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CARD GAME METHODS AND SYSTEMIS 

CROSS REFERENCE TO RELATED 
APPLICATION 

0001. This application is a continuation of U.S. patent 
application Ser. No. 13/442,393, filed Apr. 9, 2012, and 
entitled “Card Game Methods And Systems.” which claims 
priority through and incorporates by reference in its entirety 
the applicant’s prior Utility Patent Application, filed Oct. 23. 
2008, entitled “Card Game Methods And Systems', Ser. No. 
12/257,034, now U.S. Pat. No. 8,182,324. All such prior 
applications are hereby incorporated by reference in their 
entirety. 

TECHNICAL FIELD 

0002 The present methods relate to traditional and elec 
tronic card games. In particular, the present methods relate to 
card games that determine awards, win indicia, or payouts in 
a “scattered method. The card combinations that produce an 
award, win indicia, or payout are determined by one or more 
cards and/or one or more symbols in one or more hands 
derived from one or more decks. Payouts for card combina 
tions may be dictated by one or more pay tables or by another 
means of reward. 

BACKGROUND 

0003 Traditional card games and video wagering games 
are popular entertainment, especially video poker. In these 
games a player makes a wager and is given a set of cards. In 
Some games, such as Video poker, the player can choose to 
keep or discard selected cards from the display. Replacement 
cards are awarded for the cards that the player has chosen to 
discard. The resulting hand or hands is matched against a pay 
table and payouts are awarded accordingly. Some games 
reward players with prizes or other nonpaying awards. In 
many contemporary games, a player can play multiple hands 
of various game types. For example, a video poker machine 
may display multiple hands of poker to a player. The player 
may chose to keep or discard cards from each of the multiple 
hands. Playing multiple hands may increase the excitement 
experienced by the user because the likelihood that the player 
wins a reward may be increased. 
0004 The video gaming industry has long sought to 
increase the excitement experienced by the player. An 
example of this desire may be evidenced by the ability to play 
multiple poker hands on a video poker machine. However, the 
Video gaming industry has failed to provide payout methods 
that increase the player's excitement. As a result, benefits may 
be realized by providing improved payout methods in order to 
enhance the experience and excitement of the player. 

BRIEF DESCRIPTION OF THE DRAWINGS 

0005. The preferred and other embodiments are shown in 
the accompanying drawings in which: 
0006 FIG. 1 illustrates one embodiment of a gaming 
machine with a five-hand poker game using a button deck. 
0007 FIG. 2 is a flow diagram illustrating one embodi 
ment of a method for game play. 
0008 FIG. 3 illustrates one embodiment of a screen dis 
play for a standalone application of a five-hand draw poker 
scatter game with no additional special symbols. 
0009 FIG. 4 is one embodiment of the screen display for 
FIG.3 after a possible player redraw. 
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0010 FIG. 5A illustrates one example of a pay table for 
hand pays of a scatter poker game. 
0011 FIG. 5B illustrates another example of a pay table 
for scatter pays of a scatter poker game. 
0012 FIG. 5C illustrates a further example of a pay table 
for scatter pays of a scatter poker game. 
0013 FIG. 5D illustrates an additional example of a pay 
table for scatter pays of scatter poker games. 
0014 FIG. 5E illustrates an example of a pay table for 
special symbol scatter pays of scatter poker games. 
(0015 FIG.5F is one embodiment of a pay table illustrat 
ing nontraditional combination scatter pays of scatter poker 
gameS. 
0016 FIG. 5G is one example of a pay table illustrating 
scatter awards for nontraditional combinations of scatter 
poker games. 
0017 FIG. 6 illustrates one embodiment of a screen dis 
play for a standalone application of a three-hand stud poker 
and draw poker scatter game with no additional special sym 
bols. 
(0018 FIG. 7 illustrates the screen display of FIG. 6 after a 
possible player redraw, and the winning scatter pay is indi 
cated by a dotted outline. 
0019 FIG. 8 illustrates one embodiment of a screen dis 
play for a standalone application of a seven-hand stud poker 
game with additional special symbols. 
0020 FIG. 9A illustrates one embodiment of a 12-button 
deck configuration for input commands. 
0021 FIG.9B illustrates one configuration of an 11-but 
ton deck configuration for input commands. 
0022 FIG. 9C illustrates one example a 15-button deck 
configuration for input commands. 
0023 FIG. 10 is a flow diagram illustrating one embodi 
ment of a method for awarding a payout according to a scat 
tering combination. 
0024 FIG. 11 illustrates various components that may be 
utilized in a video card game system. 

SUMMARY 

0025. A method for providing a payout based on a scat 
tered combination of game cards is disclosed. More than one 
hand of cards is displayed. Each hand of cards includes one or 
more card positions. A card is placed in each of the one or 
more card positions. Characteristics associated with each 
card in the each hand of cards are analyzed. At least one card 
in a first card position in a first hand of cards is combined with 
at least one card in any card position in at least one hand of 
cards that is not the first hand of cards. A determination is 
made that a winning combination of cards is formed based on 
the characteristics associated with each card that is combined. 
A payout award is provided based on the winning combina 
tion of cards from within the plurality of hands of cards. 
0026. In some embodiments, the characteristics associ 
ated with each card comprise a card rank and a card Suit. In 
certain embodiments, the characteristics associated with each 
card comprise a wild card characteristic. In certain embodi 
ments, the characteristics associated with each card comprise 
a symbol. 
0027. A determination may be made as to whether a spe 
cific pattern is formed by the combined cards. In some 
embodiments, a payout award may be provided based on the 
specific pattern formed by the combined cards. 
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0028. The cards for each hand of cards may be provided 
from a different deck of cards. The combination of cards may 
be compared to combinations of cards provided in a payout 
table. 
0029. A video card game system configured to provide a 
payout based on a scattered combination of cards is also 
disclosed. The video card game system includes a processor 
and memory in electronic communication with the processor. 
Instructions are stored in the memory. The instructions are 
executable to display more than one hand of cards. Each hand 
of cards includes one or more card positions. A card is placed 
in each of the one or more card positions. The instructions are 
also executable to analyze characteristics associated with 
each card in the each hand of cards. In addition, the instruc 
tions are executable to combine at least one card in a first card 
position in a first hand of cards with at least one card in any 
card position in at least one hand of cards that is not the first 
hand of cards. Further, the instructions are executable to 
determine a winning combination of cards is formed based on 
the characteristics associated with each card that is combined, 
and provide a payout award based on the winning combina 
tion of cards. 
0030. A computer-readable medium including executable 
instructions is also disclosed. The instructions are executable 
to display more than one hand of cards. Each hand of cards 
includes one or more card positions. A card is placed in each 
of the one or more card positions. The instructions are also 
executable to analyze characteristics associated with each 
card in the each hand of cards. In addition, the instructions are 
executable to combine at least one card in a first card position 
in a first hand of cards with at least one card in any card 
position in at least one hand of cards that is not the first hand 
of cards. Further, the instructions are executable to determine 
a winning combination of cards is formed based on the char 
acteristics associated with each card that is combined, and 
provide a payout award based on the winning combination of 
cards. 
0031. A method for determining a payout for a card game 

is also described. One or more hands of cards may be dis 
played. Each hand of cards may include at least one or more 
card positions. A card may be placed in each of the hand of 
cards in at least one or more card positions. Characteristics 
associated with each card in the each displayed hand of cards 
may be analyzed. At least a first card in a first card position 
may be combined with at least a second card in the second 
card position. A determination may be made as to whether a 
winning combination of cards is formed by at least the first 
and second cards. If a winning combination is formed, a 
payout award based on the winning combination of cards may 
be provided. 
0032. It is to be understood that this Summary recites 
certain aspects and advantages of Some embodiments of the 
present invention. Additional aspects, advantages, and other 
features of these and other embodiments will become appar 
ent as this Specification proceeds. In this regard, it is to be 
understood that the scope of the invention is to be determined 
by reference to the claims as issued and not by whether any 
given feature or aspect is set forth in this Summary or by 
whether given Subject matter addresses any issues identified 
in the Background set forth above. 

DETAILED DESCRIPTION 

0033 Payouts for conventional and video card games are 
traditionally determined by preset pay lines or configurations. 
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The payouts provided by the present methods may enhance 
the experience of a player that is playing the card game. 
0034. The present payout methods can provide a player 
with an improved or differing playing experience by using 
one or more card hands with one or more card decks. The 
present payout methods are unlike the method of U.S. Pat. 
No. 5,042.818, in which a multi-deck poker game allows an 
additional card or cards to be dealt to from a single hand of six 
or more cards. The present payout methods are also unlike the 
method of U.S. Pat. No. 5,803,809, which uses multiple sepa 
rate decks where each card position is dealt from a predeter 
mined deck of cards to form only a single hand. Another 
method that pays according to a single hand is disclosed in 
U.S. Pat. No. 5,816,916; in that method, cards from the initial 
deal offive cards that match in card rank are grouped together 
and Stacked on top of each other. Replacement cards are then 
dealt from a single, standard deck and the final hand uses 
poker hand rankings to determine winning hand combina 
tions. 

0035. The present payout methods utilize “scattered 
cards or symbols from among a plurality of hands to provide 
one or more winning combinations. This is unlike the method 
of U.S. Pat. No. 6,322,445, in which winning combinations of 
poker hands are determined for the pay lines contained in the 
game array. Other methods that utilize pay lines to provide 
winning combinations are disclosed in: U.S. Pat. No. 4,700, 
948, U.S. Pat. No. 6,976,917, U.S. Pat. No. 6,220,959, and 
U.S. Pat. No. 7,007,953. 
0036. The present payout methods also are unlike the 
method of U.S. Pat. No. 5,531,440. In that method, the player 
is dealt two distinct hands from separate decks of cards and 
pays are awarded for cards in the first hand matching one or 
more cards in the second hand. The method described in U.S. 
Pat. No. 5,531,440 only pays on the initial draw for matching 
Suit and rank. Then, one of the hands disappears and no more 
pays are available for that hand. Cards are not combined from 
both hands for traditional poker pays or other award types. 
0037. The present payout methods are also unlike the 
method of U.S. Pat. No. 6,334,613. In that method, a partial 
hand is provided to a player after an initial wager and the 
actual hand of poker involves the potential for at least two 
distinct games of poker being playable from that partial hand. 
The player may select to play one or more of the potential 
games from at least two distinct game types. This method 
permits multiple game types in multiple hands, but cards are 
not combined from both hands for traditional poker pays or 
other award types. 
0038. The present payout methods also are unlike the 
method of U.S. Pat. No. 6,561,898. In that method, the player 
is initially dealt multiple, partial five-card, stud poker hands. 
Each initial hand has the same cards with the cards displayed 
face-up. Each hand is then completed by dealing its own 
additional cards, and the player wins or loses depending on 
the poker hand ranking of each final hand. No multi-hand 
combination pays exist. 
0039. Further, the present payout methods also are unlike 
the method of U.S. Pat. No. 5,732,950. In that method, the 
player attempts to achieve a high-ranking poker hand on the 
center row by using face-up and face-down cards as potential 
replacement cards for the five cards initially dealt to the center 
row. An alternative method, set forth in U.S. Pat No. 5,732, 
950, involves permitting the player to play up to three hands 
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of video poker at the same time, but each row is treated as a 
separate hand for payout purposes. No multi-hand combina 
tion payouts or awards exist. 
0040. The present payout methods also are unlike the 
methods of U.S. Pat. No. 5,823,873, U.S. Pat. No. 6,007,066, 
U.S. Pat. No. 6,955,356, and U.S. Pat. No. 7,222,857. In these 
patents, the player holds one or more face-up cards which are 
duplicated from the first row into all the other rows. The 
present payout methods allow auto-holding of multiple 
hands, and allow individual holding of multiple hands, but the 
present payout methods do not select cards from a first hand 
as cards to be held which are reused from the first hand into all 
the other hands. 
0041. In some embodiments, the proposed payout meth 
ods can introduce an element of Surprise to the existing card 
games by determining card and symbol combinations that 
were previously not considered in card games. Further, the 
proposed payout methods can, if desired, allow for more 
winning combinations than the typical pay line systems by 
using scattered cards and symbols from one or more hands to 
combine for further winning arrangements beyond traditional 
poker combinations. 
0042. In certain embodiments, the present payout methods 
determine payouts and awards for traditional card games and 
electronic gaming devices. In one example, a player may be 
dealt from 1 to N hands of cards with 1 to M cards in each 
hand. These hands may correspond to various types of poker 
games such as draw poker, stud poker, Caribbean Stud, 
Blackjack, Texas Hold'em, Omaha, Let It Ride and other card 
games which the player can play simultaneously. 
0043. Some games employ one or more holding and/or 
discarding stages with Subsequent replacement cards before 
the final hands are reached. These final cards may then be 
matched against winning combinations in a pay table and 
awards (e.g., monetary awards, credits, etc.) may be awarded 
to the player accordingly. Awards may also occur during 
game play and not just when the final hands are established. 
Additional betting stages may occur during game play. In one 
embodiment, awards and payouts may be nonmonetary. 
0044 Instead of using set pay lines, as in most traditional 
multi-hand poker games, the present methods use a "scatter” 
method whereby the cards in a plurality of card hands or sets 
may be evaluated for applicability to a winning combination 
or combinations. In one embodiment, determinations of win 
ning combinations may be accomplished by traditional poker 
hand rankings, by more complex poker hand rankings, or by 
using a special symbol or symbols on the cards to form unique 
combinations. In at least some embodiments, this can allow 
the player to enjoy potential wins and awards outside the 
traditional pay line method and increases the number of avail 
able winning combinations. 
0045. In at least some embodiments, payout and reward 
methods can incorporate a single-hand or multi-hand card 
game which can, if desired, addscatter pays to traditional card 
games. In some embodiments, the scatter pays may be 
applied to many different types of games including draw 
poker, stud poker, Caribbean Stud, blackjack, Texas 
Hold'em, Omaha, Let It Ride, and other card games. Multi 
hand games may have different game type hands. For 
example, a game may employ a draw poker hand or hands and 
stud poker hand or hands. 
0046 Scatter pay combinations may be determined by 
using card ranks and card Suits and/or by using special sym 
bols. Scatter payouts may occur from similar hand wins (e.g., 
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two or more hands each having a royal flush), or scatter 
payouts may occur from hands combining to make a win 
(e.g., two or more hands combining to make one or more royal 
flushes). The present payout methods may be applied to hands 
with 1 to Nicards. Some scatter payout examples for five-card 
hands may include: 

0047 1. Royal Flush: Similar handwins may pay and/or 
one or more occurrences across multiple hands may pay. 
For example, a four-hand game might pay for a double 
royal flush. 

0.048 2. Straight Flush: Similar hand wins may pay 
and/or one or more occurrences across multiple hands 
may pay. For example, a nine-hand game could pay for 
three straight flushes. 

0049. 3. Four-of-a-Kind: Similar hand wins may pay 
and/or one or more occurrences across multiple hands 
may pay. For example, a two-hand game may pay for a 
two four-of-a-kind. 

0050. 4. Full House: Similar hand wins may pay and/or 
one or more occurrences across multiple hands may pay. 
For example, a seven-handgame might pay for three full 
houses, two full houses, and one full house. 

0051 5. Flush: Similar hand wins may pay and/or one 
or more occurrences across multiple hands may pay. For 
example, a ten-hand game might pay for three single 
hand flushes. 

0.052 6. Straight: Similar handwins may pay and/or one 
or more occurrences across multiple hands may pay. For 
example, a three-hand game might pay for three 
straights, two straights, and one straight. 

0.053 7. Three-of-a-Kind: Similar hand wins may pay 
and/or one or more occurrences across multiple hands 
may pay. For example, a fifteen-hand game might pay 
for five single-hand three-of-a-kinds. 

0.054 8. Two Pair: Similar hand wins may pay and/or 
one or more occurrences across multiple hands may pay. 
For example, a four-hand game might pay for four 
single-hand pairs. 

0.055 9. Jacks or Better: Similar hand wins may pay 
and/or one or more occurrences across multiple hands 
may pay. For example, a nine-hand game might pay for 
six or more single-hand jacks or better. 

0056 10. Wild Cards: Similar hand wins may pay and/ 
or one or more occurrences across multiple hands may 
pay. For example, a seven-hand game might pay for 
seven single-hand wildcards. In addition, a payout may 
occur for seven total wild cards. Further, a payout may 
occur by using all seven wild cards to substitute for 
seven ace-of-Spades or another type of scatter pay. 

0057 11. Same Rank and Suit: Cards of the same rank 
and Suit across multiple hands may pay. For example, a 
five-hand game may pay for five ace-of-Spades, a ten 
handgame may pay for sevenjack-of-hearts, or a seven 
hand game may pay for three two-of-diamonds, etc. 

0.058 12. Super Royal Flush: Royal flushes of more 
than five cards across multiple hands may pay. For 
example, a seven-hand game might pay for a royal flush 
of all thirteen cards in a suit. 

0059) 13. Super Straight Flush: Straight flushes of more 
than five cards across multiple hands may pay. For 
example, a seven-hand game might pay for a straight 
flush often cards in a suit. 
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0060 14. Super Kind: Cards of matching rank across 
multiple hands may pay. For example, a nine-handgame 
might pay for twenty-five or more queen cards. 

0061 15. Super House: Cards of two houses across 
multiple hands may pay. For example, a six-hand game 
might pay for fifteen kings and ten queens. 

0062 16. Super Flush: Flush cards across multiple 
hands may pay. For example, three-hand game might 
pay for ten or more heart cards. 

0063. 17. Super Color Flush: Flush cards of the same 
color across multiple hands may pay. For example, a 
ten-hand game might pay for thirty or more red cards. 

0064. 18. Super Odds and Super Evens: Odd cards or 
even cards across multiple hands may pay. For example, 
a seven-hand game might pay for twenty or more even 
cards. Or, a five-hand game might pay for all odd cards 
and no even cards. 

0065. 19. Super Straight: Straights of more than five 
cards across multiple hands may pay. For example, a 
four-hand game might pay for a straight often or more 
cards. 

0066. 20. Super Pair: Pairs across multiple hands may 
pay. For example, a five-hand game might pay for any 
ten pairs, and a fifteen-hand game might pay for all 
thirteen unique pairs. 

0067 21. Special Symbol: A special symbol or symbols 
(like a colored star) may be added to some or all of the 
cards. Pays may be determined by number of stars, num 
ber of colored stars, number of matching colored stars, 
etc. Multiple symbols (like Suns, stars, moons and oth 
ers) may be applied to increase the payout possibility. 

0068 22. Pattern: Cards across a singlehand or multiple 
hands may pay when a specific pattern is matched. For 
instance, a letter L., a letter X, a house, a Smiley face, or 
other pattern might pay. 

0069. In some embodiments, a scatter pay game utilizing 
the present payout methods may be a standalone game, a 
progressive and/or multilevel progressive (internal and 
linked) game, a tournament game, a group game, etc. The 
game may be played on a traditional casino card table, a video 
gaming machine, a video terminal, over the Internet, on a 
television, or on other gaming devices. One or more wild 
cards may be employed in the scatter pay game. 
0070 FIG. 1 illustrates one embodiment of a video game 
system 100 that may implement the present methods. In one 
example, the system 100 is a gaming machine. The machine 
may include a screen 102 that displays several hands of cards. 
In one embodiment, the hands of cards may be used to play 
five-hand poker game. A player may navigate the cards dis 
played on the screen 102 using a button deck 104. Details 
regarding the various buttons, card layouts, etc. will be 
described below. 
0071 FIG. 3 illustrates one example of a standalone five 
hand draw poker video progressive game 300 that may use the 
payout scatter methods described herein. In one embodiment, 
a main screen 302 includes five, five-card hands 304A, 304B, 
304C, 304D, 304E, which are dealt and drawn by the player. 
In one configuration, no added special symbols are employed 
in this game. Betting may occur at the start of the game or at 
various intervals throughout the game. 
0072. In one embodiment, a payout is awarded for five 
cards of the same Suit and rank scattered across the five hands. 
For example, five ace-of-Spades is the top scatter award, and 
five two-of-clubs is the lowest paying scatter award. 0051 
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The game may employ meters such as the cash/credit meter, 
select hands meter, bet per hand meter, total bet meter, the 
win/paid meter, and the optional progressive meter(s). Inter 
active buttons may also be employed such as: a cashout button 
306, a call attendant button (not shown), a pays button 308 
(which may be combined with a help button 308), a language 
button (not shown), a denomination button (not shown), a 
select hands button 310, a bet per handbutton 312, a bet max 
button (not shown), and a deal/draw button 314. 
0073. Additionally, the game may employ a method to 
hold/discard cards in the one or more hands through buttons 
1500, 1502,1504 illustrated in FIGS.9A,9B,9C. Further, the 
player may select which cards to hold/discard via touch 
screen, such as the main screen 302. The game screen 302 
may include hand markers to indicate which hands are active, 
and the game may include pay indicators for traditional hand 
pays and scatter payS. 
0074 Returning to FIG.3, the player may play from one to 
five hands 304A, 304B,304C,304D,304E and may bet from 
one to five coins per hand. All five hands 304A, 304B, 304C, 
304D. 304E may be dealt from different decks. Secondary 
hands 304B, 304C, 304D, 304E may utilize an auto-hold 
feature to speed up play. In one embodiment, the player may 
override the auto-hold. 
0075 FIG. 2 is a flow diagram illustrating one embodi 
ment of a method 200 for playing the game illustrated in FIG. 
3. A first determination 202 may be made as to whether 
additional funds are required. If it is determined 202 that more 
funds are required, the funds may be established 204. For 
example, a player may insert additional monies into a video 
card game machine. If it is determined 202 that additional 
funds are not required, the player may choose 206 the number 
of hands he/she will play. The player may choose 206 the 
number of hands to play by using the select hands button 310. 
In one embodiment, the player may choose 206 to play one 
hand up to Nhands. For example, the player may choose 206 
to play up to five hands. 
0076. In addition, the player may choose 208 how much to 
bet on each hand. The player may make this choice by using 
the bet per hand button 312. In one example, the player may 
choose 208 how many credits (from 1 to M) to bet on each 
hand. The player may then select 210 the deal/draw button 
214 and the selected number of hands may be dealt to the 
player. 
0077. A second determination 212 may be made as to 
whether additional funds are required for the game to pro 
ceed. If it is determined 212 that more funds are required, the 
additional funds may be established 214. For example, the 
player may insert more coins into the video card game 
machine. If no additional funds are required, a third determi 
nation 216 may be made as to whether the game Supports a 
redraw functionality. If it is determined 216 that the game 
Supports redraw functionality, the player may choose 220 
which cards (from the cards previously dealt to the player) to 
hold. For example, the player may evaluate each card in each 
of the hands dealt to the player and choose 220 which cards to 
hold. 
0078. In an embodiment, a fourth determination 222 may 
be made as to whether or not the game Supports an auto-hold 
feature. If the game does Support the auto-hold feature, cards 
may be automatically held based on certain algorithms or 
settings of the game. The player may choose 224 to de-select 
cards that are automatically held. In addition, the player may 
choose 224 to select cards that are not automatically held. 
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After the player has the opportunity to change cards that 
are/are not automatically held, or if it is determined 222 that 
the game does not support the auto-hold feature, the player 
may press 226 the deal/drawn button 314. Cards that were not 
held may be replaced by newly dealt cards. 
007.9 The second determination 212 may be made as to 
whether additional funds are required for the game to pro 
ceed. If it is determined 212 that more funds are required, the 
additional funds may be established 214. If no additional 
funds are required, the third determination 216 may be made 
as to whether the game Supports redraw functionality. If it is 
determined 216 that the game Supports a redraw functionality, 
the player may choose 220 which cards (from the cards pre 
viously dealt to the player) to hold, as previously explained. 
0080. If it is determined 216 that the game does not sup 
port the redraw functionality, the player may be awarded 218 
a payout according to a certain payout structure. For example, 
the payout method may be based on a traditional hand payout 
method, a scattering payout method, a bonus payout method, 
etc. Details regarding the scattering payout method will be 
discussed below. 

0081 FIG. 4 illustrates one embodiment of a plurality of 
cardhands 404A, 404B, 404C, 404D, 404E, at the conclusion 
of a game. In some embodiments, the card hands yield mul 
tiple wins. For example, a first hand of cards 404A may pay 
for a pair of jacks or better. A third hand of cards 404C may 
pay for a pair of jacks or better. A fifth hand of cards 404E may 
pay for a three-of-a-kind. A second hand of cards 404B and a 
fourth hand of cards 404D may not pay based on the cards in 
these hands. 

0082 In some embodiments, a scatter payout, according 
to the present methods, may payout for a five-of-same-Suit 
and-rank combination. For example, the ace-of-Spades 
appears once in each of the hands of cards 404A, 404B, 404C, 
404D. 404E. As a result, according to the scattering payout 
method, the player also has a winning combination of five 
ace-of-Spades which are scattered across each of the hands of 
cards. 

0083. The plurality-of-hand card game illustrated in FIG. 
4 may use several pay tables. FIGS.5A, 5B, 5C, 5D, 5E, 5F 
and 5G are embodiments of sample hand pay tables 700,702, 
704, 706, 708, 710, 712 that may be used with the card game 
illustrated in FIG. 4. For example, a hand payout table 700 
includes payouts associated with each hand. For example, if 
two hands include a “royal flush” with a bet per hand of 5, the 
player may win a payout of 8000 according to the hand payout 
table 700. 

0084. A first scatter payout table 702 may include payouts 
associated with combinations of cards scattered across the 
plurality of hands played by the player. For example, if there 
are five “same Suit and rank' cards scattered across the hands, 
a payout of 100 may be awarded to the player with a bet per 
hand of 1. If there is a second occurrence of five “same suit 
and rank' cards scattered across the hands, a payout of 200 
may be awarded to the player or an additional scatter multi 
plier may be applied to multiple similar wins. 
0085. A second scatter payout table 704 may also be used 
to award payouts to a player. For example, if a “nine or more 
of a kind” combination is scattered across the card hands, a 
payout of 1000 may be awarded. The payout may increase 
linearly or nonlinearly if more than one occurrence of the 
“nine or more of a kind' combination is scattered across the 
multiple card hands. 
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I0086 A third scatter payout table 706 may also be used to 
award payouts based on symbols. For example, cards used in 
the game may include a symbol and a certain number of 
symbols scattered across the various card hands may result in 
a payout. In addition, a fourth scatter payout table 708 may be 
used as illustrated in FIG. 5E. 
I0087. The card game illustrated in FIG. 4 may optionally 
employ a wild card or wild cards in one or more hands. The 
wild card or cards may substitute for cards in the same hand 
or other hands as deemed by the pay table. Scatter wildcards 
may also be a separate payout as indicated by the pay tables 
702, 704, 706, 708, 710, 712. 
I0088. In another embodiment, the present payout methods 
may be applied to a tournament three-hand (two stud hand 
and one draw poker hand) video game as illustrated in FIG. 6. 
A main screen 902 may include three 902,904,906, five-card 
hands where the top two hands 906, 908 are the stud hands, 
and the bottom hand 902 is the draw poker hand. In one 
embodiment, no added special symbols are employed in this 
game. Tournament style play may be used where the players 
have a play limit to accumulate points, credits, cash or some 
other result determining method. This version of the game 
may include scatter payouts for four-of-a-kinds through 
twelve-of-a-kinds. For example, nine-or-more-of-a-kind may 
be the top scatter award, and four-of-a-kind may be the lowest 
paying scatter award. Scatter awards of five-of-a-kind, six 
of-a-kind, seven-of-a-kind, and eight-of-akind may complete 
the scatter pay awards for this game. 
I0089. In some embodiments as shown in FIG. 6, the game 
may employ standard or other meters such as the cash/credit 
meter, select hands meter, bet per hand meter, total bet meter, 
the win/paid meter, and the optional progressive meter(s). 
Standard or other buttons may also be employed such as: 
cashout; button, call attendant button, pays button, help but 
ton, language button, denomination button, select hands but 
ton, bet per hand button, bet max button, and a deal/draw 
button, as previously described. 
0090. With continuing reference to FIG. 6, some embodi 
ments may allow a player to hold/discard cards through but 
tons. Exemplary button configurations are illustrated in 
FIGS. 9A, 9B, 9C. In addition, the player may hold/discard 
cards via a touchscreen, such as the main screen 102, 302, 
902. The game screens 102, 302, 902 may include hand 
markers to indicate which hands are active, and the game may 
have pay indicators for traditional hand pays and scatter payS. 
0091. In certain exemplary games, such as that illustrated 
in FIG. 6, the player may play from one to three hands 902, 
904,906 and may bet from one to five coins per hand. In one 
embodiment, all three hands 902, 904, 906 are dealt from 
different decks. The Second hand 904 and the third hand 906 
may be stud hands. In other words, the player may not hold/ 
discard cards in the second hand 904 and the third hand 906. 
0092. In certain embodiments, the player chooses the 
number of card hands he/she desires to play and placed a bet 
per hand. The player may press a deal button and the hand(s) 
are dealt. In some embodiments, the player may choose to 
hold cards for the first hand 902. The player may press a draw 
button and the first hand 902 may be drawn (if cards are held 
and/or discarded). In one configuration, the player is awarded 
payouts according to traditional pays and scatter pays in 
accordance with the present Scatter payout methods. 
(0093. As shown in FIG. 7, after the draw, the player may 
have multiple wins: the second hand 1004 pays for a pair of 
jacks or better, and the third hand 1006 pays for two pair 
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according to a traditional payout table. Such as the hand pay 
table 702. The first hand 1002 may not include a winning 
combination. However, a combination across the three hands 
1002, 1004, 1006 may award the player a payout. For 
example, a scatter payout may be awarded for a royal flush in 
spades that is scattered out across the three hands 1002, 1004, 
1006. 
0094. Each of the payout tables previously described may 
be used to award a payout to the player. In addition, the game 
illustrated in FIGS. 6 and 7 may optionally include one or 
more wildcards in one or more hands. The wildcard or cards 
would substitute for its own hand or other hands as deemed by 
the pay table. Scatter wild cards may also be a separate pay 
event if so deemed by the pay table for example. 
0095 Some embodiments of the game may employ stan 
dard meters such as the cash/credit meter, select hands meter, 
bet perhand meter, total bet meter, the win/paid meter, and the 
optional progressive meter(s). One or more standard or other 
buttons can also be employed. Such as a cashout button, a call 
attendant button, a pays button, a help button, a language 
button, a denomination button, a select hands button, a bet per 
hand button, a bet max button, and a deal/draw button. The 
game screen has hand markers to indicate which hands are 
active, and the game has pay indicators for traditional hand 
pays and scatter payS. 
0096 FIG. 8 illustrates another embodiment of a card 
game that uses the present scatter payout methods. In one 
embodiment, the player may play from one to seven hands 
1102, 1104, 1106, 1108, 1110, 1112, 1114 and may bet from 
1 to N coins per hand. The first hand 1102 may be dealt from 
a unique deck. The second and third hands 1104,1106 may be 
dealt from a unique deck, the fourth and fifth hands 1108, 
1110 may be dealt from a unique deck, and the sixth and 
seventh hands 1112, 1114 may be dealt from a unique deck. 
0097. In some embodiments, the player may choose the 
number of hands he/she would like to play and place a bet per 
hand. The player may press the deal button as previously 
explained and the hand(s) may be dealt. In one embodiment, 
the player is awarded payouts according to traditional payouts 
and scatter payouts. 
0098. As shown in FIG. 8, the player can have multiple 
wins if desired. For example, the first hand 1102 and the third 
hand 1106 award a payout for a pair of jacks or better. The 
fifth hand 1110 may award a payout for a three-of-a-kind. The 
seventh hand 1114 may award a payout for a four-of-a-kind. 
According to a scattering payout method, a scatter payout 
may be awarded for ten-any-stars. As illustrated, ten star 
symbols are scattered across each of the hands 1102, 1104, 
1106, 1108, 1110, 1112, 1114. One sample scatter payout 
table with symbols is illustrated in FIGS. 5D and 5E. The 
game illustrated in FIG.8 may optionally employ a wildcard 
or wild cards in one or more hands. The wild card or cards 
may substitute for its own hand or other hands as deemed by 
the pay table. Scatter wildcards may also be a separate pay as 
deemed by the pay table. 
0099. The three demonstration games are representative 
of the many applications of the scatter payout methods and 
how the method may be applied to 1 to Nhands of cards with 
m cards in each hand, and 1 to Phand types such as draw 
poker, stud poker, Caribbean Stud, Blackjack, Texas 
Hold'em, Omaha, Let It Ride, and other card games. A plu 
rality of hand and card combinations utilizing the scatter 
payout methods with a multitude of pay tables and awards is 
possible. FIG.5F and FIG.5G illustrate another embodiment 
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of more sample scatter payouts and awards. As previously 
explained, one or more decks may be used to implement the 
payout and/or award methods described herein. 
0100 FIG. 10 is a flow diagram illustrating one embodi 
ment of a method 1600 for providing a payout award. In one 
embodiment, the payout may be based on a scattered combi 
nation of game cards. In another embodiment, the payout 
award may be based on a combination of wildcards, symbols, 
patterns, etc. In a further embodiment, the payout awards may 
be based on a combination of cards that are the same color. In 
addition, the payout awards may be based on the number of 
odd and/or even numbered cards in the combination of game 
cards. 
0101. In one embodiment, a plurality of hands or cards 
may be displayed 1602. Each displayed hand of cards may 
include more than one card position. In addition, a card may 
be placed in each of the one or more card positions. 
0102. In one embodiment, characteristics associated with 
each card in each hand of cards may be analyzed 1604. 
Characteristics may include a card rank, a card Suit, a symbol, 
etc. In addition, the characteristics may indicate that a card is 
a wild card that may be substituted for another card. Other 
characteristics may include the color of a card, symbols on the 
card, patterns associated with the card, etc. In one example, at 
least a first card in a first card position in a first hand of cards 
may be combined 1606 with at least a second card in a second 
hand of cards. 
0103) In one configuration, a determination 1608 may be 
made as to whether or not a winning combination is formed 
by at least the first and second cards in the first and second 
hands of cards. If it is determined 1608 that a winning com 
bination is formed, a payout award may be provided 1610 
based on the winning combination. However, if it is deter 
mined 1608 that a winning combination is not formed, no 
payout award may be provided. 
0104 FIG. 11 illustrates various components that may be 
utilized in a video card game system 1701. One or more 
systems 1701 may be used to implement the various methods 
disclosed herein. The illustrated components may be located 
within the same physical structure or in separate housings or 
structures. Thus, the term video card game system 1701 is 
used to mean one or more broadly defined computing devices 
unless it is expressly stated otherwise. Systems include the 
broad range of digital computers including microcontrollers, 
hand-held computers, personal computers, servers, main 
frames, Supercomputers, minicomputers, workstations, and 
any variation or related device thereof. 
0105. The system 1701 is shown with a processor 1703 
and memory 1705. The processor 1703 may control the 
operation of the system 1701 and may be embodied as a 
microprocessor, a microcontroller, a digital signal processor 
(DSP) or other device known in the art. The processor 1703 
typically performs logical and arithmetic operations based on 
program instructions stored within the memory 1705. The 
instructions in the memory 1705 may be executable to imple 
ment the methods described herein. 
0106 The system 1701 may also include one or more 
communication interfaces 1707 and/or network interfaces 
1713 for communicating with other electronic devices. The 
communication interface(s) 1707 and the network interface 
(s) 1713 may be based on wired communication technology, 
wireless communication technology, or both. 
0107 The system 1701 may also include one or more 
input devices 1709 and one or more output devices 1711. The 
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input devices 1709 and output devices 1711 may facilitate 
user input and output. Other components 1715 may also be 
provided as part of the system 1701. 
0108 FIG. 11 illustrates only one possible configuration 
of a video card game system 1701. Various otherarchitectures 
and components may be utilized. 
0109 As used herein, the term “determining encom 
passes a wide variety of actions and, therefore, “determining 
can include calculating, computing, processing, deriving, 
investigating, looking up (e.g., looking up in a table, a data 
base or another data structure), ascertaining and the like. 
Also, “determining can include receiving (e.g., receiving 
information), accessing (e.g., accessing data in a memory) 
and the like. Also, "determining can include resolving, 
selecting, choosing, establishing and the like. 
0110. The phrase “based on does not mean “based only 
on unless expressly specified otherwise. In other words, the 
phrase “based on describes both “based only on' and “based 
at least on.” 

0111. The various illustrative logical blocks, modules, 
sections, and circuits described in connection with the 
embodiments disclosed herein may be implemented or per 
formed with a general purpose processor, a digital signal 
processor (DSP), an application specific integrated circuit 
(ASIC), a field programmable gate array signal (FPGA) or 
other programmable logic device, discrete gate or transistor 
logic, discrete hardware components or any combination 
thereof designed to perform the functions described herein. A 
general purpose processor may be a microprocessor, but in 
the alternative, the processor may be any conventional pro 
cessor, controller, microcontroller or state machine. A pro 
cessor may also be implemented as a combination of com 
puting devices, e.g., a combination of a DSP and a 
microprocessor, a plurality of microprocessors, one or more 
microprocessors in conjunction with a DSP core or any other 
Such configuration and may be remote from the gaming 
device. 

0112 The methods disclosed herein comprise one or more 
steps or actions for achieving the described method. The 
method steps and/or actions may be interchanged with one 
another without departing from the scope of the claims. In 
other words, unless a specific order of steps or actions is 
required for proper operation of the embodiment that is being 
described, the order and/or use of specific steps and/or actions 
may be modified without departing from the scope of the 
claims. 

0113. It is to be understood that the claims are not limited 
to the precise configuration and components illustrated 
above. Various modifications, changes and variations may be 
made in the arrangement, operation and details of the sys 
tems, methods, and apparatus described herein without 
departing from the scope of the claims. 
What is claimed is: 

1. A scatter card game award determining method compris 
ing in combination: 

A. providing a scatter card game to a card game player, 
B. during the card game, accessing a scatter card game pay 

table having: 
(i) at least one scatter card combination indicia being 

representative of an associated possible combination 
of cards across at least two virtual or actual hands of 
game cards; and 
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(ii) at least one scatter card award indicia being: 
(a) associated with one scatter card combination indi 

cia; and 
(b) representative of a possible scatter card award to a 

card game player, and 
B. determining whether the card game player has multiple 

virtual or actual hands of game cards deserving of a 
Scatter card award according to the scatter card game pay 
table. 

2. The scatter card game award determining method of 
claim 1 wherein at least the one scatter card combination 
indicia is representative of the same winning hand type in 
each of a plurality of virtual or actual hands of game cards. 

3. The scatter card game award determining method of 
claim 1 wherein at least the one scatter card combination 
indicia is representative of (i) a first winning hand type in a 
first virtual or actual hand of game cards and (ii) a second 
winning hand type in a second hand of game cards. 

4. The scatter card game award determining method of 
claim 1 further comprising: 

C. during the card game, determining whether the card 
game player has a single virtual or actual hand of game 
cards deserving of a single hand award. 

5. The scatter card game award determining method of 
claim 2 further comprising: 

C. during the card game, determining whether the card 
game player has a single virtual or actual hand of game 
cards deserving of a single hand award. 

6. The scatter card game award determining method 3 
further comprising: 

C. during the card game, determining whether the card 
game player has a single virtual or actual hand of game 
cards deserving of a single hand award. 

7. The scatter card game award determining method of 
claim 1 wherein at least one among a plurality of virtual or 
actual hands of game cards includes a poker hand of game 
cards. 

8. The scatter card game award determining method of 
claim 2 wherein at least one among a plurality of virtual or 
actual hands of game cards includes a poker hand of game 
cards. 

9. The scatter card game award determining method of 
claim 3 wherein at least one among a plurality of virtual or 
actual hands of game cards includes a poker hand of game 
cards. 

10. The scatter card game award determining method of 
claim 4 wherein at least one among a plurality of virtual or 
actual hands of game cards includes a poker hand of game 
cards. 

11. The scatter card game award determining method of 
claim 1 wherein each among a plurality of virtual or actual 
hands of game cards includes a poker hand of game cards. 

12. The scatter card game award determining method of 
claim 1 wherein each among a plurality of virtual or actual 
hands of game cards includes a poker hand of game cards. 

13. The scatter card game award determining method of 
claim 3 wherein the first virtual or actual hand of game cards 
and the second hand of game cards each include a poker hand 
of game cards. 

14. A scatter card game award determining method com 
prising in combination: 

A. providing a scatter card game to a card game player, 
B. during the card game, accessing a scatter card game pay 

table having: 
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(i) a plurality of scatter card combination indicia, each 
said scatter card combination indicia being represen 
tative of an associated combination of cards across at 
least two virtual or actual hands of game cards, with at 
least one of said scatter card combination indicia 
being representative of one associated combination of 
card across up to three virtual or actual hands of game 
cards; and 

(ii) a plurality of scatter card award indicia, each said 
scatter card award indicia being: 
(a) associated with one among the plurality of scatter 

card combination indicia; and 
(b) representative of a scatter card award to a card 
game player, 

and 
B. determining whether the card game player has multiple 

virtual or actual hands of game cards deserving of a 
Scatter card award according to the scatter card game pay 
table. 

15. A non-transitory computer-readable medium having a 
scatter card game pay table data structure stored thereon, said 
scatter card game pay table data structure comprising in com 
bination: 

(i) a plurality of scatter card combination indicia, each said 
Scatter card combination indicia being representative of 
a possible associated combination of cards among at 
least two virtual or actual hands of game cards; and 

(ii) a plurality of Scatter card award indicia, each said 
Scatter card award indicia: 
(a) being associated with one among the plurality of 

scatter card combination indicia; and 
(b) being representative of a possible scatter card award 

to a scatter card game player. 
16. The non-transitory computer-readable medium of 

claim 15 wherein at least one scatter card combination indicia 
is representative of the same winning hand type in each of (i) 
a first virtual or actual hand of game cards and (ii) a second 
virtual or actual hand of game cards. 

17. The non-transitory computer-readable medium of 
claim 15 wherein at least one predetermined scatter card 
combination indicia is representative of (i) a first winning 
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hand type in a first virtual or actual hand of game cards and (ii) 
a second winning hand type in a second hand of game cards. 

18. The non-transitory computer-readable medium of 
claim 15 wherein at least one among the two virtual or actual 
hands of game cards is a poker hand of game cards. 

19. The non-transitory computer-readable medium of 
claim 16 wherein at least one among the first virtual or actual 
hand of game cards and the second virtual or actual hand of 
game cards includes a poker hand of game cards. 

20. The non-transitory computer-readable medium of 
claim 17 wherein at least one among the first virtual or actual 
hand of game cards and the second virtual or actual hand of 
game cards includes a poker hand of game cards. 

21. The non-transitory computer-readable medium of 
claim 15 wherein each of the two virtual or actual hands of 
game cards includes a poker hand of game cards. 

22. The non-transitory computer-readable medium of 
claim 16 wherein both of the first virtual or actual hand of 
game cards and the second virtual or actual hand of game 
cards include a poker hand of game cards. 

23. The non-transitory computer-readable medium of 
claim 17 wherein both of the first virtual or actual hand of 
game cards and the second virtual or actual hand of game 
cards include a poker hand of game cards. 

24. A non-transitory computer-readable medium having a 
scatter card game pay table data structure stored thereon, said 
scatter card game pay table data structure comprising in com 
bination: 

(i) a plurality of scatter card combination indicia, each said 
scatter card combination indicia being representative of 
an associated combination of cards across at least two 
virtual or actual hands of game cards, with at least one 
Scatter card combination indica being representative of 
one associated combination of cards among up to three 
or more virtual or actual hands of game cards; and 

(ii) a plurality of scatter card award indicia, each said 
Scatter card award indicia: 
(a) being associated with one among the plurality of 

scatter card combination indicia; and 
(b) being representative of a scatter card award to a 

scatter card game player. 
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