predetermined pools or sets of random number or 
game play seeds. In these systems, the central processor 
selects a game play seed and the selected game play seed is 
communicated to an individual gaming machine. The gam 
ing machine utilizes the communicated game play seed to 
determine the predetermined game outcome. In one embodi 
ment, the tournament has a predetermined pool of tourna 
ment game outcomes and/or tournament awards that include 
all available tournament game outcomes and/or tournament 
awards. In one embodiment, the central controller selects 
one of the tournament game outcomes. One of the gaming 
machines displays the selected tournament game outcome. 
During a tournament, once that tournament game outcome 
has been selected, it is unavailable to be selected and 
displayed again in a tournament or a round of the tournament 
or for a designated time period. In this embodiment, as each 
game outcome is provided to one of the players, the gaming 
system flags or removes the provided game outcome from 
the predetermined set or pool. Once flagged or removed 
from the set or pool, the specific provided game outcome 
from that specific pool cannot be provided again. It should 
be appreciated that a pool may include game outcomes or 
awards. 

0239). In another embodiment, the gaming system 
includes a designated tournament game outcome in a pre 
determined pool. This designated tournament game outcome 
is associated with a maximum award. The gaming system 
randomly determines the tournament game outcomes that 
are not in the predetermined outcome pool. Upon the occur 
rence of a triggering event, the gaming system selects and 
provides the designated tournament game outcome to the 
player and displays the maximum award to the player. That 
is, in one embodiment, a predetermined outcome pool 
includes one or more tournament game outcomes or tour 
nament game awards but not all of the available tournament 
game outcomes or tournament game awards. In this embodi 
ment, the game outcomes in the pool of outcomes are 
provided to one or more players during the tournament upon 
an occurrence of a triggering event or at a certain point in 
time in the tournament and the other game outcomes are 
randomly provided to the players through-out the tourna 
ment. 

0240. As illustrated in FIG. 23, in one embodiment, the 
gaming system randomly determines game outcomes for 
tournament games and upon an occurrence of a triggering 
event, the gaming system provides a player with a desig 
nated game outcome associated with a jackpot award or a 
maximum award. As illustrated in FIG. 23, in one embodi 
ment, the gaming system determines a jackpot award to 
associate with a designated game outcome for an outcome 
pool as illustrated by block 384. It should be appreciated that 
a tournament may include one or more jackpot awards. The 
gaming system enables the players to play the tournament as 
illustrated in block 386. The gaming system randomly 
determines game outcomes for tournament games as illus 
trated in block 388. The gaming system determines if the 
triggering event has occurred as illustrated in diamond 390. 
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In one embodiment, if there is an occurrence of the trigger 
ing event, the gaming system provides one of the players of 
the tournament the designated game outcome from the 
outcome pool and displays the jackpot award to that player 
as illustrated in block 392. If the triggering event has not 
occurred, the gaming system randomly determines game 
outcomes for the tournament games as illustrated in block 
388. After providing one of the players the jackpot award, 
the gaming system continues to generate random game 
outcomes as illustrated in block 394. At the end of the 
tournament, the gaming system determines the winner of the 
tournament. It should be appreciated that an outcome pool 
may include one or more tournament game outcomes that 
are associated with a maximum award. 

0241. It should be appreciated that the gaming system 
may use pools in any suitable manner. In one embodiment, 
the gaming system centrally determines the game outcomes 
or awards and guarantees that the jackpot or maximum 
award will be displayed to a player during a tournament. In 
one such embodiment, the outcome pool includes all of the 
possible outcomes of the tournament. In one Such embodi 
ment, the gaming system associates a designated award with 
one of the tournament game outcomes based on an addi 
tional factor. For example, the tournament game outcome of 
bar bar bar in the first five minutes of the tournament is 
associated with an award of 0 non-redeemable credits. In a 
next five minutes, the tournament game outcome of barbar 
bar is associated with the designated award. In a last five 
minutes of the tournament, the tournament game outcome of 
bar barbar is associated with an award of five non-redeem 
able credits. It should be appreciated that any tournament 
game outcome may be associated with any suitable award 
based on any suitable factor including but not limited to 
previous tournament game outcomes generated in the tour 
nament, a number of total tournament games played, a 
passage of time, a generation of a certain one of the 
tournament game outcomes, an operator input and a tour 
nament SCOre. 

0242. In one embodiment, the gaming machines deter 
mine or generate the tournament game outcomes. In one 
Such embodiment, the central controller sends or messages 
a command to at least one of the gaming machines to not 
provide the tournament game outcome determined by the 
gaming machine and to provide the designated tournament 
game outcome. For example, a gaming machine generates a 
tournament game outcome of the symbols: orange bell 
orange. The central controller, randomly or upon an occur 
rence of a designated event or triggering event, messages the 
gaming machine to not provide the tournament game out 
come of orange bell orange and to provide a designated 
tournament game outcome. 

0243 It should be appreciated that the triggering event 
may be any Suitable event. In one embodiment, the trigger 
ing event is a passage of time. For example, at the end of a 
time period, Such as 12 minutes into a 15 minute tournament, 
the gaming system provides the player who receives the next 
generated game outcome with a designated game outcome 
associated with the jackpot or designated award. In another 
embodiment, the triggering event is a game outcome. In 
another embodiment, the triggering event is a game outcome 
generated in a designated time period. In another embodi 
ment, the triggering event is an operator input. In another 
embodiment, the triggering event is a number of game 
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outcomes, such as a certain number of consecutive winning 
game outcomes. In another embodiment, the triggering 
event is a point total. In another embodiment, the triggering 
event is an accumulating event. In one embodiment, the 
accumulating event is accumulated tournament wide. For 
example, the triggering event is the occurrence of the 
symbol combination bar bar bar ten times by any of the 
gaming machines of the tournament. The triggering event 
may be based on individual player accumulation. For 
example, the triggering event is any player individually 
obtaining three designated game outcomes. 
0244. It should be appreciated that the probability of one 
or more tournament game outcomes being generated, 
selected or provided may increase due to any suitable factor 
or combinations of factors evenly for the group gaming 
machines, including but not limited to: (a) time in a time 
based tournament; (b) number of games played in a number 
of games based tournament; (c) total amount wagered in a 
gaming session in a live money tournament; (d) a player 
ranking and (e) any other player card Statistic. It should be 
appreciated that the probability of one or more tournament 
game outcomes being generated, selected or displayed by 
one or more gaming machines may increase variably for one 
or more gaming machines due to any Suitable factor or 
combinations of factors, including but not limited to: (a) an 
amount of time in a time based tournament; (b) number of 
games played in a number of games tournament; (c) total 
amount wagered in a gaming session in a live money 
tournament; (d) the location of a gaming machine; and (e) 
player tracking statistics. 
0245. It should be appreciated that the maximum award 
or jackpot award may be any suitable award. In one embodi 
ment, the maximum award is a number of points. In another 
embodiment, the maximum award is a number of non 
redeemable credits. In another embodiment, the maximum 
award is a number of player points that apply to the player 
tracking accounts. 
0246. It should be appreciated that the maximum award 
may be provided to any Suitable number of players during a 
course of a tournament. 

0247. It should be appreciated that the gaming system 
may indicate the tournament game awards to the players in 
any suitable manner. In one embodiment, the gaming system 
displays one or more of the tournament game awards to the 
players. In another embodiment, the gaming system audi 
torily indicates one or more tournament game awards to the 
players. In another embodiment, the gaming system indi 
vidually indicates each of the tournament game awards to 
the players. In another embodiment, the gaming system 
indicates each of the tournament game awards to the players 
at a certain point in the tournament. That is, the gaming 
system does not individually indicate every individual tour 
nament game award to a player but Summarizes the tourna 
ment game awards and indicates them to the player upon a 
triggering event. 
0248. It should also be appreciated that the server based 
tournament system disclosed herein enables the tournament 
to be based on criteria other than most accumulated points 
or credits. In one such embodiment, the gaming system 
determines a tournament score or standing for each partici 
pating player based on occurrences of a designated event 
during the tournament. The tournament scoring in one 



US 2008/0070694 A1 

embodiment is completely based on one or more designated 
outcomes or events. For example, the player with the most 
occurrences of scatter pays wins the tournament. It should be 
appreciated that the tournament score may be based on any 
suitable event or combination of events. In one embodiment, 
the player with most occurrences of a single symbol wins the 
tournament. For example, the gaming system determines the 
winner of the tournament based on which player has gen 
erated the most wild symbols during play of the tournament. 
In another embodiment, the player with the most occur 
rences of one or more designated groups of symbols wins the 
tournament. For example, the gaming system scores the 
tournament based on which player generated the most 
flushes in a video poker tournament. In another embodiment, 
the designated event or outcome is generating a symbol in a 
specific location. For example, the gaming system scores the 
tournament based on the cherry symbols in the first column 
or on the first reel. That is, whichever player generates the 
most cherry symbols in the first column of the gaming 
machine is the winner of the tournament. In another embodi 
ment, the winner of the tournament is based on the greatest 
number of total winning combinations. In another embodi 
ment, the winner of the tournament is based on the most 
occurrences of winning outcomes in a row. In another 
embodiment, the winner of the tournament is based on the 
most occurrences of losing outcomes in a row. In another 
embodiment, the winner of the tournament is based on the 
highest single payout of the players. In another embodiment, 
the winner of the tournament is based on the highest average 
payout of the players. It should be appreciated that the 
designated outcome or event may be any Suitable outcome 
or event. In another embodiment, the tournament is based on 
the least occurrences of a designated outcome or event. For 
example, the tournament winner is the player who generated 
the fewest blank symbols in the slot tournament. It should be 
appreciated that the designated award or event may be any 
Suitable event, including but not limited to: (a) a game 
outcome; (b) a point total; (c) a credit total; (d) a bonus 
event; (e) a game event; or (f) any combination thereof. 
0249. It should be appreciated that the tournament may 
have any suitable number of winners. In one embodiment, 
the tournament winners are determined through one or more 
different methods of scoring. For example, the prizes for the 
tournament are three S1000 prizes. The player with the most 
accumulated credits wins S1000, the person with the most 
wins on payline #2 wins #1000 and the person with the first 
occurrence of the symbol combination of bar-bar-bar-bar 
wins S1000. It should be appreciated that the gaming system 
may determine the tournament winners based on any Suit 
able number of methods. 

0250). In one embodiment, the gaming system provides 
awards to a plurality of players in addition to providing an 
award to the overall tournament winner. In one such embodi 
ment, the gaming system determines the tournament winner 
based on a first method of scoring, Such as the player with 
the most points or credits. The gaming system additionally 
determines one or more players to provide an award or prize 
based on another method of Scoring, such as the person with 
the most occurrences of a designated outcome or an event. 
0251. In another embodiment, the player with the most 
occurrences of a designated outcome or event in a certain 
time period during the tournament is the tournament winner 
or wins a prize. In one embodiment, upon the occurrence of 
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a triggering event, the gaming System monitors a designated 
outcome or event for a certain time period to determine a 
tournament winner. For example, upon a player achieving a 
certain symbol combination, the player with the most occur 
rences of a wild symbol for the next 10 minutes during the 
tournament wins a prize. In another example, upon a player 
reaching a certain point level, every time a player gets a 7 
symbol in the next two minutes during the tournament, the 
gaming system provides that player with a point. It should 
be appreciated that the triggering event may be any Suitable 
triggering event, including but not limited to: (a) a game 
outcome; (b) a point total; (c) a credit total; (d) a time period; 
(e) an input from a gaming establishment operator, (f) a 
bonus event, (g) a game event; or (h) any combination 
thereof. 

0252 For example, as illustrated on FIG. 19A, in one 
embodiment, randomly or upon an occurrence of a trigger 
ing event during a tournament, the gaming system holds a 
contest or a sub-tournament to provide one or more players 
with the greatest number of occurrences of a designated 
event a prize. For example, in a synchronized tournament, 
the gaming machines of the gaming system display mes 
sages to the players during the play of the tournament that 
whichever player generates the most wild symbols anywhere 
on the display devices in an 8 minute period wins S250, as 
illustrated on the display device 366 of a gaming machine in 
FIG. 19A. 

0253) As illustrated in FIG. 19A, in one embodiment, one 
or all of the gaming machines display suitable information 
regarding the contest or Sub-tournament. For example, the 
gaming machine display device displays a countdown of 
time in a time display meter 368 and a total number of wild 
symbols in a wild symbol display 370. 
0254 As illustrated in FIG. 19B, in one embodiment, the 
gaming system notifies the players of the tournament which 
player won the S250. In another embodiment, the gaming 
system only notifies the winner of the contest or sub 
tournament. In another embodiment, the winner of the 
contest or sub-tournament is announced at the end of the 
tournament, round or session of the tournament. 
0255. It should be appreciated that intermittent or inter 
mediate awards in a tournament may be determined based 
on any suitable tournament or game parameters or criteria 
which can be measured by the server based system. In one 
embodiment, one or more intermittent awards are based on 
designated symbol occurrences on a designated payline. In 
another embodiment, the player with the first occurrence of 
a designated event wins a prize. For example, the first player 
who achieves a royal flush in a video poker tournament wins 
an award or prize. The gaming system may provide any 
Suitable number of players awards or prizes based on any 
suitable criteria. It should be appreciated that the designated 
award or event may be any Suitable event, including but not 
limited to: (a) a game outcome; (b) a point total; (c) a credit 
total; (d) a bonus event; (e) a game event; or (f) any 
combination thereof. 

0256 In one embodiment, the gaming system requires a 
player to wager a certain amount or to buy into the Sub 
tournament. In another embodiment, the gaming system 
does not require the players to wager certain amounts or to 
buy into the sub-tournament. 
0257. In one embodiment, the gaming system enables 
certain tournament players to participate in the Sub-tourna 
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ment or be eligible for intermittent awards. For example, 
only players playing at a first bank of gaming machines are 
eligible to win the intermittent award. In another example, 
only players of a certain level. Such as gold player status 
level players, are eligible to player for the award. In another 
embodiment, only the players with the 10 lowest scores are 
eligible to win the intermittent award. It should be appreci 
ated that eligibility to participate in the Sub-tournament and 
to win intermittent awards may be determined by or based 
on any suitable criteria. 

0258. In an alternative embodiment, players actively 
playing on the gaming machines of the gaming system but 
not participating in a tournament are eligible to play in the 
Sub-tournament or to win an intermittent award. In one Such 
embodiment, when a tournament is occurring at one or more 
of the gaming machines, the gaming system enables other, 
non-tournament players to compete for an award. It should 
be appreciated that the gaming system may determine the 
eligibility of non-tournament players in any Suitable manner. 
In one such embodiment, the gaming system enables every 
non-tournament player currently playing a gaming machine 
to play in the Sub-tournament. In another embodiment, the 
gaming system only enables certain non-tournament players, 
Such as gold level players, to participate in the Sub-tourna 
ment. In another embodiment, the gaming system deter 
mines which non-tournament players are eligible based on 
the locations of gaming machines. For example, the non 
tournament players of gaming machines 1 to 50 are eligible 
to play in the Sub-tournament. 

0259. In one embodiment, the gaming system requires a 
non-tournament player to wager a certain amount or to buy 
into the Sub-tournament. In one embodiment, the gaming 
system only requires non-tournament players to wager a 
certain amount or to buy into the sub-tournament. In one 
embodiment, tournament players may automatically partici 
pate in the sub-tournament but there is some form of entry 
barrier for non-tournament players. In another embodiment, 
the gaming system does not require any players to wager 
certain amounts or to buy into the sub-tournament. 

0260. In another embodiment, an event in or associated 
with one or more player's games affects an aspect of one or 
more other players game or one or more other players 
tournament. For example, a player's game outcome affects 
one or more of the games, points or credits or tournament 
duration of other players. That is, when a player achieves an 
outcome or a designated event during a tournament, the 
gaming system changes one or more aspects of another 
player's game or credit total. 

0261. As illustrated in FIG. 20A, in one embodiment, 
upon the occurrence of one or more designated events, the 
gaming system provides a player an award funded by the 
other tournament players. For example, if a player triggers 
the symbol combination of bell-bell-bell on an active pay 
line, the gaming system automatically subtracts that amount 
from the accounts or credit meters of each of the other 
tournament players and provides the total to the triggering 
player. During a tournament, every time a player achieves a 
certain symbol combination, the gaming system provides 
that player an award funded by each of the other players. 
This could alternatively occur, only one time or a designated 
number of times. This can also be player specific Such that 
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a player can only have this occur in favor of them a 
designated number of times or against them a designated 
number of times. 

0262. As illustrated in FIG. 20A, a first player, player 
#33, achieves the designated symbol combination of bell 
bell-bell. The gaming system then subtracts S1 from the 
accounts or meters of each non-triggering tournament player 
and provides this total to trigging player #33. As illustrated 
in FIG. 20A, the gaming device provides player #33 a win 
of S55. As illustrated in FIG. 20B, the gaming system 
subtracts a S1 from one of the non-triggering players. 
0263. It should be appreciated that a player may actively 
choose to participate in another player's game affecting their 
game. For example, in one embodiment, the tournament is 
a poker tournament, where every player makes a wager 
against their own hand. The winner of the hand would 
receive a percentage of this wager from every other player. 
0264. It should be appreciated that an amount provided to 
another player funded by tournament players may be funded 
in any Suitable manner. For example, the tournament is a slot 
tournament where paylines #3, #9 and #12 pay out the value 
of winning the combination on the payline. Additionally, for 
paylines #3, #9 and #12, in addition to the paytable win, the 
player receives a credit from every player in the tournament. 
0265. It should be appreciated that one or more players 
games may change any Suitable aspect of the other players 
games or tournament. In another embodiment, when a player 
achieves a designated outcome during a tournament, the 
tournament play of one or more non-triggering players stops 
for a certain time period. For example, when a triggering 
player achieves a certain number of designated symbol 
combinations, the gaming system stops tournament game 
play for a period of 30 seconds on the other non-triggering 
gaming machines. That is, the other players have less time 
to play the tournament and are not scoring points or winning 
credits during this time period. In another embodiment, 
when a player achieves a designated outcome during a 
tournament, the tournament play for triggering players 
increases for a certain amount of time. In another embodi 
ment, when a player achieves a designated outcome during 
a tournament, the gaming system removes time from non 
triggering players and provides Such time to the triggering 
player. For example, when a player achieves a designated 
event, the gaming system takes a minute from the tourna 
ment time of each non-triggering participating player and 
provides it to the triggering player. For example, if there is 
one triggering player and 20 non-triggering players, the 
triggering players tournament game time is extended by 20 
minutes and each of the 20 non-triggering tournament 
players tournament time decreases by one minute. It should 
be appreciated that any Suitable aspect of one or more 
player's game play may affect one or more aspects of other 
players tournaments. An occurrence of one or more desig 
nated events by a player may change any suitable aspect of 
one or more player's games, such as but not limited to one 
or more other players: (i) credit meter; (ii) number of 
winning symbol combinations; (iii) points; (iv) length of 
tournament, (v) number of games in the tournament; and (vi) 
any combination thereof. 
0266. In one embodiment, the gaming system requires 
players to be playing simultaneously. That is, a triggering 
player must be playing at the same time as the affected 
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player. In another embodiment, the players may be playing 
their tournaments at different times. For example, for the 
tournament, each player is provided a number of games to 
play. At 11:00am, a first player receives a tournament game 
outcome of orange orange orange. In this tournament the 
tournament game outcome of orange orange orange results 
in the Subtracting of 3 tournament games from the player 
that received the game outcome orange orange orange. The 
gaming system provides the three tournament games to the 
next player with a tournament game outcome of barbarbar. 
The next player may be playing simultaneously with the 
player that received the tournament game outcome of orange 
orange orange or may play at a different time as that player. 
In one embodiment, the gaming system ensures that a later 
player receives a tournament game outcome of barbarbar 
and provides that player an extra three games for the 
tOurnament. 

0267. It should also be appreciated that an occurrence of 
one or more designated events may not affect all players 
equally. In one Such embodiment, all of the players are not 
affected negatively equally. For example, if a triggering 
player achieves a certain symbol combination, only players 
who are not members of a player tracking system have to 
fund the triggering player's award. In one such embodiment, 
all of the players are not affected positively equally. For 
example, only certain players are eligible to win awards 
funded by other players. It should be appreciated that the 
gaming system may determine which players are affected by 
an event in another player's game or in their own game in 
any Suitable manner. 
0268. In an alternative embodiment, the gaming system 
requires players in a tournament to compete with their own 
money in the competition. For example, a player is given a 
tournament time limit of an hour. During that hour, a player 
may try to win the most points possible using the players 
own money. In one embodiment of a live money tournament 
and a player is required to wager throughout the entire 
tournament. The wager may be a set wager. In this instance, 
players are ranked by total winnings at the end of the 
tournament. Alternatively, if players are enabled to choose 
their wager, a weighting may be used in ranking in order to 
ensure equality among participants in their performance. 

0269. In one embodiment of a tournament, the gaming 
system Surveys each player's non-tournament game results 
and stores one or more of the results which combined form 
a tournament result or score. For example, the gaming 
system saves the top five scores of each player's games that 
the player wagers on during a 24 hour period as a tourna 
ment score. For example, the gaming system requires play 
ers to identify themselves at a gaming machine and enables 
the players to wager and play non-tournament wagering 
games. For each game played, the gaming system provides 
a game outcome and provides any credits associated with 
each played game outcome. The gaming system stores the 
top five credit amounts won by that player for the games as 
a tournament score. In another embodiment, instead of 
storing the awards, the gaming system converts the awards 
into points to store for a tournament score. In one embodi 
ment, the gaming system only stores scores for certain 
games for certain tournaments. For example, the gaming 
system only stores poker scores for the tournament. In 
another embodiment, the tournament includes any Suitable 
game in the casino. It should be appreciated that the gaming 
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system may monitor, Survey or store any suitable game 
scores or awards based on any suitable factors for a tour 
nament. 

0270. It should be appreciated that a live money tourna 
ment may be grouped by any Suitable wagering factor or 
determined in any Suitable manner. For example, gaming 
machines frequently have different wagering denominations 
such as S1, and S2. For a live money tournament, in one 
embodiment, the tournament is grouped by the denomina 
tions of the gaming machines. For example, all of the S1 
gaming machines are grouped together for a first group of 
awards and the S2 gaming machines are grouped together 
for a second group of awards. In another embodiment, 
gaming machines of different denominations are not sepa 
rated, and the player playing the higher denomination gam 
ing machine therefore has a benefit over a player playing a 
lower denomination gaming machine. In another embodi 
ment, the tournament includes an equalizer Such as a Suitable 
math model or algorithm to even out the point distribution 
between gaming machines of different denominations. For 
example, if a first player is playing a S1 gaming machine and 
a second player is playing a S2 gaming machine, the 
tournament includes a point multiplier for the player of the 
S1 gaming machine to even the chances of achieving points 
in the tournament. In another embodiment, the tournament 
includes another equalizer or mechanism to create Substan 
tially equal competition in a live money tournament which 
includes different denomination machines. For example, a 
S1 gaming machine includes fifteen winning symbol com 
binations and a S2 gaming machine includes only twelve 
winning symbol combinations. Therefore, while a player at 
the S2 gaming machine may receive more points for a 
winning symbol combination thana S1 gaming machine, the 
player at the S1 gaming machine may have a higher prob 
ability of triggering a winning symbol combination. 

0271 In another embodiment, the gaming system enables 
the player to select the tournament game to play from a 
plurality of tournament games. In one embodiment, each of 
the tournament games available to the player is equal in 
statistical analysis to ensure parity in the tournament. For 
example, if the player is given the choice of Game A and 
Game B, both games have a 95.7% payout to ensure neither 
player is advantaged or disadvantaged by their choice. As 
discussed above, the tournament games use any Suitable 
equalizer Such as a Suitable math model to ensure equality in 
a game Such as increasing winning symbol combinations, 
providing multipliers, turbo or bonus mode availability or 
any other suitable method. 
0272 Turning back to FIG. 6, in block 114, the gaming 
system determines where to get the player list from. The list 
of players may be stored in the gaming system for an invited 
guest tournament. In one embodiment, the gaming estab 
lishment operator determines the player list and enters the 
player list into the gaming system. In another embodiment, 
the list of players is established as each player plays the 
tournament, such as in an automatic tournament. In another 
embodiment, the players determine the list of players, such 
as in a challenge tournament. 

0273. As illustrated in FIG. 6, in block 116, the gaming 
system determines which gaming machines will participate 
in the tournament. In one embodiment, all of the gaming 
machines in a gaming establishment are operable to partici 
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pate in the tournament. In another embodiment, only certain 
of the gaming machines are operable to participate in the 
tournament. It should be appreciated that as describe above, 
any server based gaming machine may be configured to 
participate in the tournament via one or more commands 
from the central server. 

0274 As illustrated in FIG. 6, in block 118, the gaming 
system determines how the gaming machines for each player 
will be chosen. In one embodiment, the gaming establish 
ment operator enters all of the players and the gaming 
system randomly determines and assigns a tournament eli 
gible gaming machine to that person. That is, the gaming 
system determines and assigns a gaming machine for each 
player of the tournament. In another embodiment, the gam 
ing establishment operator enters all of the players and the 
gaming establishment operator determines and enters a 
gaming machine for each player. That is, the gaming estab 
lishment operator determines and assigns a gaming machine 
for each player of the tournament. In another embodiment, 
a participating player may determine or choose that players 
gaming machine. For example, in a synchronized tourna 
ment, a player may enter a player card into the gaming 
machine the player wants to play on. In a self-Scheduled play 
tournament, a player may enter a user card into any partici 
pating gaming machine and play the tournament during the 
specified time period. In one embodiment, a set order is used 
to determine how players are able to choose their tourna 
ment gaming machine. The order may be first come, first 
served. Alternatively, the order may be based on player 
ranking with higher ranking players given priority in choos 
ing their gaming machines. In one embodiment, it is pre 
ferred that the assignment process keeps a “touch and see” 
feel. A gaming establishment may implement any appropri 
ate gaming machine determining randomization process. 
Players may choose to witness the assignment of the gaming 
machines. For example, a name of a registered player may 
be drawn by a gaming establishment employee and a draw 
ing may be held to determine the gaming machine for that 
player. For example, ping pong balls with gaming machines 
numbers are drawn from a cage to match each player to a 
gaming machine. 

0275 FIG. 15 illustrates one embodiment of a method of 
player assignment to gaming machines with the participation 
of the gaming system operator. As illustrated in FIG. 15, 
block 220, the operator begins the player assignments to 
gaming machines for the tournament. The gaming system 
enables the system operator to determine whether the central 
server assigns players to gaming machines for the tourna 
ment, as illustrated in diamond 222. If the gaming system is 
going to assign players to the gaming machines, the central 
server randomly assigns the registered players to the gaming 
machines, as illustrated in block 224. If the central server 
does not assign the gaming machines to players, the gaming 
system enables the operator to manually enter the gaming 
machine assignments into the central server as illustrated in 
block 226. Regardless of whether or not the central server 
randomly assigns the players gaming machines, the gaming 
system displays the gaming machine assignments for each 
session on signs or display devices to inform players of their 
assigned gaming machine, as illustrated in block 228. 
0276 The gaming system determines if the gaming 
machines have been configured for the tournament, as 
illustrated in diamond 230. If the gaming machines have not 
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been configured for the tournament, the gaming system 
continues to poll the assigned gaming machines, as illus 
trated in block 232 to see if they have been configured or 
need to be configured. If the gaming machines have been 
configured, each gaming machine displays the name of the 
assigned player, as illustrated in block 234. The gaming 
system determines if the assigned player is at their assigned 
gaming machines, as illustrated in diamond 236. In one 
embodiment, if the players are not at the assigned gaming 
machines, the gaming system waits for the player, as illus 
trated in block 238. It should be appreciated that the gaming 
system may only wait a designated time or until a designated 
number of players are at their assigned gaming machines 
before continuing to the next step. If each of the players are 
at their assigned gaming machines, the gaming System 
determines if it is time to start the final tournament prepa 
ration, as illustrated in diamond 240. If it is time to start the 
final tournament preparation, the gaming machine enables 
the tournament games on the gaming machines as illustrated 
in block 242. If it is not time to start the final tournament 
preparation, the gaming machine instructs the gaming 
machines to offer players non-tournament game play with 
live wagers, as illustrated in block 244. It should be appre 
ciated that in one embodiment, the central server only 
instructs gaming machines that have the assigned player at 
the gaming machine to offer non-tournament game play. The 
gaming system determines if each of the players plays the 
live wager game, as indicated in diamond 246. If the players 
do not play the live wager game, the gaming machine 
displays tournament rules, features, tournament start times 
and/or any other Suitable messages to the player, as illus 
trated in block 248. The gaming machine continues to offer 
player the non-tournament games with live wagers as indi 
cated in block 244. 

0277 If the player plays non-tournament game play with 
live wagers, the gaming system determines if the player has 
cashed out before it is time to start the tournament or of the 
player has remaining credits on the gaming machine when it 
is time to start the tournament, as indicated in diamond 250. 
If the player has not cashed out when it is time for the player 
to begin the tournament, the gaming machine prints a ticket 
to the player with a credit amount, as illustrated in block 
252. The gaming machine then enables the tournament game 
on the gaming machine, as illustrated in block 254. 
0278. As illustrated in FIG. 6, block 120, one of the 
tournament parameters is when to return each gaming 
machine to non-tournament mode. The gaming machines 
may change back instantly or upon a signal from the central 
controller. If there are a number of tournament sessions in a 
row at a gaming machine, that gaming machine may stay in 
tournament mode for a certain amount of time or until each 
session is completed. 
0279 The gaming system is operable to communicate all 
of the tournament parameters to the players in any Suitable 
manner. The gaming system may register players for the 
tournament, invite players to the tournament in any Suitable 
manner and display the scores and outcomes of the tourna 
ment in any suitable manner. The gaming system enables the 
gaming establishment operator to determine what messages 
are communicated to the players and the times that messages 
for the tournament are communicated to the players. 
0280. Upon the configuration of the tournament, players 
are invited to be in the tournament based on the configured 
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qualification criteria. In one embodiment, the gaming system 
informs the player of a tournament qualification on the 
internet, Such as by posting a list of eligible tournament 
players or sending the eligible players an email informing 
them of their invitation to join a tournament. In another 
embodiment, upon qualification due to a game outcome or 
bonus game, the gaming machine immediately invites a 
player to the tournament. 
0281. In one embodiment, the gaming system is operable 
to track player's trends to determine how many players that 
are invited to the tournament will actually play in the 
tournament. For example, in one embodiment, the gaming 
system uses player tracking information, such as the players 
sex, home town, wagering information and other Suitable 
information to estimate how many players will show up for 
a given tournament. The gaming system would use a suitable 
mathematical model or algorithm, such as regression analy 
sis, to predict how many players will play the tournament. 
Using Such math models, the gaming system can determine 
who to invite, how many players to invite and market the 
tournament to the actual, potential players. In one embodi 
ment, the gaming system has an automated process for 
estimating who will come to the tournament and how to 
invite the players. It should be appreciated that tournament 
participation predictions may be completed by the gaming 
system in any Suitable manner. 
0282. In one embodiment, the tournament qualification is 
based on a game outcome or a bonus game. As illustrated in 
FIG. 8, in one embodiment, the gaming system enables a 
gaming establishment employee to register the guests of an 
invited guest tournament. 
0283 As illustrated in FIG. 8, the gaming system enables 
a gaming establishment employee to Swipe a player card or 
enter a player's name to determine if the player is on the 
guest list for the tournament as illustrated in block 124. The 
gaming system determines if the player is on the guest list, 
as illustrated in diamond 126. If the player is not on the guest 
list, in one embodiment, the gaming system enables the 
gaming establishment employee to add the player to the 
guest list, as illustrated in block 128. If the player is on the 
guest list, the gaming system enables the gaming establish 
ment employee to register the player for the tournament as 
illustrated in block 130. If the player is on the guest list, the 
gaming system determines if the tournament is configured as 
a synchronized tournament, as illustrated in diamond 132. If 
the tournament is a synchronized tournament, the gaming 
system enables the employee to select the sessions for each 
round of the tournament for the player as illustrated in block 
134. If the tournament is not a synchronized tournament, the 
gaming system determines if the tournament is configured as 
a self-scheduled tournament as illustrated in diamond 136. If 
the tournament is a self-scheduled tournament, the gaming 
system informs the gaming establishment employee and/or 
the player of the dates and times for the tournament, as 
illustrated in block 138. In one embodiment, if the tourna 
ment is a self-scheduled tournament, the gaming system 
informs the gaming establishment employee and/or player of 
the gaming machines that are operable to participate in the 
tournament as illustrated in block 138. If the tournament is 
not a self-Scheduled tournament, the gaming system deter 
mines if the tournament is configured as a delayed bonus 
tournament, as illustrated in diamond 140. In one embodi 
ment, if the tournament is a delayed bonus tournament, the 
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gaming system enables the player to immediately play the 
tournament, as illustrated in block 142. Alternatively, if the 
tournament is a delayed bonus tournament, the gaming 
system enables the player to play the tournament upon an 
appropriate bonus trigger. If the tournament is not a self 
scheduled tournament, a synchronized tournament, or a 
delayed bonus tournament, the gaming system enables the 
gaming establishment employee to enter any required infor 
mation for any other type of tournament as illustrated in 
block 144. 

0284. In one embodiment, the gaming system enables a 
player to self-register for a tournament at a kiosk, at a 
gaming machine or on the internet, without the aid of a 
gaming establishment worker for a guest list tournament. 
FIG. 9 illustrates one embodiment of a method of self 
registration for a tournament. As illustrated in FIG. 9, the 
gaming system enables the player to enter a tournament 
using an input device. The gaming system enables the player 
to enter identifying information, as illustrated in block 146. 
In one such embodiment, the gaming system enables the 
player to Swipe a player card to enter the tournament. 

0285) The gaming system determines if the player is on 
the guest list for the tournament, as illustrated in diamond 
148. If the player is not on the guest list, in one embodiment, 
the gaming system does not enable the player to register for 
the tournament, as illustrated in block 150. In one embodi 
ment, the gaming system informs the player to see an 
employee to be added to the guest list, as illustrated in block 
152. If the player is on the guest list, the gaming system 
determines if it is the time period configured for player 
registration, as illustrated in block 154. In one embodiment, 
one of the configuration requirements for the tournament is 
setting a time period (e.g., dates and times) for the player to 
accept an invitation by registering for the tournament. If it 
is not the time period configured for player registration, the 
gaming system does not enable the player to register for the 
tournament, as illustrated in block 156. It should be appre 
ciated that the gaming system may provide the player with 
any other appropriate messaging. In one embodiment, if the 
player is registering at the wrong time, the gaming system 
informs the player of the correct time for registration. The 
gaming System may provide any messaging to a player Such 
as how to enter the tournament, how to register the tourna 
ment, information about future tournaments, the tournament 
location and times and any other Suitable information. 
0286 If it is the time period for configuration, the gaming 
system enables the player to register for the tournament, as 
illustrated in block 158. 

0287. In one embodiment, the gaming system determines 
the configured type of play of the tournament. As illustrated 
in diamond 160, the gaming system determines if the 
tournament is a synchronized tournament. If the tournament 
is a synchronized tournament, the gaming system enables 
the player to register for a session time for each round of the 
tournament, as illustrated in block 162. The gaming system 
determines if the tournament is a self-Scheduled tournament 
as illustrated by diamond 164. If the tournament is a 
self-scheduled tournament, the gaming system informs the 
player of the times the player may play and which gaming 
machines the player may play on, as illustrated in block 166. 
If the tournament is not a self-scheduled tournament, the 
gaming system determines if the tournament is configured as 
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a bonus tournament, as illustrated in diamond 168. In one 
embodiment, if the tournament is a bonus tournament, the 
gaming system enables the player to immediately play the 
bonus tournament upon registration as illustrated in block 
170. Therefore, the player may immediately register for the 
tournament upon the bonus tournament win at a gaming 
device and then immediately play the tournament. Addition 
ally, if the player decides to delay the play of the bonus 
tournament and play the tournament a different date, upon 
registration for the tournament at a gaming machine on the 
Subsequent date, the player immediately plays the bonus 
tournament on that gaming machine. That is, in one embodi 
ment upon registration, a player may automatically use the 
bonus entry to play the tournament. In another embodiment, 
the gaming system enables the player to register for a 
delayed bonus tournament and pick at time to play the bonus 
tournament. If the tournament is not a self-scheduled tour 
nament, a synchronized tournament, or a bonus tournament, 
the gaming system enables the gaming establishment 
employee to enter any required information for any other 
type of tournament as illustrated in block 172. 

0288 FIG. 10 illustrates one embodiment of self-regis 
tration. An apparatus Such as a gaming machine 10c enables 
the player to self-register by entering pertinent information 
into a gaming machine. In the illustrated embodiment, the 
gaming machine enables the player to enter information via 
display device 16 including a touch screen keyboard. The 
gaming system enables the player to enter any information 
for registration for the tournament, such as a player name, 
player nickname, an identification number, a player tracking 
number or any other information. In one embodiment, the 
gaming system also enables the player to Submit other 
information at the gaming machine during player registra 
tion. For example, the player may select which future 
tournaments to receive information on, how they want 
information displayed to them during the tournament, or any 
other suitable information. In another embodiment, the 
gaming system enables the player to select how to receive 
reminders for the tournaments. For example, a player may 
select to be emailed a reminder or immediately print a 
reminder. 

0289. In another embodiment, the player registers for the 
tournament using biometric registration, such as by a finger 
print or hand print. In another embodiment, the tournament 
is an anonymous tournament where registration is based on 
Some factor that is not matched to a player. For example, a 
non-logged in player at a gaming machine wins a tourna 
ment entry and the gaming machine provides the player an 
identification number to register for the tournament. The 
player can therefore register for the tournament without 
revealing his or her identify. 

0290. It should be appreciated that the gaming system is 
operable to cause a tournament triggering gaming machine 
to print a ticket with any pertinent information on it upon 
registration. For example, if the player is assigned an 
identification number for the tournament, the gaming system 
may print a ticket including the information. In one embodi 
ment, if the player registers for the tournament on a gaming 
machine or at a kiosk, the gaming machine or kiosk prints 
a reminder Such as the date and time of the tournament. It 
should be the player may register for the tournament and be 
reminded of the tournament in any Suitable manner. 
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0291. It should be appreciated that during registration, a 
player or a gaming establishment employee may enter any 
information necessary or required by the tournament. The 
gaming system may be operable to receive a nickname or 
name for the player to display on a scoreboard for the 
tournament or any player card information for the tourna 
ment. In one embodiment, the gaming system is operable to 
upload and display a scanned image or an icon for the 
tournament. In one embodiment, the player enters a nick 
name and an icon which represent the player on one or more 
of the display devices during the tournament. In one Such 
embodiment, a gaming establishment worker and/or the 
gaming system may scan and/or sensor nicknames and icons 
that will be displayed to the general public. Additionally, if 
the tournament is conducted over the internet or other data 
network, the gaming system may include a program to 
ensure that information displayed during the tournament 
conforms to current industry censorship standards. 
0292. It should be appreciated that the gaming system 
may be used to reschedule, cancel and add players to the 
tournament in any Suitable manner. For example, if a player 
is late to a tournament the player may register for another 
session or another tournament through any appropriate 
method. Additionally, if a player wants to join a tournament 
when the player is not registered, the gaming system may 
enable the player to quickly join the tournament through 
self-registration or registration through a gaming establish 
ment employee. The gaming system enables a player who 
has not yet started playing the tournament, to change session 
times or to cancel participation in the tournament. 
0293. In one embodiment, a number of gaming machines 
in Synchronized tournaments are reserved for each tourna 
ment. When the session for the synchronized tournament is 
full, the gaming system enables the player to use a reserved 
seat. In one embodiment, this option to use a reserved seat 
is limited to certain players, such as players at a certain rank 
or level. 

0294 FIG. 11 illustrates one embodiment of a method of 
synchronized tournament mode of the present disclosure. As 
illustrated in block 174, the central controller sends the 
tournament game program to each of the participating 
gaming machines. It should be appreciated that the central 
controller may send the gaming machine the game program 
at any point prior to the start of the tournament. It should 
also be appreciated that the gaming machine may store the 
tournament game and the central controller may send a 
command to execute the game program. As illustrated in 
block 176, a certain time period prior to the start of the 
tournament session, the central controller sends a message to 
place the available tournament credits and/or tournament 
minutes on the display device of each gaming machine 
participating in the tournament. The gaming system displays 
player information on one or more display devices as 
illustrated in block 178. The player information may include 
but is not limited to the participating player's name and 
player rank. The gaming system begins the tournament and 
enables the players to play the tournament, as illustrated in 
block 180. The gaming system provides each of the players 
the selected tournament game and the same paytable. Upon 
a certain event, each gaming machine sends the players 
information and scores to the central server. The event may 
be any Suitable event Such as an amount of time, such as 
every second or every minute, the ending of each game on 
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that gaming machine, or any other triggering event. The 
central server causes the display of the player information on 
one or more display devices in the gaming establishment 
and/or on one or more display devices of the participating 
gaming machines, as illustrated in block 182. This method 
enables the central server to provide scoring information for 
the tournament while the tournament is occurring. The 
central controller continues to cause the display of up to date 
tournament information on the display devices of the gam 
ing system 184. For example, the messaging system and sign 
manager may provide the tournament standings, broadcast 
live tournament camera coverage, advertisements, informa 
tion about future tournaments, or any other suitable infor 
mation across the entire gaming establishment on individual 
gaming device display devices and/or on separate displayS. 
Additionally, the messaging may be broadcast over the 
internet or any other Suitable medium. 
0295). Upon completion of the tournament, the central 
controller determines a rank for each of the players accord 
ing to the configured game rules and paytable, as illustrated 
in block 186. The central controller determines if there is 
another tournament game session following the played tour 
nament session, as illustrated in block 188. If there is another 
tournament session scheduled immediately following the 
previous tournament session, the gaming system begins the 
process over again. If there is not another synchronized 
tournament session, the gaming system sends a message to 
each of the participating gaming machines causing the 
gaming machines to Switch back into non-tournament play 
mode, as illustrated in block 190. The gaming machines then 
are operable to accept wagers and resume non-tournament 
game play. The gaming system is operable to track the 
players tournament play during the sessions to determine 
the winners. 

0296 In one embodiment, the gaming system pays out 
prizes to the player directly at the gaming machine. Instead 
of having to leave the gaming machine to redeem a prize, the 
player can automatically Switch back to non-tournament 
game play. The gaming device and gaming System may 
credit the player's account for the win or provide the player 
a ticket to redeem the prize. 
0297. It should be appreciated that any suitable messages 
may be provided to the players before, during and after the 
tournament. For example, if the player tries to register but is 
not qualified, the gaming establishment employee, kiosk or 
gaming machine may inform the player as to why that player 
is not qualified. In various tournaments, the gaming system 
includes a plurality of central display devices or signs that 
are operable to display the requirements and qualifications 
for tournament entry, the times of the tournament, and 
marketing, promotional and advertising information. In 
another embodiment, if the player has a pending tournament, 
upon identification at the gaming machine, the gaming 
machine reminds the player of the upcoming tournament. 
0298. In various tournaments, the central controller 
broadcasts performance messaging to one or more devices in 
the gaming system. In one embodiment, the central control 
ler is incorporated with a sign manager which integrates 
with the central controller to display any suitable informa 
tion. 

0299. By utilizing of the central server to communicate 
with each sign controller, the gaming system presents a 
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wealth of information to the player about not only tourna 
ments the player is participating in, but also other tourna 
ments or jackpot awards that may be available to the player. 
Furthermore, the central server and sign controller configu 
ration enables for the signs to be custom tailored to the 
player who is playing each gaming machine to provide the 
player with information that will be most beneficial to their 
gaming session. The messaging system facilitates complete 
customization of the tournament at the gaming establish 
ment level and tournament level. Additionally, the display of 
the tournament may be customized to the player level. 
displaying the persons name and/or icon on that players 
gaming device. 
0300. The sign controller is central to the sign integration 
used with the tournament system. This sign integration 
provides players with important information regarding the 
tournaments. A sign module in the central server commu 
nicates with the sign controllers of selected display devices/ 
signs (determined by any number of factors) on the gaming 
floor. For example, if a tournament is available only from 
gaming machines in a specific section of a gaming estab 
lishment, only signs and display devices in that specific 
section provide and display tournament information. 
0301 The signs/display devices may broadcast informa 
tion Such as player scores or standings. The signs/display 
devices can provide real time tracking to the player as to the 
status of the tournament. The signs/display devices help a 
player determine their standing in the tournament, what the 
player needs to try to achieve to win, as well as specific 
tournament information, Such as when the tournament is 
over and what is required to participate in the tournament. 
Frequently, to broadcast tournament information, gaming 
establishments employ constant audio announcements 
through out the gaming establishment regarding the tourna 
ment information. The ability to provide this information 
over a sign controller provides stream lined and non-inva 
sive tournament messaging. 
0302) The gaming system of the present disclosure is 
operable to store the information from each tournament 
session. That is, in one embodiment, each tournament ses 
sion is stored as a long term storable item. The gaming 
system may store information for each player including the 
player identification, the player card encoding, the player 
name, the date and time of the beginning and the end of the 
tournament sessions and rounds, the number of credits 
played, the number of games won, and the number of credits 
or points won. 
0303 For various tournaments, the gaming system per 
manently stores and records information regarding the win 
ners of the tournament including, but not limited to, the 
player identification, the player name, the player encoding, 
the tournament name and identifier, the tournament place 
and the prize awarded to that winner. 
0304. In one type of tournament, the tournament is a 
self-scheduled multi-round tournament where the score for 
each round of the tournament counts towards a final score. 
FIG. 12 illustrates a screen shot of a player receiving an 
entry into this cumulative multi-round tournament. The 
tournament may include any number of rounds and the 
tournament may be configured using any Suitable specifica 
tions. In the illustrated embodiment, the tournament is for 
the duration of a month. During that month, the player may 
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play any number of rounds. In the illustrated embodiment, 
the player may play a limit of 20 rounds. The player may 
play only one round a day or any other criteria assigned by 
the operator. To qualify to play a tournament round that day, 
the player must earn 100 points that day. Any suitable 
gaming machine in communication with the central control 
ler (i.e. server based gaming machine) is operable to enable 
the player to play the tournament. For example, in one 
embodiment, each of these 20 sessions will count towards 
the player's final tournament score. Alternatively, only a set 
number of the player's best sessions will count towards their 
final tournament score. In the illustrated embodiment, the 
winner wins S250,000 and the players in second and third 
each win an award of $50,000. 

0305. In another self-scheduled multi-round tournament, 
as illustrated in FIG. 13, the tournament rounds include a 
plurality of preliminary tournament rounds and a final 
round. These preliminary tournament rounds qualify the 
player to play a final round to determine the tournament 
winner(s). In the illustrated embodiment, additional players 
are selected at random to participate for the final round of the 
multi-round tournament. This self-scheduled multi-round 
tournament lasts for a certain duration, Such a week. The 
player has a limited number of rounds that the player may 
play in the time period, such as five. The player plays the 
tournament at the player's leisure upon qualification that 
day. To qualify to play a tournament round that day, a 
gaming establishment may set and determine any Suitable 
required tournament entry fee, such as paying money for an 
entry fee or paying with player points. In the illustrated 
embodiment, the player must earn 50 points that day. Any 
server based gaming machine is operable to enable the 
player to play in the tournament round. Each of these 5 
rounds will count towards a final preliminary round score. 
The top fifteen players and five randomly chosen players 
will qualify to play a final round to determine a winner based 
on the final preliminary round scores. This final round 
determines the big prize winner. The winner wins S150,000, 
with two S30,000 prizes provided to the round winners. 
0306. It should be appreciated that this final round may 
be any Suitable type of tournament. In another embodiment, 
the final round is in the synchronized tournament format. 
That is, the final round is a synchronized tournament where 
all players play at a certain time and a certain location and 
enables spectators to watch the final tournament. 

0307. It should be appreciated that in these multi-round 
embodiments, each score of each round does not always 
count towards the player's final tournament score or round 
score. For example, in one embodiment, only the top score 
of the all of the player's rounds count towards the final score. 
In another embodiment, only the top three scores count 
towards a final preliminary round score to compete in a final 
tournament session. It is possible for a player to play as few 
as three different rounds and still be able to submit a final 
score (or preliminary round score). However, a player 
increases their chance of getting a better score by playing 
more rounds and Submitting up to the limit of twenty Scores 
(of which their top three will be entered). 
0308 An example of one embodiment of this type of 
tournament is as follows. A player is informed that a 
tournament will run from May 1 to May 31 and a final 
score will comprise the top three tournament entries from a 
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limit of up to twenty tournament entries. A player is allowed 
to play once a day during the tournament run. Upon being 
qualified, a player may make an entry into the tournament up 
to twenty times. The following chart illustrates an example 
of the play of three players, with each players top three best 
scores indicated in bold. 

SCORES 

DATE PLAYERA PLAYERB PLAYERC 

May 1st 2O 
May 2nd S4 
May 3rd 65 
May 4th 90 67 
May 5th 59 
May 6th 58 
May 7th 41 
May 8th 45 95 
May 9th 28 
May 10th 110 
May 11th 36 1S6 
May 12th 58 
May 13th 68 50 
May 14th 25 
May 15th 45 
May 16th 11 
May 17th 12 87 13 
May 18th 98 
May 19th 
May 20th 5 12 
May 21st 125 
May 22nd 
May 23rd 60 29 
May 24th S4 
May 25th 28 
May 26th 
May 27th 45 
May 28th 
May 29th 67 
May 30th 18 
May 31st 15 79 
SCORE 291 333 284 

0309 As can be seen, even though Player A made the 
twenty maximum number of entries into the tournament, 
Player A's score was lower by Player B's score who only 
made five tournament entries. Thus, Player B wins the 
tOurnament. 

0310. It should be appreciated that the above tournament 
may include multiple rounds. Additionally, the above tour 
nament may include a top number of qualifying players 
advancing to a final tournament round. 
0311. In another embodiment, the gaming system is oper 
able to conduct a synchronized instant tournament one, a 
plurality or every day of the week. The instant tournament 
creates spontaneous excitement. In one embodiment, any 
carded player or logged on player can qualify to be a 
contestant by meeting specific tournament criteria and will 
instantly be entered into a tournament. Alternatively, any 
player can qualify by meeting specific tournament criteria. 
As illustrated in FIGS. 14A, 14B, 14C, and 14D the instant 
tournament may provide a player a chance to play in a 
tournament on that day upon qualification. 

0312. As illustrated in FIGS. 14A, 14B, 14C, and 14D, in 
one embodiment, the gaming machines 208a, 208b, and 
208c are in banks or groups 204 which include one or more 
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large, group display devices 206. In one embodiment, each 
gaming machine 208a, 208b, and 208c includes a primary 
display 210a, 210b, and 210c to display the tournament 
game, in tournament mode and any suitable primary or 
secondary game in non-tournament game play mode. The 
gaming machines each include at least one secondary dis 
play device 212a, 212b, and 212c to display the tournament 
information and rankings in tournament mode and any 
Suitable primary or secondary game in non-tournament 
game play mode. The primary and secondary display 
devices may display any Suitable information. 

0313 As illustrated in FIG. 14A, in one embodiment, the 
qualifier is winning or earning 75 points on the day of the 
tournament. Each day the tournament is at 6:00. Upon 
qualification, the player may register for the tournament and 
play the tournament at 6:00 that day. 

0314. As illustrated in FIG. 14B, players at the first two 
gaming machines 208a, and 208b qualify to play the tour 
nament. In this illustrated embodiment, the gaming system 
enables the qualifying players to self-enroll or self-register 
for the tournament, as illustrated on the upper display 
devices 212a and 212b of the first two gaming machines 
2008a and 208b, respectively. 

0315. As illustrated in FIG. 14B, the player at the third 
gaming machine is not qualified to play the instant tourna 
ment. 

0316. As illustrated in FIG. 14C, the gaming system 
enables the players who qualify for the tournament to play 
the tournament at their respective gaming machines. That is, 
each of the server based gaming machines has the tourna 
ment game program and parameters loaded on the gaming 
machine. The gaming machine then executes that tourna 
ment game program upon a tournament qualified player 
playing at that gaming station at the tournament start time. 
The first two gaming machines 208a and 208b provide the 
player a countdown to the play of the tournament and are in 
tournament mode. The third gaming machine 208c remains 
in non-tournament play mode and enables players to keep 
playing games on the gaming machine while the tournament 
is in progress. 

0317. As illustrated in FIG. 14D, upon completion of the 
tournament, the gaming system displays tournament infor 
mation and rankings to the player. In this illustrated embodi 
ment, the gaming machines participating in the tournament, 
208a and 208b each display the name or nickname of the 
player and a ranking of the top players. As illustrated in FIG. 
14D, the central display 206 displays the ranking of the top 
20 players for that tournament. It should be appreciated that 
any of the display devices may display any suitable tourna 
ment information. The gaming machine then Switches the 
gaming machines back into non-tournament mode and 
enables the players to keep playing on the same gaming 
machine. 

0318. It should be appreciated that instant tournaments 
may be offered in any suitable number at any suitable time 
of the day. For example, a gaming establishment may offer 
an instant synchronized tournament every two hours, 
increasing the likelihood that a player will continue playing 
on that gaming machine until the next tournament. In 
another embodiment, a gaming establishment offers instant 
tournaments based on a predetermined triggering event or a 
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random determination. That is, the gaming system notifies 
any currently eligible players by displaying information or 
making an audio announcement that a tournament will begin 
in a certain number of minutes. At that time, the gaming 
system initiates the instant synchronized tournament. 
0319. In another embodiment, the initiation of the instant 
tournament is based on when an amount of a tournament 
jackpot. For example, the tournament jackpot is a progres 
sive jackpot where a portion of each wager funds the 
tournament jackpot which is displayed to the players. When 
the jackpot reaches a certain amount, such as S1000, an 
instant tournament begins. The display of the jackpot 
amount creates anticipation for players waiting to play the 
tOurnament. 

0320 In one embodiment, the initiation of the instant 
tournament is based on the current number of eligible 
players. For example, when fifty players join the tourna 
ment, the tournament begins. In one Such embodiment, the 
instant tournament is funded through a progressive jackpot 
system. In one Such embodiment, the gaming system ini 
tiates the tournament only when the number of players 
reaches a designated number and when the tournament 
jackpot reaches a designated amount. In another embodi 
ment, the player may have to pay an entry fee to enter the 
tournament. The timing of an instant tournament may also 
be based on the gaming establishment's data trends. Such as 
having a tournament when the gaming establishment is 
known to have a “low traffic' lull, such as Tuesday morn 
1ngS. 

0321 For example, upon a certain trigger, an instant 
tournament is initiated. Any qualified player, based on any 
Suitable of qualifying criteria, is alerted about the tourna 
ment initiation. In one embodiment, a message appears on 
the eligible player's gaming machine prompting the player 
to join the tournament. The player may then be given the 
opportunity to enroll and register in the tournament. Upon a 
second trigger, the tournament will begin and all qualified 
and registered players play in the tournament instantly. This 
type of tournament creates spontaneous excitement across 
the floor by offering instant, high frequency tournaments. 

0322. In another embodiment, the tournament is a multi 
round, self-scheduled tournament, where upon qualification 
and registration, the gaming system informs the players of 
the number of rounds of the tournament and dates and times 
for each round. The gaming system enables qualified players 
to play the rounds at the player's leisure within scheduled 
times. For example, a self-scheduled tournament first round 
is between 9 am and 12 pm on Saturday, the second round 
is between 1 pm and 3 pm on Saturday and the third round 
is between 4pm and 6 pm on Saturday. In this self-scheduled 
tournament mode, the gaming system enables the player to 
play games in non-tournament mode at a gaming machine, 
make an input to play the tournament at that same gaming 
machine, to play the tournament at that same gaming 
machine and then Switch back to non-tournament mode and 
continue playing regular games at that same gaming 
machine. This setup provides for the player privacy to play 
the tournament without having to leave a gaming machine to 
go to a tournament area. 

0323 For example, in one embodiment, the operator sets 
up a day or dates for the tournament times. Players are 
qualified based on any number of determined criteria. Quali 
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fied players are alerted of their status and can play rounds at 
their leisure within the set up time parameters. For example, 
a first player may play round one at 9am, round two at 1 pm, 
and round three at 5 pm. A second player may player round 
one at 12 pm, round two at 3 pm and round three at 4 pm. 
This setup gives players the flexibility to play when they 
want and how they want. This self-scheduled setup also 
provides them with the ability to play in the player order 
they want in the tournament (i.e., one of the first players or 
one of the last players). In an alternative embodiment, a final 
round may also be played with the top contestants (and 
possibly random wild cards) from the prior rounds. 

0324. In one embodiment, the player may enroll in a 
tournament by selecting a tournament game from a gaming 
machine menu. For example, in a self-scheduled tourna 
ment, the gaming machine enables the player to play non 
tournament games. The gaming machine enables the player 
to select a tournament game from a tournament menu and 
then play a tournament. In one embodiment of an on 
demand tournament, the player may selectively request to 
play a tournament via a game menu on a gaming machine. 
It should be appreciated that the gaming system may enable 
players to select a tournament game in any suitable manner 
and through the use of any suitable input device. 

0325 It should be appreciated that any tournaments may 
be completed in the self-scheduled format. That is, instead 
of a same time where every player is required to play the 
tournament, select times and dates may be offered to the 
player to complete rounds of the tournament. In one embodi 
ment of the self-Scheduled tournament, a player may play at 
the player's decided time after a certain increment of time, 
Such as 45 minutes after qualifying to play in the tourna 
ment. Each day, the gaming system determines one or more 
winners and awards one or more prizes. 
0326 Invarious types of tournaments, the gaming system 
enables the player to play an individual tournament. The 
gaming system enables a single player to play a tournament 
round and provides that player a tournament result based on 
a paytable. For example, if a player reaches a certain number 
of points in the tournament round, that player could qualify 
for a multi-player tournament, a promotional prize, a mon 
etary prize, or merchandise. The player is not competing 
against other players in this type of tournament. It should be 
appreciated that this individual tournament may be played as 
a bonus tournament or a self-scheduled tournament. 

0327 In another embodiment, the tournaments are 
Smaller, micro-tournaments that take less time to play. The 
micro-tournament is a tournament with a shorter duration 
than a regular or typical tournament. For example, the 
micro-tournament may last less than a minute, less than five 
minutes or less than 10 minutes. In the micro-tournaments, 
upon a suitable triggering event, Such as a time of day or a 
number of players joining the tournament, the gaming 
system initiates a tournament. The micro-tournament may 
be synchronized and played as a group or individually 
played. That is, other players may play the micro-tourna 
ment at the same time or individually. In one embodiment, 
these micro-tournaments are regularly scheduled and the 
prizes are smaller than for the regular tournaments. In one 
embodiment, upon a triggering event, such as the generation 
of a symbol combination, the gaming device Switches to 
tournament mode for a micro-tournament. At a micro 
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tournament end triggering event, such as a time period, the 
gaming system determines a winner (instantly or upon an 
end event for a synchronized tournament or upon an end 
event for an individual tournament) and provides the winner 
an award. If the player is still logged on to a gaming 
machine, the gaming system directly provides the player the 
credits or a ticket for the award. If the player is no longer 
playing at the gaming machine, the gaming System messages 
the player, Such as via mail or email, regarding the players 
win. In one embodiment, a player is not limited to a single 
micro-tournament entry but may participate in a play of the 
micro-tournament after each occurrence of the triggering 
event. Thus, players may have multiple entries into the 
micro-tournament. 

0328. In another embodiment, any tournament may be 
played as an on-demand self-scheduled tournament. In one 
embodiment of an on-demand tournament, the players do 
not have to qualify for the tournament but may register to 
play a tournament. In one such embodiment, the players may 
immediately play a tournament and the scores are compiled 
over a certain time period, such as a week. At the end of the 
time period, the gaming system determines the tournament 
winner. In another embodiment, upon registration for an 
on-demand tournament, the player has to wait for a certain 
number of players to register to play in that tournament. For 
example, a tournament does not begin until 40 players have 
registered for the tournament. In one such embodiment, the 
winner is chosen from those 40 players and a prize is 
awarded. In one such embodiment, the players must pay an 
entry fee for the tournament. If entry is free, pending players 
may leave the gaming establishment off-setting the number 
of tournament players. The tournament in one embodiment 
provides an incentive to participate in the tournament. 
0329. In another embodiment, the player may challenge 
another player to a tournament. For example, a player may 
type in a player's name or nickname to challenge the player 
to the tournament. 

0330. It should be appreciated that any tournament may 
include any suitable number of turbo or bonus modes during 
tournament game play. 

0331 In some tournaments with a number of sessions, 
players sometimes believe that if they have a bad first round, 
they have no chance of actually winning the tournament. 
Thus, the player may stop playing the tournament. 
0332 The gaming system may implement a turbo mode 
for any Suitable reason or upon any Suitable triggering event. 
A turbo mode may be used to help a player make up ground 
if the player is trailing. For example, the gaming system 
provides one or more turbo modes to a player for a limited 
time period. Such as when that player ranks in the last five 
players of the tournament. In one embodiment, the turbo 
modes are triggered upon a game event, such as a symbol 
combination. In another embodiment, turbo modes are ran 
domly awarded to players during the tournament. It should 
be appreciated that one or more turbo awards may be 
awarded to the same player at the same time. In one 
embodiment, the turbo modes include or are triggered based 
on a math model or suitable algorithm that is favored to help 
a player make up ground if they are trailing and keep the 
tournament more interesting. Various embodiments of a 
turbo mode include: extra symbol wilds, locked expanding 
wilds, Scatter pays or extra scatter pays, random multipliers, 
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higher paytables, extra points, additional winning combina 
tions, faster play, auto play, extra paylines or extra ways, 
extra reels, or any other desired features. 
0333. In one embodiment, the player's primary display 
device has meters showing the player's current position in 
the standings and what turbo mode they are playing. Turbo 
modes may also be displayed and highlighted when active in 
the tournament game. In an alternative embodiment, the 
gaming machine messages the player whether or not the 
player may go into a turbo mode, Such as “you are in last 
place, you are going into turbo mode.” In one embodiment, 
each of the players begins the tournament with one or more 
turbo modes. The gaming system enables the player to 
selectively activate the turbo modes at any point in the 
tournament. In one Such embodiment, the gaming system 
enables the player to choose the type of turbo mode to 
activate. 

0334. In one embodiment the turbo modes are configured 
to be more likely to be awarded to the players with lower 
scores than the players with the higher scores. In this 
instance, the gaming system is more likely to award turbo 
modes to lower ranked players. 
0335) In another embodiment, the gaming system ran 
domly determines one or more gaming machines or players 
to provide a turbo mode. It should be appreciated that the 
gaming system may randomly change any one of a tourna 
ment players game during play of the tournament. For 
example, the gaming System may randomly provide a tour 
nament player a bonus Such as multiple jackpots for a 
designated period of time, an arbitrary bump or increase in 
the player's score, a special prize, or the opportunity for a 
point bonus if a certain game outcome occurs (such as 
designated Scatter pays, particular poker hand, three blank 
symbols, etc). In certain embodiments, this turbo mode 
“bounces’ around from player to player either at random, or 
based on one or more triggering events. That is, the gaming 
system randomly provides one tournament player a turbo 
mode and then the gaming system provides the next tour 
nament player a turbo mode. This can rotate to each tour 
nament player or to less than all of the tournament players. 
0336. It should be appreciated that the gaming system 
may notify a player of a turbo mode in any Suitable manner. 
In one embodiment, the gaming system causes the second 
ary display of the gaming device that the player is playing 
to display a message, such as an animation, to alert the 
player they are playing in a turbo mode or a turbo mode for 
a designated period of time. In one embodiment, the gaming 
system causes an auditory alert. For example, the secondary 
display of the gaming machine begins to flash colorful 
animation wildly and additionally provides an appropriate 
audio message and/or jingle or song signifying to the player 
and those around the player, that the players tournament 
game is now in turbo mode. The messaging to the player 
may change during the turbo mode in any Suitable manner. 
For example, in the embodiment where the turbo mode 
moves randomly from tournament gaming machine to tour 
nament gaming machine, lighting and/or sound may be used 
to alert the player that the turbo mode is about to terminate 
and move to another gaming machine. 
0337. One turbo mode includes a locked expanding wild. 
In this embodiment, at least one of the reels of the slot game 
stops spinning for a certain time period, a game or a number 
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of games. A wild symbol then expands creating a wild 
symbol at all or a plurality of the symbol locations on that 
stopped reel. This locked expanding wild increases the 
chance of a winning combination for the player. 

0338 Another turbo mode includes an extra symbol 
being wild. That is, upon a triggering event, an extra symbol 
acts as a wild symbol. The extra symbol may act as the wild 
symbol for that game, for a limited time period or may 
require credits to be wagered to maintain the extra wild 
symbol. 

0339. In another turbo mode, all pays are evaluated as 
scatter pays in a slot game. That is, instead of the gaming 
machine evaluating symbols along a payline, any combina 
tion of generated symbols count towards the win. 
0340. In another turbo mode, upon a triggering event, the 
player's scores are multiplied by multipliers. These multi 
pliers may be randomly determined or may be determined 
based on some other game event. The multiplier may 
multiply a single game score or multiple game scores. 

0341 In another turbo mode includes a random point 
increase or point increment. In one such embodiment, the 
gaming system adds an amount to the player's score to 
increase the player's points. 

0342. In another turbo mode, the gaming machine 
changes the paytable to provide the player with extra points. 
For example, in one Such embodiment, the gaming machine 
provides one or more extra winning combinations. For 
example, a symbol combination that does not normally 
result in a payout, results in a payout. In another Such 
embodiment, the amount associated with a winning symbol 
combination increases. In another embodiment, a symbol 
becomes a special symbol that provides an award to the 
player. 

0343. In another turbo mode, the gaming machine 
enables the player to play the game faster. That is, the time 
it takes the gaming machine to generate a game result is 
reduced, enabling the player to play more games. In one 
Such example, the gaming machine goes into auto play 
mode, therefore, the player does not have to press a button 
to initiate game play, speeding up the rate of play. 

0344). In another turbo mode, the gaming device changes 
the number of paylines or ways to win. For example, instead 
of having three paylines, the player is awarded five paylines 
during turbo mode. In another embodiment, the player is 
awarded more ways to win. In another embodiment, the 
turbo mode includes scatter pay. 

0345. In another embodiment, the gaming machine (with 
or without instruction from the central server) automatically 
selects the turbo mode for the player and automatically 
begins the tournament mode. 

0346. In one embodiment, the turbo feature is awarded 
randomly by a mystery mechanism that is checked once per 
spin (such as a flag). Certain weighting factors can change 
throughout the tournament, such as at player's point stand 
ing. These weighting factors determine whether or not the 
player receives a turbo mode and can include variables Such 
as position, leader's position, time, or any other variable. 
These weighting factors are used in a calculation to deter 
mine the likelihood of the player receiving a turbo mode. 
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0347. It should be appreciated that a turbo mode may be 
implemented based off of any suitable factor. In one embodi 
ment, the gaming system implements a turbo mode for a 
player based on a player ranking. For example, platinum 
level players receive at least one turbo mode per tournament 
round. In another embodiment, the gaming system imple 
ments a turbo mode for a player based on an extra wager 
made for the tournament. In another embodiment, the gam 
ing system implements a turbo mode for a player based on 
a random determination. In another embodiment, the gaming 
system implements a turbo mode for a player based on time. 
The odds of providing a player with a turbo mode may 
change as the tournament progresses. 

0348. In another embodiment, when the game is set to 
trigger a turbo mode, the gaming system (either the gaming 
device or the gaming system) randomly determines which 
type of turbo mode to award to the player according to a 
weighted table. The weights of the type of turbo modes may 
be static (remain the same throughout the tournament) or 
dynamic (change the weights over time with respect to 
certain factors, such as player performance). 

0349. In another embodiment, the gaming machine deter 
mines the turbo mode without weighting. Alternatively, the 
gaming device enables the player to determine which turbo 
mode to implement. In one embodiment, due to the time 
sensitive nature of tournaments, this choice may be required 
to have been previously stored (such as in the players 
account preferences) and requires no player interaction. It 
should be appreciated that these special bonus or turbo 
features may occur in a tournament game in any combina 
tion concurrently or alone. In one embodiment, the player 
has the option of selecting which turbo option or bonus 
option to employ in the game, lending more strategy to the 
competition. In one Such embodiment, the player selects a 
turbo mode prior to tournament game play. In this embodi 
ment, the player does not have to slow down game play to 
select the turbo mode. Upon receiving a turbo mode, the 
gaming machine automatically goes into the turbo mode 
selected by the player without requiring any player entry or 
input during tournament game play. That is, the gaming 
system saves the player's turbo mode preferences and selec 
tively activates one or more of the turbo modes based on any 
Suitable event. Such as a triggering game event or a random 
determination. 

0350 For example, a number of players compete in a 
timed tournament which lasts for ten minutes. At the end of 
the first fifteen minutes, Player A is winning and Player B is 
drastically behind. With each spin, the gaming system makes 
a determination as to whether each player will receive a 
turbo mode. With the current standings in the tournament, it 
is determined that Player A has a 30% chance of receiving 
a turbo mode with each spin and Player B has a 90% chance. 

0351. After continuing play with turbo mode for two 
more minutes, Player B has received a greater number of 
turbo modes than Player A. Accordingly, the players are 
nearly tied. At this time, the evaluations of whether or not 
the players will receive a turbo mode are aligned with the 
current standings (i.e. both players have a 50% chance or 
receiving the turbo mode). Additionally, the gaming system 
weights the types of turbo modes the players can receive and 
changes the weights of one or more types of turbo modes 
throughout the tournament. 
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0352 Players may join a synchronized tournament at the 
same time. Alternatively, in one embodiment, the gaming 
system includes a frenzy mode where the gaming system 
enables players to elect to join the tournament at particular 
times, in addition to the tournament start time. The gaming 
system may communicate the times to the players in any 
Suitable manner, Such as display the times on one or more 
display devices or signs, make an announcement in the 
gaming establishment, or through player tracking. This 
mode enables players to enter the tournament at multiple 
times. 

0353. The gaming system may create equivalence for 
players joining the tournament at a later time to enable the 
players to catch up in points to the earlier joined tournament 
players in any Suitable manner. In one embodiment, a later 
player receives faster games to achieve more points. In 
another embodiment, all of the points are doubled for the 
later joining players. In another embodiment, the gaming 
system enables the later joining player to place a higher 
wager, increasing possible points for winning combinations. 
In another embodiment, one or more game outcomes are 
multiplied for the later joining players. In another embodi 
ment, the gaming system provides the later joining player 
one or more extra reels. Such reels may be displayed next to 
the originally displayed reels. In another embodiment, the 
gaming system provides the later joining player a second set 
of reels, which may be displayed on a secondary display 
device. In another embodiment, the gaming system provides 
extra paylines for the later joining player. In another embodi 
ment, the gaming device doubles all of the game outcomes 
based on the original paylines for the later joining player. 
The gaming system may employ any Suitable method to 
create parity for the later joining tournament players. 
0354) In one type of tournament, the gaming system 
enables players to choose a tournament game from a list of 
plurality of tournament games. That is, a plurality of the 
games are programmed to have the same odds and a plurality 
of different games may be included in the tournament. 
0355. In one embodiment, the gaming system enables 
teams to play tournaments. That is, a plurality of players 
either form a team to play a tournament or are assigned as 
a team by the gaming establishment operator or randomly by 
the central controller. Team play may be incorporated into 
the scoring of the tournament by utilizing (a) each players 
score in the tournament team rank determination; (b) a 
player's highest score for each team in the tournament team 
rank determination; or (c) only select scores from one or 
more of the players for each team in the tournament team 
rank determination. 

0356. In one embodiment, the gaming system enables 
players at different locations or gaming establishments to 
compete against each other. In one such embodiment, the 
players compete against every other player in the tourna 
ment to win the prize. That is, the player plays against other 
players in the gaming establishment the player is playing in, 
and additionally plays against other players at other gaming 
establishments. 

0357. In another multi-property embodiment, teams are 
formed by the player's locations. These teams then compete 
against each other for the tournament prize. For example, 
five players are on a team and six gaming establishment 
locations have a team. Each of the six teams competes 
against each other for a prize. 
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0358 In another team tournament embodiment, the tour 
nament is a multi-round tournament. In the first round, each 
of a plurality of players plays on a same team in a prelimi 
nary round. In the final round, each member of the quali 
fying teams plays individually to win the grand tournament 
prize. For example, Team A includes Players 1, 2, and 3 and 
Team B includes players 4, 5, and 6. For the first round, the 
players of Team A compete against the players of Team B to 
advance to the final round of the tournament as a team. Team 
A advances to the final round. In the final round, the players 
of Team A. Players 1, 2, and 3, individually play the 
tournament. That is, each of the players competes against 
each and is no longer on a team. 

0359. In another embodiment, the tournament makes 
game pays from tournament wins. That is, upon a tourna 
ment win, the gaming system credits the players tourna 
ment account or credit meter and immediately Switches the 
gaming machine back to non-tournament mode. The gaming 
system then enables the players to use the tournament win to 
wager on non-tournament games at the same gaming 
machine. 

0360. It should be appreciated that the gaming system of 
the present disclosure may operate over a wireless gaming 
system. The gaming machines of the gaming system may be 
hand held or wireless devices that enable players to play 
non-tournament and tournament games at a variety of dif 
ferent locations. Any aspect or step of the tournament or 
regular game play may be accomplished through Wireless 
game play, including the functions of the gaming establish 
ment operator. For example, the gaming establishment 
operator may start the tournament round or session from a 
wireless apparatus or a player may play a round or session 
from a wireless apparatus. Wireless apparatuses may display 
any suitable type of information to the players, to the public 
and/or to the gaming establishment operators such as, a list 
of qualified players, the scores of a tournament, the rules of 
the tournament and any other Suitable information. 
0361. In one embodiment, the gaming system enables 
one or more players to make one or more side bets on one 
or more players tournament performance. In this embodi 
ment, the player is enabled to place a side bet, or side wager 
on the outcome of one or more tournament players' games. 
Once the player places a side bet for a designated player 
performance, the gaming system provides the player an 
outcome based on that side wager or side bet. In one 
embodiment, the gaming system enables the player to wager 
on his or her own performance. In one embodiment, the 
gaming system enables non-tournament players to place 
side wagers. In one embodiment, the gaming system only 
enables players to wager on player performance prior to the 
start of the tournament. In another embodiment, the gaming 
system enables players to wager on player performance 
while the tournament is occurring but stops the wagering 
upon a triggering event. In this embodiment, the system is 
constantly recalculating odds and associated payout based 
on current performance. 

0362. Such side wagers may be used in any sort of 
proposition wagering. For example, side wagers may be 
made on where a certain player is going to finish (i.e., the 
lower half or the upper half of the tournament players). The 
side wagers may be made on a final point total for a player 
(i.e., point total over 1000 points). Additionally, the side 
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wagers may be placed on the age of the winner, whether the 
winner may be male or female or any other type of propo 
sition betting. 
0363. In one embodiment, the tournament offers insur 
ance to a player that they will make it to a final round or win 
a prize in the tournament. That is, for a monetary fee, a 
player can win money for not winning the tournament. For 
example, a player may buy insurance for a set fee, S5, and 
if the player does not win an award in the tournament, the 
player receives a certain award, such as S10 back. However, 
if the player wins the tournament, the player does not receive 
the insurance back. It should be appreciated that insurance 
may be used in any Suitable aspect of tournament play. 
0364 The points earned in a tournament may be used by 
the gaming system in any Suitable manner. In one embodi 
ment, the tournament points are added to a player's account. 
In another embodiment, tournament points qualify players 
for one or more other tournaments. In another embodiment, 
collecting a certain number of tournament points within a 
specified time period enters the player in a drawing for a 
pr1ze. 

0365. In one embodiment, the gaming machines available 
for a tournament or enrolled in a tournament identify them 
selves to potential tournament players and gaming estab 
lishment workers. This identification may be completed in 
any suitable manner. 
0366. In one embodiment, the gaming machines each 
include lights around at least one of the display devices. The 
gaming machine illuminates the lights to indicate that the 
gaming machine is either available for a tournament, in 
tournament mode or is in pre-tournament mode. It should be 
appreciated that the primary display and/or the secondary 
display may include lights to indicate one or more gaming 
machine states. 

0367. In another embodiment, the gaming establishment 
causes the gaming machine to be illuminated by a spotlight 
to indicate that the gaming machine is either available for a 
tournament, in tournament mode or is in pre-tournament 
mode. 

0368. In another embodiment, one or more sides or parts 
of each gaming machine is clear and the gaming machine 
illuminates the part of the gaming machine to indicate a 
gaming machine state. For example, the top box or top part 
of the gaming machine includes glass panels to the left of the 
secondary display and the right of the secondary display. 
The gaming machine illuminates one or both of the glass 
panels to indicate that the gaming machine is either available 
for a tournament, in tournament mode or is in pre-tourna 
ment mode. For example, the gaming machine illuminates 
the left panel to indicate that the gaming machine is avail 
able for a tournament and the right panel to indicate that the 
gaming machine is in tournament mode. 
0369. In one embodiment, a plurality or all of the gaming 
machines of the gaming system include a candle. A candle 
is a light that is typically located on the top of the gaming 
machine. In one embodiment, the candles are round so that 
an attendant or gaming establishment worker can see the lit 
candle from any direction. It should also be appreciated that 
the candle and may be any Suitable size and any Suitable 
shape. The candle may be lit for any suitable reason. In one 
embodiment, when a gaming machine enters a tournament 
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mode, the candle of that gaming machine is lit to indicate to 
the gaming establishment operator that the gaming machine 
is in tournament mode. 

0370. It should be appreciated that the candles of a 
gaming machine may be lit for any number of reasons. In 
one embodiment, the gaming machine illuminates the candle 
if a player attempts to cash out an amount that is too large 
for the machine to pay or the machine runs out of money So 
that an attendant can make a hand payment to the player. In 
one embodiment, the candles are also lit if the player 
requests service Such as bar service. In any case, the candle 
informs the gaming establishment operator that the gaming 
device or player needs attention so that an attendant or 
operator can respond efficiently. 

0371. In one embodiment, the gaming system illuminates 
the candles of the gaming machines differently for different 
purposes. That is, the gaming system may illuminate the 
candle differently depending on a particular problem that 
needs to be addressed or the gaming mode that needs to be 
indicated. It should be appreciated that the different gaming 
machine conditions or modes may be indicated by a candle 
in any suitable manner. 
0372 For example, if an attendant is needed by a player 
at a gaming machine, the gaming System causes the candle 
to be illuminated a certain color, such as yellow. When a 
gaming machine causes the gaming machine to Switch to 
tournament mode, the gaming machine causes the candle to 
be illuminated in another color such as red. 

0373) In another embodiment, the candle is structurally 
able to signal different problems or gaming modes to the 
operator simultaneously. For example, in one embodiment, 
the candle includes two openings for light to permeate. That 
is, in one embodiment, the candle has a lower slit and an 
upper slit. The gaming system illuminates the lower slit 
when a gaming operator is needed at a gaming machine and 
the gaming system illuminates the upper slit when the 
gaming machine is in tournament mode. 
0374. In another embodiment, instead of a physical 
marker on a gaming machine to indicate tournament mode, 
Such as the candle, the gaming system includes a graphical 
marker, Such that the gaming system has the capability to 
indicate tournament machines. For example, the gaming 
system includes a graphic representation of the floor. That is, 
the gaming system includes a layout representing all of the 
gaming machines on a gaming establishment floor. In one 
embodiment, this graphical representation is displayable via 
a kiosk, personal computer or a gaming machine to a gaming 
establishment operator. This graphical representation may 
be used in any step of the tournament process. In one 
embodiment, a marker/flag is associated and displayed with 
the gaming machines in tournament mode to enable the 
gaming establishment operator to quickly identify which 
gaming machines are in tournament mode and so that the 
operator may perform various queries relating to them. For 
example, the gaming system enables the gaming establish 
ment operator to view only the occupied tournament gaming 
machines, only view the unoccupied tournament gaming 
machines view the winning tournament gaming machine or 
any other Suitable sorting of the gaming machines. 

0375 FIGS. 16A, 16B, 16C, 16D and 16E illustrate one 
method of a tournament. As illustrated in FIG. 16A, the 
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operator opens the tournament on an apparatus such as a 
personal computer to configure the tournament, as illustrated 
in block 260. The operator determines and sets any suitable 
tournament parameters, as illustrated in block 262. For 
example, the operator may set any of the parameters previ 
ously discussed, such as the tournament time, the type of 
tournament, the tournament game, the gaming machines, the 
affiliated signs and the time of the tournament. As illustrated 
in block 264, the gaming system configures at the tourna 
ment at the scheduled server. As illustrated in block 266, the 
gaming system goes into pre-tournament mode at a config 
ured or reserved time. That is, a certain amount of time prior 
to the start of the tournament, the server prepares the 
determined gaming machines for the tournament. 
0376. As illustrated in FIG. 16A, in block 268, the server 
identifies which gaming machines are configured for the 
tournament to place the gaming machines in pre-tournament 
mode and disable the gaming machines from non-tourna 
ment game play. As illustrated in diamond 270, for each 
gaming machine, the server determines if the tournament 
gaming machine is idle. If the tournament gaming machine 
is not idle, the gaming system waits for a predetermined 
time, as illustrated in block 272. If the tournament gaming 
machine is idle, the gaming system disables the gaming 
machine from live play, as illustrated in block 274. As 
illustrated in block 276, the gaming device, in thin client 
mode (meaning that the server is controlling the display of 
the gaming machine) displays a custom message on the 
tournament gaming machines that are disabled from live 
play. The custom message may include any appropriate 
message, including but not limited to information about the 
tournament, the gaming machine and the start time. In one 
embodiment, server downloads the tournament program to 
the gaming machines memory. Such that the processor of the 
gaming machine controls the game, as illustrated in block 
278. 

0377 As illustrated in FIG. 16B, the server confirms the 
configuration of the tournament as illustrated in block 280. 
The server determines if all of the number of configured 
gaming machines are in tournament mode, as illustrated in 
diamond 282. If the number of gaming machines are not 
configured in tournament mode, the gaming system deter 
mines whether to reserve additional gaming machines, as 
illustrated in diamond 284. That is, the gaming operator 
determines a number of gaming machines to configure for 
the tournament. Before the tournament begins, the server 
determines if each of those gaming machines became idle 
and was disabled. If a player remained playing on one of the 
tournament gaming machines, the operator determines 
whether to reserve more gaming machines. If the operator 
wants to enable the player on an occupied tournament 
gaming machine to keep playing non-tournament games, the 
operator may select another gaming machine for the tour 
nament and rapidly configure that gaming machine. If a 
gaming establishment operator selects to disable a gaming 
machine that a player is playing on, the gaming establish 
ment may offer an incentive to the player to transfer to 
another gaming machine. Such as a free amount of game 
credits. It should be appreciated that adding more gaming 
machines may also be used to accommodate last minute 
tournament entries. For example, if a player registers or 
joins the tournament within five minutes to the start of the 
tournament, the operator may add in another gaming 
machine for that player. 
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0378 If the operator determines to reserve additional 
gaming machines for the tournament, the operator deter 
mines more gaming machines from the list of idle gaming 
machines to configure for the tournament, as illustrated in 
block 286. The server determines if the server can configure 
the determined idle gaming machines for the tournament, as 
illustrated in diamond 288. If the server cannot configure the 
idle gaming machines, the operator reserves additional gam 
ing machines, as illustrated in block 286. It should be 
appreciated a gaming establishment operator may reserve 
additional gaming machines for any suitable reason. 

0379. As illustrated in FIG. 16B, when either the gaming 
machines have been disabled, as illustrated in block 290 or 
if the gaming system determines not to reserve additional 
gaming machines, as illustrated in diamond 284, the server 
enables the tournament game on each of the configured 
tournament gaming machines, as illustrated in block 292. 
The server configures the signs of the gaming system to 
tournament mode, as illustrated in block 294. As indicated in 
block 296, the tournament begins when it is time to start the 
tournament. The gaming system configures signs and other 
display devices into tournament mode, as illustrated in block 
2.94. 

0380. In one embodiment, once a sufficient number of 
gaming machines are reserved, the server begins the final 
tournament preparations, as illustrated in FIG. 16C, block 
296. In one embodiment, the server enables the game 
program on the enrolled gaming machines, as illustrated in 
block 298. The gaming machine displays the final message 
to the registered players, as illustrated in block 300. The 
primary display of each enrolled gaming machine displays 
the game and sets each player's points and times to default 
values, as illustrated in block 302. The server causes the sign 
displays to message about registered players not present at 
their assigned gaming machine, as illustrated in block 304. 
As illustrated in block 306, the server sends a duplicate 
message of which players are absent to the operator. 

0381. The gaming system determines if the operator 
approves the start of the final countdown to the tournament 
start, as illustrated in diamond 308. If the operator does not 
approve the start of the final countdown to the tournament 
start, the server determines if is the time for the final 
countdown scheduled time, as illustrated in diamond 310. If 
it is the scheduled time, the server causes the countdown to 
be displayed on the enrolled gaming machines and signs as 
illustrated in block 314. If the operator determines it is time 
to start the scheduled countdown, the server determines if 
the operator has started the final countdown to the tourna 
ment, as illustrated in diamond 312. If the operator has not 
started the time to the final countdown, the server continues 
to determine if the operator has started the final countdown. 
If the server determines that the final countdown has started, 
the server messages the gaming machines and the signs to 
display the final countdown to the tournament, as illustrated 
in block 314. After the final countdown, the server messages 
the gaming machines to start the tournament as illustrated in 
block 316. 

0382 As illustrated in FIG. 16D, block 318, the gaming 
machines each display the tournament game, as illustrated in 
block 318. The gaming machines enable the registered 
players to play the tournament game at the assigned gaming 
machine, as illustrated in block 320. The players' points and 
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ranks are updated on the gaming machine displays and signs, 
as illustrated in block 322. The server sends and receives 
variables of the players, such as the player's status, time, 
points and rank, as illustrated in block 324. That is, the 
server receives messages from each gaming machine regard 
ing the player of that gaming machine. The server then sends 
that message to the other gaming machines and signs. As 
illustrated in diamond 326, the server determines if each of 
the players receives a turbo feature based on the variables. 
If the player receives one or more turbo features, the server 
enables one or more turbo modes for a time period to enable 
the player to score more points, as illustrated in block 328. 
Either when the turbo mode is over, or if the player does not 
receive a turbo mode, the base tournament game continues, 
as illustrated in block 330. The tournament continues with 
different players in different game modes, as illustrated in 
block 332. For example, one player may be playing with two 
turbo modes and one player may be playing with four turbo 
modes. The server causes the signs to display updates with 
messages and player rankings, as illustrated in block 334. 
For each player, that player's position and points and the top 
ranked players are displayed on that player's gaming 
machine, as illustrated in block 336. According to the 
tournament configurations, the tournament ends, as illus 
trated in block 338. 

0383 As illustrated in FIG. 16D, each gaming machine 
sends the results to the server, as illustrated in block 340. 
The gaming machine and signs display final session results 
such as player rankings, and further round of information, if 
there are multiple rounds, as illustrated in block 342. As 
illustrated in block 344, in a multi-session tournament the 
sign displays display information from multiple sessions. 
Upon the session conclusion, round conclusion or tourna 
ment conclusion, the gaming machines each print a ticket 
with the player results for each player at each gaming 
machine, as illustrated in block 346. These results confirm 
the tournament game results for that player. 
0384 As illustrated in FIG. 16D, the server determines if 
each gaming machines is enrolled in another tournament 
session, as illustrated in diamond 348. If the gaming 
machine is not enrolled for another tournament session, the 
server enables live wager or non-tournament gaming mode 
on that gaming machine, as illustrated in block 350. The 
gaming machines return to standard/non-tournament game 
mode and enable the tournament player to remain at the 
gaming machine to play non-tournament games, as illus 
trated in block 352. 

0385) If the gaming machine is enrolled in another tour 
nament session, the gaming machine remains in tournament 
mode, as illustrated in block 354. The server sends the next 
assigned player information to the gaming machine, as 
illustrated in block 356. The gaming machine sits idle and 
waits for the assigned player, as illustrated in block 358 and 
the whole process begins again. 
0386. As illustrated in FIG. 16E, after each of the ses 
sions, the server compiles and sorts each of the players 
points or game results. The server determines if the tourna 
ment is a multi-round tournament, as illustrated in diamond 
362. If the tournament is not a multi-round tournament, the 
final results of the sessions and the winners are displayed on 
the signs and kiosk, as illustrated in block 364. The gaming 
system enables the winners to redeem their prize at the kiosk 
or with the operator, as illustrated in block 366. 
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0387 If the tournament is a multi-round tournament, the 
server adds together the session results for each player in 
each round, as illustrated in block 368 of FIG. 16E. The 
server determines if there is a final qualification round, as 
illustrated in diamond 370. If there is not a final qualification 
round, the server displays the final results of all the rounds 
and the tournament winner on the signs and kiosks, as 
illustrated in block 372. 

0388 If the tournament includes a final round, gaming 
machines enable the qualified players to play the final round, 
as illustrated in block 374 of FIG.16E. One or more winners 
of the tournament are notified at that gaming machine at the 
end of the final round, as illustrated in block 376. For each 
winner, the gaming machine of the winner prints out a ticket, 
as illustrated in block 378. The gaming system enables the 
winners to redeem their prize at the kiosk or with the 
operator, as illustrated in block 380. The server sends a 
message to enable each of the gaming machines participat 
ing in the tournament to go into non-tournament game mode, 
as illustrated in block 382. The gaming machines enable the 
players to play non-tournament games, as illustrated in 
block 384. That is, each of the players of the tournament may 
play non-tournament games on the gaming machine when 
the tournament is over. 

0389 FIG. 17 illustrates one method of a bonus or 
automatic tournament. After the tournament has been con 
figured, the gaming system enables players to enter or 
register for an automatic tournament if a player meets one or 
more qualifying conditions. As illustrated in block 300, the 
gaming machines of the gaming system enable players to 
play standard, non-tournament games and collect points or 
other qualifying events. The gaming machine sends the 
points and other events to the server for each player, as 
illustrated in block 302. The server determines if the player 
is qualified for an automatic tournament, as illustrated in 
diamond 304. If the player is not qualified to play the 
tournament, the gaming machine continues enabling the 
player to play non-tournament games, as illustrated in block 
3OO. 

0390 If the server determines that the player is qualified 
for the tournament, the server messages the gaming machine 
to offer a tournament to the qualified player, as illustrated in 
block 306. The server determines if the player accepts the 
tournament, as illustrated in diamond 308. If the player does 
not accept the tournament, the gaming machine continues 
enabling the player to play non-tournament games, as illus 
trated in block 300. 

0391) As illustrated in FIG. 17, if the player accepts the 
tournament, the server enables the gaming machine to 
provide the tournament to the player, as illustrated in block 
310. The gaming machine enables the player to play the 
tournament game on the gaming machine, as illustrated in 
block 312. The gaming machine sends the tournament 
results to the server with identifying information of the 
player, as illustrated in block 314. The server determines if 
the tournament is still active, as illustrated by diamond 316. 
If the tournament is no longer active, the server sends the 
final results or round results to the gaming machines, signs 
and/or kiosks, as illustrated in block 318. The server deter 
mines if a winner is actively playing one of the gaming 
machines, as illustrated in diamond 320. If the winner is 
actively playing one of the gaming machines, the server 
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sends a message to that gaming machine to notify the player 
at that gaming machine of the tournament win, as illustrated 
in block 322. The gaming machine prints an award ticket for 
the winner, as illustrated in block 324. If the winning player 
is not actively playing one of the gaming machines, the 
server notifies the winner by other means, as illustrated in 
block 326. Upon the completion of a tournament game at 
any of the gaming machines, the server sends a message to 
that gaming machine to resume non-tournament game play. 

0392. It should be appreciated that if a player is not 
qualified for a tournament, the gaming system may inform 
the player how to qualify for the tournament in any Suitable 
manner. In one embodiment, when a player is a certain 
number of points away, the gaming machine messages the 
player how much more they have to win to qualify for the 
tournament. For example, if a player is five player points 
away from qualifying the tournament, the gaming system 
messages the player how far they are away from qualifying. 
The gaming system may message the player at certain time 
intervals or upon certain events. In one embodiment, when 
a player attempts to cash out, the gaming system informs the 
player of how far they have to qualify for the tournament. In 
one such embodiment, the gaming system enables the player 
to qualify for a tournament after performing a certain task 
before cashing out. For example, the player presses the cash 
out button and the gaming machine informs the player if 
they play three more games, they will qualify for the 
tournament. It should be appreciated that the gaming system 
may update the player as to the players tournament quali 
fication status in any suitable manner. 

0393 FIG. 18 illustrates one embodiment of an invited 
guest tournament which is a self-scheduled tournament. The 
server stores a list of invited players or player entered for the 
tournament, as illustrated in block 330. The host or operator 
of the tournament enters the time range of the tournament, 
the number of sessions to be played and which gaming 
machines are the eligible gaming machines, as illustrated in 
block 332. In one embodiment, the server downloads the 
tournament game to the enrolled gaming machines before 
the tournament start time, as illustrated in block 334. When 
the tournament time range starts, the enrolled gaming 
machines remain in standard mode and are operable to be 
activated into tournament mode, as illustrated in block 336. 
In one embodiment, the enrolled gaming machines visually 
or audibly identify themselves as tournament ready 
machines, as illustrated in block 338. It should be appreci 
ated that the gaming machines may identify themselves in 
any suitable manner. The server determines if a player is 
identified at an enrolled gaming machine, as illustrated in 
diamond 340. If the player is not enrolled at one of the 
enrolled gaming machines, the gaming machine continues to 
identify which gaming machines are operable to play the 
tournament game, as illustrated in block 338. 

0394 If a tournament player is identified at an enrolled 
gaming machine, the gaming machine messages the player 
an offer to start the tournament session, as illustrated in 
block 342. The gaming machine determines if the player 
accepts the offer to play the tournament session, as illus 
trated in diamond 346. If the player does not accept the offer, 
the gaming machine notifies the player of the time left to 
play or participate in the tournament session, as illustrated in 
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block 348. The gaming machine enables the player to 
continue play standard games with live wagers, as illustrated 
in block 350. 

0395. If the gaming machine determines that the player 
accepts the offer, the gaming machine enables the tourna 
ment game to be played, as illustrated in block 352. The 
player chooses when to the play the tournament game, 
within the allowed time range, as illustrated in block 354. 
Upon player input, the gaming machine enables the player 
to play the tournament game until the tournament game 
ends, as illustrated in block 356. The gaming machine sends 
the tournament game results to the server, as illustrated in 
block 358. The gaming machine provides the player a 
confirmation ticket with the tournament game results, as 
illustrated in block 360. The server sends updated tourna 
ment rankings to gaming machines, signs and kiosks for 
display, as illustrated in block 362. At the expiration of the 
tournament, the server determines the tournament winner 
and notifies the tournament winner via any Suitable method, 
as illustrated in block 364. The gaming system enables the 
gaming machine to return to standard game play. 
0396. In one embodiment, the gaming system includes a 
special accounting system for tournament proceeds and 
payouts. That is, the money allotted for the tournament is 
stored in the gaming system separately than the money 
wagered by players. In one Such embodiment, the gaming 
system includes a first fund that accounts for the wagers 
placed in non-tournament play at the gaming machines. In 
this embodiment, the gaming system includes a second fund 
for the tournament buy-ins and entry fees. That is, player 
money or credits that are spent on tournament play are stored 
apart from player money or credits that are spent on non 
tournament game play. It should be appreciated that the 
gaming system may account for tournament funds in any 
Suitable manner. 

0397. It should be appreciated that any suitable element 
of any of the examples disclosed herein may be combined. 
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It should be understood that various changes and modifica 
tions to the presently preferred embodiments described 
herein will be apparent to those skilled in the art. Such 
changes and modifications can be made without departing 
from the spirit and scope of the present Subject matter and 
without diminishing its intended advantages. It is therefore 
intended that Such changes and modifications be covered by 
the appended claims. 
The invention is claimed as follows: 

1. A method of operating a gaming tournament, said 
method comprising: 

(a) enabling a plurality of players to play a tournament on 
a plurality of gaming machines, said tournament having 
a plurality of tournament game outcomes including a 
designated tournament game outcome, said tournament 
game outcomes each associated with a probability of 
being provided during the tournament; 

(b) for each game played during the tournament, deter 
mining one of the tournament game outcomes to pro 
vide and providing said determined tournament game 
Outcome; 

(c) after a designated event, determining if the designated 
tournament game outcome has been provided; 

(d) if the designated tournament game outcome has not 
been provided in the tournament, increasing the prob 
ability associated with said designated tournament 
game outcome; 

(e) repeating (c) and (d) until the designated tournament 
game outcome has been provided during the tourna 
ment; and 

(f) at the end of the tournament, determining a tournament 
winner based on the provided tournament game out 
COCS. 


