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(57) ABSTRACT

A gaming device operable upon a wager by at least one player
includes: (i) a display device; (ii) first and second entities
displayed on the display device, the first entity representing
the player; (iii) at least one input device configured to enable
the player to choose an offensive play and a defensive play
fore the first entity; (iv) wherein the display device is coun-
tered to display the offensive and defensive plays being coun-
tered by a defensive and offensive play, respectively, for the
second entity; and (v) a processor configured to determine an
outcome for the player based on at least one of (a) a compari-
son of the offensive play for the first entity to the defensive
play for the second player, and (b) a comparison of the defen-
sive play for the first entity to the offensive play for the second
entity.
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GAMING DEVICE HAVING COMPETITION
CONFIGURATION, ATTACK AND
COUNTERMEASURE GAME

PRIORITY CLAIM

[0001] This application is a divisional of, claims priority to
and the benefit of U.S. patent application Ser. No. 11/557,
855, filed on Nov. 8, 2006, which is a continuation-in-part of,
claims priority to and the benefit of U.S. patent application
Ser.No. 11/380,844, filed on Apr. 28, 2006, now U.S. Pat. No.
7,314,410, which is a continuation of, claims priority to and
the benefit of U.S. patent application Ser. No. 10/163,805,
filed on Jun. 5, 2002, now U.S. Pat. No. 7,037,192, which is a
continuation of, claims priority to and the benefit of U.S.
patent application Ser. No. 09/772,763, filed on Jan. 30, 2001,
now issued U.S. Pat. No. 6,425,824, the entire contents of
which are each incorporated by reference herein.

CROSS-REFERENCES TO RELATED
APPLICATIONS

[0002] This application is related to the following com-
monly-owned co-pending patent applications: “GAMING
DEVICE HAVING AN AWARD LEVEL DETERMINA-
TION COMPETITION,” Ser. No. 11/724,920, Attorney
Docket No. 3718611-03817; and “GAMING DEVICE HAV-
ING AN AWARD LEVEL DETERMINATION COMPETI-
TION;,” Ser. No. 11/724,925, Attorney Docket No. 3718611-
03818.

COPYRIGHT NOTICE

[0003] A portion of the disclosure of this patent document
contains or may contain material which is subject to copyright
protection. The copyright owner has no objection to the pho-
tocopy reproduction by anyone of the patent document or the
patent disclosure in exactly the form it appears in the Patent
and Trademark Office patent file or records, but otherwise
reserves all copyright rights whatsoever.

BACKGROUND

[0004] The embodiments described herein relate generally
to a gaming device, and more particularly to a gaming device
having an attack and countermeasure feature.

[0005] Inan attempt to make gaming devices more exciting
and enjoyable for a player, gaming device manufacturers
strive to make games more suspenseful or generally suspense
building. One method and apparatus for making games more
suspenseful includes a secondary or bonus game, which is
played in addition to the base wagering game. Bonus games
have enjoyed much commercial success especially in combi-
nation with the game of slot.

[0006] Free plays or spins of a base slot game and scatter
pays have also been provided to add to the enjoyment of slot.
Bonus games, free plays or spins and scatter pays are popular
in part because the player feels as if the player is receiving
something for free.

[0007] Bonus games, free plays and spins, and scatter pays
that tend to be repetitive (e.g., repeat the same graphics and
sounds) can become less exciting over time to frequent play-
ers. Swapping out bonus games, free plays and spins and
scatter pays with similar but different features to maintain
spontaneity can be done but is relatively cumbersome to do.
[0008] A need therefore exists for a secondary gaming fea-
ture, such as for the base game of slot, which adds to the
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overall gaming experience, does not need regular updating,
and which maintains spontaneity with players and in particu-
lar frequent players.

SUMMARY

[0009] Inone embodiment, the present disclosure provides
a bonus round of a gaming device, which provides the player
with a plurality of selections, wherein the selections prompt
the gaming device to generate an outcome, and wherein the
outcome can be a positive outcome for the player, a negative
outcome for the player or a neutral outcome for the player.
The gaming device displays a plurality of choices to the
player and enables the player to select one of the choices.
[0010] The game preferably includes a database of choice
comparisons or a choice comparator that takes any two of the
choices presented to the player and determines a winner
between the two choices. The game preferably reveals which
choices beat or trump which other choices. In one embodi-
ment, the player and the game each randomly generate a
choice, whereby the game provides a positive outcome to the
player if the player’s choice trumps the game’s choice, the
game provides a negative outcome to the player if the game’s
choice trumps the player’s choice and the game provides a
neutral outcome if the player’s choice is the same as or equal
to the game’s choice.

[0011] In a second embodiment, the game additionally
includes a database of outcomes; namely, a positive player
outcome, a negative player outcome and a neutral player
outcome. The game can equally weight the outcomes or
weight the outcomes so that the game randomly selects one or
more outcomes more often than one or more other outcomes.
In this embodiment, the player makes a choice and the game
randomly generates an outcome, which can be a weighted
outcome.

[0012] When the game generates a positive player out-
come, the game determines its appropriate choice from the
comparison database and displays both its choice and the
positive outcome to the player. This embodiment proceeds
backwards with respect to the previous embodiment. When
the game generates a negative player outcome, the game
determines its appropriate choice from the comparison data-
base and displays both its choice and the negative outcome to
the player. When the game generates a neutral player out-
come, the game determines its appropriate choice from the
comparison database and displays both the choice and the
neutral outcome to the player.

[0013] In both bonus round embodiments mentioned
above, the game enables the player to continue to play until a
negative outcome occurs. The player keeps any prior awards
from positive outcomes and does not risk achieved awards for
the chance to accumulate a higher award.

[0014] The game contemplates different choice display
embodiments described in detail below. In one embodiment,
the game structures the choice comparisons such that each
choice either trumps or is trumped by every other choice. In
this embodiment, only a random selection of the same choice
by the player and the game generates a neutral outcome.
Alternatively, if the game randomly selects a neutral out-
come, the game has only one choice to choose, the choice that
the player selected.

[0015] In another embodiment, the game structures the
choice comparisons such that not every choice trumps or is
trumped by every other choice. In this other embodiment, a
random selection of the player’s choice or a choice not trump-
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ing or trumped by the player’s choice generates a neutral
outcome. Alternatively, if the game randomly selects a neutral
outcome, the game can randomly select the choice that the
player selected or a choice not trumping or trumped by the
player’s choice.

[0016] Further described herein are alternative embodi-
ments for a gaming system, gaming device and method pro-
viding a game such as a bonus game. The gaming device can
include any suitable base game, such as slot, poker, blackjack,
keno, baccarat, etc. The bonus game can be provided on any
type of gaming device media, such as at a casino gaming
device, a gaming kiosk, or at a computer via a network such as
the internet. The bonus game can be played by a single player
at a single gaming machine or can be implemented via a
network and can be played by two or more players simulta-
neously at different gaming devices.

[0017] In one such further embodiment, the game such as
the bonus game provides a feature including a competition or
exchange between two or more competitors, combatants,
icons or other symbols. In one embodiment, each competitor
or combatant makes an individual offensive pick or play from
aplurality of different possible offensive picks or plays and an
individual defensive pick or play from a plurality of different
possible defensive picks or plays. These offensive plays and
defensive plays of are independent from each other. Each
offensive pick or play can hit or score a point against the other
competitor. Each defensive pick can block a hit or point score
via the offensive pick of the other competitor. Points are
tallied over one or preferably a plurality of plays. At the end,
the competitor with the most points wins an award. In another
implementation, a player plays through multiple rounds. In
one such embodiment, if the player beats the competitor, the
player advances to the next round. The player’s award is based
at least in part on how far the player advances.

[0018] The game or feature may be implemented in a single
player or multiplayer format. For example, a single player
could play against a computer or game competitor. Alterna-
tively, multiple single players could each play against a com-
puter or game competitor, i.e., against a same random com-
puter or house draw. Alternatively, two players can play and
pick against each other. Further alternatively, a group of play-
ers can play in a tournament type setting in which winners of
afirst round play each other in a second round. Winners of the
second round play each other in a third round and so on. The
ultimate winner wins the highest award. Lesser amounts may
be paid to players advancing the second farthest, third far-
thest, etc. Consolation rounds can also be played.

[0019] The competition feature can be coupled with any
suitable game theme. In one example embodiment, the game
theme includes a physical combat or fight theme in which two
combatants try to win the fight. Each fighter chooses to attack
a certain area of their competitor’s body and defend a certain
area of their own body for each play. In an alternative example
embodiment, the game involves a tank battle in which each
tank picks an offensive zone to shoot at (where the opposing
tank is predicted to move) and a defensive zone to move to in
an attempt to avoid the opponent’s shot. Other example game
themes are shown and described below.

[0020] The outcomes of the attack and countermeasure
games may be scored and configured in anyone or more of a
plurality of different ways. For example, a point can be
awarded when a hit is scored. The game can include multiple
competitions or rounds after which the player with the highest
total score is the winner. The players can receive a cash or
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credit award that is fixed, based on a total score, based on a
difference between player scores or any combination thereof.
In an alternative embodiment, the player advances to a sec-
ond, third, etc. more lucrative rounds. In this manner, multiple
players can play in tournament fashion.

[0021] In one embodiment, the players choose from the
same group or set of plays. For example, in a fighting game
each player (or single player versus machine) individually
picks from the head, middle body and lower body (i) to attack
and (ii) to defend. If the player’s defended area matches the
opponent’s attack area, then the opponent receives no point
(s). Otherwise, the opponent receives one or more points. If
the attack area is different than the opponent’s defended area,
then the player receives one or more point(s). If the attack area
is the same as the defended area, the player receives no
point(s). Here, winning and losing is based on a matching or
non-matching of the individual player offensive and defen-
sive picks or plays.

[0022] Inone embodiment, winning and losing are chosen
randomly and independently of the chosen plays. For
example, in a basketball themed game, a first player chooses
to drive to the basket and then defend in a man-to-man
defense, while a second player (or the machine) chooses to
defend in zone and then take a jump shot. The resulting hitting
or missing of a basket is determined randomly and indepen-
dently of the offensive and defensive plays called. The ran-
dom decisions can be weighted equally, e.g., 50% basket to
no-basket, or weighted unevenly.

[0023] The amount of points or credits awarded can also
vary randomly or accordingly to a schedule. For example,
more points can be awarded for a less likely victory. For
example, in a football themed game, a blitz defense can be
weighted to succeed less frequently but provide more points
if successful. In another example, the defense could not only
deny points for the opponent but result in a loss of points from
the opponent’s total. In another football example, a long pass
play has a low probability of success, but a high point gain or
award.

[0024] Thus, as described above it should be appreciated in
various embodiments, each play of the set of plays trumps or
is trumped by at least one other play of the set. In one embodi-
ment, the player makes a single pick which has an offensive
component and a defensive component instead of individual
picks of the offensive and defensive plays. For example, a
“rock” pick offensively defeats a “scissors” pick but loses to
a “paper” pick. This embodiment can lead to a tie or draw,
which can be configured to be a push (do over or play again).
Alternatively, the tie or draw causes a wager or stakes
increase, e.g., a win in the next game receives two points
instead of one, while a loss results in two points for the
opponent instead of one. In other embodiments mentioned
above and further described below, the player makes multiple
a single pick which has an offensive component and a defen-
sive component instead of individual picks of the offensive
and defensive plays.

[0025] It should be appreciated that the various embodi-
ments described herein are particularly suited to be imple-
mented using a video monitor and a touch screen overlay,
such that indicia displayed on the monitor can be selected
directly. For example, the display device can display a plu-
rality of play buttons each of which is selectable. Further, the
player may be able to select from a group of displayed char-
acters—to choose the player’s fighter or champion. The plays



US 2011/0092274 Al

or actions selected are enacted or carried-out on the display
device as is the outcome, e.g., credit award, point score, round
advancement, etc.

[0026] In various alternative embodiments, a competition
racing game is provided as a base wagering game or as a
bonus game played in combination with a base wagering
game. In one such implementation, the game has the appear-
ance of being a skill game because the player divides a preset
amount of driving points amongst a plurality of different
driving categories. The gaming machine processor randomly
picks a race track from a plurality of different race tracks for
a given race. Depending on the race track chosen, different
distributions of driving points will cause the player’s car to
fare better or worse in relation to other cars in the race. The
outcome of the race is therefore determined randomly
because the outcome depends upon how well the player’s
driving point distribution matches with the randomly chosen
track. In various embodiments, the categories can be consid-
ered offensive and defensive and the race track can be con-
sidered have offensive and defensive attributes.

[0027] In one example embodiment, four driving catego-
ries are provided, namely, acceleration, braking, cornering
and top speed. It should be appreciated that more or less
categories can be used, but that there should be at least two
categories. Acceleration determines how quickly a car
achieves its top speed. Braking determines how closely the
car can come to a deceleration point of the track, e.g., corner
or turn, before having to brake. Cornering determines how
fast a car can go through a turn or corner. Top speed deter-
mines the maximum speed the car can reach assuming the
tracks provides enough of a straight section to do so.

[0028] A suitable algorithm determines the race outcome
for each car depending on the player’s chosen driving point
distribution and the randomly chosen track. In one embodi-
ment the algorithm calculations are made prior to the race,
after which the race is displayed on the video screens of each
gaming device, on a large overhead video monitor or both.
[0029] In one embodiment, the gaming machine enables
the player to determine the configuration of the player’s rep-
resentative car. The player chooses features such as car style,
color, advertising, logos, numbering, etc. The player’s car
appears as chosen by the player. In this manner, the player can
discern readily which car is his or hers. In one alternative
embodiment, the player’s car appears in the race with number
corresponding to a number associated with the gaming
device.

[0030] In one embodiment, the primary or bonus game
includes multiple races. After each race, each player’s overall
point total is reevaluated. At the end of all the races, winners
and non-winners are determined. In one embodiment, the top
winner takes the whole award or prize. In a contest between
two players, for example, the winner can win the whole award
or prize. In another embodiment, a top percentage of racers
wins an award or prize. For example, in a race amongst ten
drivers, the top three racers win some amount of the whole
award or prize, e.g., 50% to the first place winner, 30% to the
second place winner, and 20% to the third place winner. In a
bonus embodiment, each racer can win a portion of the prize.
[0031] The racers can reconfigure their car and driving
point distribution between races in one embodiment. In
another embodiment, either one or both the car or driving
point distribution is set for the entire game. The setup con-
figuration works via a plurality of countdown periods in one
embodiment. For example, each race of a ten race set can last
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for a minute. Between each race a minute and a half is pro-
vided for reconfiguration and winner re-alignment. The ten
races and nine periods in between the races add to a total of
23.5 minutes. Afterwards, another half a minute is dedicated
to highlighting the race winner(s) and distributing the award,
bringing the total time elapsed to twenty-four minutes.
[0032] The next six minutes is then dedicated to calling or
soliciting players for the next race. For example, the overhead
video monitor can display a countdown, and/or the individual
gaming devices can provide video and/or audio prompts. The
casino can also advertise that a new race series begins every
half a hour. The players place their wagers during the six
minute countdown period, configure their cars and set the
driving point distribution for the first race. In an alternative
two player game, an associated gaming device waits or gam-
ing devices wait until two players place their wager.

[0033] In one embodiment, the multiplayer racing system
includes a dedicated number of gaming devices or stations, a
server computer in communication with the individual gam-
ing devices, and a large overhead display in communication
with the server computer. Assuming ten constituent gaming
devices, for example, the system displays ten cars in the race
regardless of how many gaming devices are actually played.
The server randomly decides the point distribution for any
unplayed cars. The system is configured to payback a prede-
termined percentage for each series of races. For example, if
in a 75% payback game four of the ten machines are active
and the active machines rank seven, eight, nine and ten after
the series of races, the seventh place car wins 50% of the total
of all wagers, the eighth place car wins 25% of the total of all
wagers (e.g., breaks even), the ninth and tenth cars win noth-
ing. Alternatively, in a bonus game, each player wins a certain
amount depending on their relative place finish.

[0034] In an alternative embodiment, if only four of ten
machines are active after the countdown, only the four par-
ticipant cars are shown in the race with the first place car
taking the largest prize percentage, and so on. In a further
alternative embodiment, a single player plays against one or
more cars having point distributions that the server computer
chooses randomly. In one such embodiment, the payouts can
be fixed for a particular place finish, e.g., 5x wager for first
place, 3x for second place, and so on. In one such embodi-
ment, the overall payout percentage and expected value of the
gaming system are predetermined.

[0035] In one embodiment, the system is configured to
track the player’s car configuration and/or driving point con-
figuration on the player’s system through a player tracking
system. This way, the player can simply insert his/her card in
a machine or kiosk, recall prior settings and play using those
settings or changed settings. If the player’s settings are dif-
ferent at the end of the racing series, the system prompts the
player to save the changed settings as the default settings if
desired.

[0036] Another advantage of the present disclosure is to
provide an attack and countermeasure game.

[0037] A further advantage of the present disclosure is to
provide a single or multiple player game.

[0038] Another advantage of the present disclosure is to
provide a game with perceived skill.

[0039] A further advantage of the present disclosure is to
provide a game with increased player input.

[0040] Another advantage of the present disclosure is to
provide a game that may be implemented in a tournament
fashion.
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[0041] A further advantage of the present disclosure is to
provide a game playable over multiple rounds.

[0042] Another advantage of the present disclosure is to
provide a bonus or secondary game that may be implemented
with a plurality of different base games.

[0043] Another advantage of the present disclosure is to
provide a multiplayer race game which incorporates player
input into a random outcome.

[0044] Another advantage of the present disclosure is to
provide a race game that is fun, entertaining and relatively
simple to play.

[0045] Another advantage of the present disclosure is to
provide a multiplayer race game allowing for player input, but
which forms outcomes independent of player experience.
[0046] Additional features and advantages of the embodi-
ments described herein are described in, and will be apparent
from, the following Detailed Description of the Invention and
the figures.

BRIEF DESCRIPTION OF THE DRAWINGS

[0047] FIG. 1A is a front perspective view of one embodi-
ment of the gaming device of the present disclosure.

[0048] FIG. 1B is a front perspective view of another
embodiment of the gaming device of the present disclosure.
[0049] FIG. 2A is a schematic block diagram of one
embodiment of an electronic configuration for one of the
gaming devices of the present disclosure.

[0050] FIG. 2B is a schematic block diagram of one
embodiment of a network configuration for a plurality of
gaming devices of the present disclosure.

[0051] FIGS. 3A, 35 and 3C are schematic diagrams that
illustrate a three choice attack and countermeasure embodi-
ment, wherein each choice of the embodiment either trumps
or is trumped by every other choice of the embodiment.
[0052] FIGS. 4A, 4B and 4C are a diagram and tables that
illustrate a four choice attack and countermeasure embodi-
ment, wherein each choice of the embodiment either trumps
or is trumped by every other choice of the embodiment.
[0053] FIGS. 5A, 5B are 5C are a diagram and tables that
illustrate a five choice attack and countermeasure embodi-
ment, wherein each choice of the embodiment either trumps
or is trumped by every other choice of the embodiment.
[0054] FIGS. 6A, 6B and 6C are a diagram and tables that
illustrate an eight choice attack and countermeasure embodi-
ment, wherein each choice of the embodiment does not either
trump or become trumped by every other choice of the
embodiment.

[0055] FIGS. 7A, 7B, 7C and 7D are tables of outcome
databases having different probability distributions, wherein
the game employs the databases to generate an outcome and
thereby determine a game choice.

[0056] FIG. 8 is a flow diagram in which the game ran-
domly generates a choice and thereby determines an out-
come.

[0057] FIG. 9 is a prize table including a win column, a
consolation column and a percent column, which illustrates a
random prize selection embodiment.

[0058] FIG. 10 is a flow diagram of an alternative embodi-
ment, wherein the game randomly generates an outcome and
thereby determines its choice.

[0059] FIGS.11A,11B,11C and 11D are front elevational
views of one of the display devices of FIGS. 1A and 1B,
which illustrate one example display embodiment, wherein
the choices are a rock, paper and scissors.
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[0060] FIG. 12 is a flow diagram showing one example of
an attack and countermeasure wagering game playable on a
gaming device.

[0061] FIGS. 13 and 14 illustrate one embodiment of a
matching type attack and countermeasure wagering game
having a combat theme.

[0062] FIGS. 15, 16 and 17 illustrate another embodiment
of'amatching type attack and countermeasure wagering game
having a tank battle theme.

[0063] FIGS. 18 and 19 illustrate an embodiment of a ran-
dom draw type attack and countermeasure wagering game
having a sporting event theme.

[0064] FIG. 20 is a schematic illustration of one embodi-
ment of a multiplayer racing game system, which includes a
server computer, multiple gaming stations or kiosks and a
large overhead display.

[0065] FIG. 21 is a schematic block diagram showing one
possible sequence of operation for a multiplayer version of a
racing game having player configurable performance charac-
teristics.

[0066] FIG. 22 is a schematic block diagram showing one
possible sequence of operation for a single player version of
a racing game having player configurable performance char-
acteristics.

[0067] FIG. 23 is a screen shot of one of the individual
racing game machines or kiosks illustrating one example of a
car type, color, number, etc., setup regimes.

[0068] FIG. 24 is a screen shot of one of the individual
racing game machines or kiosks illustrating one example of a
“driving point” distribution setup regime.

[0069] FIGS.25A,25B, 25C, 25D, 25E, 25G, 25H and 25]
illustrate multiple racetracks and associated algorithms, one
of which is chosen for each race of a series of races.

[0070] FIGS. 26A, 26B and 26C illustrate an alternative
algorithm which bases its results on the time need to achieve
a total distance for a particular racetrack.

[0071] FIG. 27 shows one embodiment of a paytable for a
multiplayer base or bonus embodiment of the racing game
having player configurable performance characteristics.
[0072] FIG. 28 shows one embodiment of a paytable for a
single player base or bonus embodiment of the racing game
having player configurable performances characteristics.

DETAILED DESCRIPTION

[0073] The present disclosure may be implemented in vari-
ous configurations for gaming machines or gaming devices,
including but not limited to: (1) a dedicated gaming machine
or gaming device, wherein the computerized instructions for
controlling any games (which are provided by the gaming
machine or gaming device) are provided with the gaming
machine or gaming device prior to delivery to a gaming
establishment; and (2) a changeable gaming machine or gam-
ing device, where the computerized instructions for control-
ling any games (which are provided by the gaming machine
or gaming device) are downloadable to the gaming machine
or gaming device through a data network when the gaming
machine or gaming device is in a gaming establishment. In
one embodiment, the computerized instructions for control-
ling any games are executed by a central server, central con-
troller or remote host. In such a “thin client” embodiment, the
central server remotely controls any 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
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computerized instructions for controlling any games are com-
municated 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 comput-
erized instructions to control any games (or other suitable
interfaces) provided to a player.

[0074] Inone 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-
tions of the gaming device are implemented in a thin client
environment and certain other functions of the gaming device
are implemented in a thick client environment. In one such
embodiment, computerized instructions for controlling any
primary games are communicated from the central server to
the gaming device in a thick client configuration and comput-
erized instructions for controlling any secondary games or
bonus functions are executed by a central server in a thin
client configuration.

[0075] Referring now to the drawings, two example alter-
native embodiments of the gaming device of the disclosed
herein are illustrated in FIGS. 1A and 1B as gaming device
10a and gaming device 105, respectively. Gaming device 10a
and/or gaming device 105 are generally referred to herein as
gaming device 10.

[0076] Inthe embodiments illustrated in FIGS. 1A and 1B,
gaming device 10 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. Gaming device 10 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. 1A and 1B, gaming device 10 may have
varying cabinet and display configurations.

[0077] In one embodiment, as illustrated in FIG. 2A, the
gaming device preferably includes at least one processor 12,
such as a microprocessor, a microcontroller-based platform, a
suitable integrated circuit or one or more application-specific
integrated circuits (“ASIC’s”). Processor 12 is in communi-
cation with or operable to access or to exchange signals with
atleast one data storage or memory device 14. In one embodi-
ment, processor 12 and the memory device 14 reside within
the cabinet of the gaming device. Memory device 14 stores
program code and instructions, executable by processor 12, to
control the gaming device. Memory device 14 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 device. In one embodiment, the memory
device 14 includes random access memory (“RAM”), which
can include non-volatile RAM (“NVRAM”), magnetic RAM
(“MRAM”), ferroelectric RAM (“FeRAM”) and other forms
as commonly understood in the gaming industry. In one
embodiment, the memory device includes read only memory
(“ROM”). In memory device 14 includes alternative flash
memory and/or EEPROM (electrically erasable program-
mable read only memory). Any other suitable magnetic, opti-
cal and/or semiconductor memory may operate in conjunc-
tion with gaming device 10.

[0078] Inone embodiment, part or all of the program code
and/or operating data described above can be stored in a
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detachable or removable memory device 14, including, but
not limited to, a suitable cartridge, disk, CD ROM, DVD or
USB memory device. In other embodiments, part or all of the
program code and/or operating data described above is down-
loaded to the memory device through a suitable network.
[0079] An operator or a player can use such a removable
memory device in a desktop computer, a laptop personal
computer, a personal digital assistant (“PDA”), portable com-
puting device, or other computerized platform to implement
the present disclosure. In one embodiment, the gaming device
or gaming machine 10 is operable over a wireless network,
such as part of a wireless gaming system. Here gaming
machine 10 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
appreciated that gaming device or gaming machine 10 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. It should also be appreciated
that the processor 12 and memory device 14 may be collec-
tively referred to herein as a “computer” or “controller.”
[0080] In one embodiment, as discussed in more detail
below, the gaming device 10 randomly generates awards and/
or other game outcomes based on probability data. This ran-
dom determination is provided through utilization of a ran-
dom number generator (“RNG”), such as a true random
number generator, a pseudo random number generator or
other suitable randomization process. In one embodiment,
each award or other game outcome is associated with a prob-
ability and gaming device 10 generates the award or other
game outcome to be provided to the player based on the
associated probabilities. Here, since gaming device 10 gen-
erates outcomes randomly or based upon one or more prob-
ability calculations, there is no certainty that gaming device
10 will ever provide the player with any specific award or
other game outcome.

[0081] Inanother embodiment, as discussed in more detail
below, gaming device 10 employs a predetermined or finite
set or pool of awards or other game outcomes. Here, as each
award or other game outcome is provided to the player, the
gaming device 10 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 other game outcome from that specific
pool cannot be provided to the player again. This type of
gaming device provides players with all of the available
awards or other game outcomes over the course of the play
cycle and guarantees the amount of actual wins and losses.
[0082] Inanother embodiment, as discussed below, upon a
player initiating game play at gaming device 10, gaming
device 10 enrolls in a bingo game. Here, a bingo server calls
the bingo balls that result in a specific bingo game outcome.
The resultant game outcome is communicated to the indi-
vidual gaming device to be provided to a player. In one
embodiment, this bingo outcome is displayed to the player as
a bingo game and/or in any form in accordance with the
present disclosure.

[0083] As illustrated in FIG. 2A, the gaming device
includes one or more display devices controlled by the pro-
cessor. The display devices connected to or mounted to the
cabinet of the gaming device. The embodiment shown in FIG.
1A includes a central display device 16 which displays a
primary game. Display device 10 may also display any suit-
able secondary game associated with the primary game as
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well as information relating to the primary or secondary
game. Alternative gaming machine 10 shown in FIG. 1B
includes a central display device 16 and an upper display
device 18. Upper display device 10 may display the primary
game, any suitable secondary game associated or not associ-
ated with the primary game and/or information relating to the
primary or secondary game. Display devices may also serve
as digital glass operable to advertise games or other aspects of
the gaming establishment. As seen in FIGS. 1A and 1B, inone
embodiment, gaming device 10 includes a credit display 20
which displays a player’s current number of credits, cash,
account balance or the equivalent. In one embodiment, gam-
ing device includes a bet display 22 which displays a player’s
amount wagered.

[0084] 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 sec-
ondary game at a location remote from the gaming device.
[0085] Display devices 16 and 18 may include, without
limitation, a monitor, a television display, a plasma display, a
liquid crystal display (“LLCD”) a display based on light emit-
ting diodes (“LED”), a display based on a plurality of organic
light-emitting diodes (“OLEDs”), a display based on polymer
light-emitting diodes (“PLEDs”), a display based on a plural-
ity of surface-conduction electron-emitters (“SEDs”), a dis-
play including a projected and/or reflected image or any other
suitable electronic device or display mechanism. As
described in more detail below, the display device 16 and 18
includes a touch screen with an associated touch screen con-
troller. Display devices 16 and 18 may be of any suitable size
and configuration, such as a square, a rectangle or an elon-
gated rectangle.

[0086] Display devices 16 and 18 of gaming device 10 are
configured to display at least one and likely 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, virtual or video reels and wheels,
dynamic lighting, video images, images of people, charac-
ters, places, things and faces of cards, and the like.

[0087] In an alternative embodiment, the symbols, images
and indicia displayed on or of the display device 16 and 18
may be in mechanical form. That is, display device 16 and 18
may include any electromechanical device, such as one or
more mechanical objects, such as one or more rotatable
wheels, reels or dice, configured to display at least one or a
plurality of game or other suitable images, symbols or indicia.
[0088] Asillustrated in FIG. 2A, gaming device 10 includes
at least one payment acceptor 24 in communication with the
processor. As seen in FIGS. 1A and 1B, payment acceptor 24
may include a coin slot 26 and a payment, note or bill acceptor
28, in which the player inserts money, coins or tokens. The
player can place coins in the coin slot or paper money, a 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 gaming device 10. In one embodiment, the
identification card is a smart card having a programmed
microchip or a magnetic strip coded with a player’s identifi-
cation, credit totals (or related data) and other relevant infor-
mation. 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 communi-
cates a player’s identification, credit totals (or related data)
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and other relevant information to gaming device 10. In one
embodiment, money may be transferred to a gaming device
through electronic funds transfer. When a player funds the
gaming device, processor 12 determines the amount of funds
entered and displays the corresponding amount on the credit
or other suitable display as described above.

[0089] As seen in FIGS. 1A, 1B and 2A, in one embodi-
ment gaming device includes 10 at least one and likely a
plurality of input devices 30 in communication with the pro-
cessor. Input devices 30 can include any suitable device then
enables the player to produce an input signal which is
received by the processor. In one embodiment, after appro-
priate funding of gaming device 10, 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 gaming device 10. Play button 34, can
be any suitable play activator such as a bet one button, a max
bet button or a repeat the bet button. Upon appropriate fund-
ing, gaming device 10 can begin game play automatically.
Alternatively, the player engages one of the play buttons,
activate game play.

[0090] Asshown in FIGS. 1A and 1B, one input device isa
bet one button 36. The player places a bet by pushing bet one
button 36. The player can increase the bet by one credit each
time the player pushes bet one button 36. When the player
pushes bet one button 36, the number of credits shown in the
credit display 20 decreases by one, and the number of credits
shown in the bet display increases by one. Another 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 device.

[0091] A fourth input device is a cash out button 38. The
player pushes cash out button 30 to cash out to receive a cash
payment or other suitable form of payment corresponding to
the number of remaining credits. When the player cashes out,
the player can receive coins or tokens in a coin payout tray 40.
Alternatively, upon a cash out the player receives a payout in
another form such as tickets or credit slips redeemable by a
cashier (or other suitable redemption system) or funding to
the player’s electronically recordable identification card.
[0092] Asmentioned above and seen in FIG. 2A inputs into
gaming device 10 may be made via a touch screen 42 coupled
with a touch screen controller 44, or some other touch-sensi-
tive display overlay to allow for player interaction with the
images on display device 16 or 18. Touch screen 42 and the
touch screen controller 44 are connected to a video controller
46. A player can make decisions and input signals into the
gaming device by touching the touch screen 42 at the appro-
priate places. One such input device is a touch screen overlay.
It should be appreciated that the utilization of touch screens is
widespread in the gaming industry.

[0093] Gaming device 10 may further include a plurality of
communication ports for enabling communication of proces-
sor 12 with external peripherals, such as external video
sources, expansion buses, game or other displays, an SCSI
port or a key pad.

[0094] In one embodiment, as seen in FIG. 2A, gaming
device 10 includes a sound generating device controlled by
one or more sounds cards 48 which function in conjunction
with the processor. The sound generating device includes at
least one and likely 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 device, such as an attract
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mode. Gaming device 10 can provide dynamic sounds
coupled with attractive multimedia images displayed on one
or more of the display devices to provide an audio-visual
representation or to otherwise display full-motion video with
sound to attract players to the gaming device. During idle
periods, gaming device 10 may display a sequence of audio
and/or visual attraction messages to attract potential players
to the gaming device. The videos may also be customized for
or to provide any appropriate information.

[0095] In one embodiment, gaming machine 10 may
include a sensor, such as a camera in communication with
processor 12 (and possibly controlled by the processor) that is
selectively positioned to acquire an image of a player actively
using gaming device 10 and/or the surrounding area of gam-
ing device 10. The camera may be configured to selectively
acquire still or moving (e.g., video) images and may be con-
figured to acquire the images in either an analog, digital or
other suitable format. Display devices 16 and 18 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 processor 12 may
incorporate that image into the primary and/or secondary
game as a game image, symbol or indicia.

[0096] Gaming device 10 can incorporate any suitable
wagering primary or base game. Gaming machine or device
10 may include some or all of the features of conventional
gaming machines or devices. The primary or base 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 elec-
tromechanical form, which in one embodiment produces a
random outcome based on probability data at the time of or
after placement of a wager. That is, different primary wager-
ing games, such as video poker games, video blackjack
games, video keno, video bingo or any other suitable primary
or base game may be implemented.

Slot Game

[0097] Asillustrated in FIGS. 1A and 1B, a base or primary
game may be a slot game with one or more payline 52.
Paylines 52 may be horizontal, vertical, circular, diagonal,
angled or any combination thereof. Here, gaming device 10
includes at least one and preferably a plurality of reels 54,
such as three to five reels 54, in either electromechanical form
with mechanical rotating reels or video form with simulated
reels and movement thereof. In one embodiment, an electro-
mechanical slot machine 10 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 16 or 18, 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 cor-
respond 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 indepen-
dent or unisymbol reel generates and displays one symbol to
the player. In one embodiment, gaming device 10 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
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pattern, occur on the requisite number of adjacent reels and/or
occur in a scatter pay arrangement.

[0098] In an alternative embodiment, rather than determin-
ing any outcome to provide to the player by analyzing the
symbols generated on any wagered upon paylines as
described above, gaming device 10 determines any outcome
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 54 (i.e., not on paylines
passing through any displayed winning symbol combina-
tions). Here, if a winning symbol combination is generated on
the reels 54, gaming device 10 provides the player one award
for that occurrence of the generated winning symbol combi-
nation. For example, if one winning symbol combination is
generated on the reels 54, gaming device 10 provides a single
award to the player for that winning symbol combination (i.e.,
not based on the number of paylines 52 that would have
passed through that winning symbol combination). It should
be appreciated that because a gaming device 10 with wager-
ing on ways to win provides the player one award for a single
occurrence of a winning symbol combination and a gaming
device 10 with paylines 52 may provide the player more than
one award for the same occurrence of a single winning sym-
bol combination (i.e., if a plurality of paylines each pass
through the same winning symbol combination), it is possible
to provide a player ata ways to win gaming device with more
ways to win for an equivalent bet or wager on a traditional slot
gaming device 10 with paylines 52.

[0099] Inone embodiment, the total number of ways to win
is determined by multiplying the number of symbols gener-
ated in active symbol positions on a first reel 54 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 54 and so on for each reel 54 of
gaming device 10 with at least one symbol generated in an
active symbol position. For example, a three reel gaming
device with three symbols generated in active symbol posi-
tions 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 device 10 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 device 10 with three symbols
generated in active symbol positions on each reel includes
243 ways towin (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 appreci-
ated that modifying the number of generated symbols by
either modifying the number of reels 52 or modifying the
number of symbols 52 generated in active symbol positions
by one or more of the reels, modifies the number of ways to
win.

[0100] Inanother embodiment, gaming device 10 enables a
player to wager on and thus activate symbol positions. In one
such embodiment, the symbol positions are on the reels 52. In
here, if based on the player’s wager, a reel is activated, then
each of the symbol positions of that reel 52 will be activated
and each of the active symbol positions will be part of one or
more of the ways to win. If based on the player’s wager, a reel
52 is not activated, then a designated number of default sym-
bol positions, such as a single symbol position of the middle
row of the reel 52, can be activated and the default symbol
position(s) will be part of one or more of the ways to win. This
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type of gaming machine 10 enables a player to wager on one,
more or each of the reels 54 and processor 12 of gaming
device 10 uses the number of wagered on reels 52 to deter-
mine 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.

[0101] When a player wagers on one or more reels 52, a
player’s 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 54. In
this example, as described above, gaming device 10 provides
the player three ways to win (i.e., 3 symbols on the first reelx 1
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 acti-
vate each of the three symbol positions on a first reel 54, each
of' the three symbol positions on a second reel 54 and each of
the three symbol positions on a third reel 54 wherein one
default symbol position is activated on each of the remaining
two reels 54. In this example, as described above, gaming
device 10 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 reelxl symbol on the fourth reelx1
symbol on the fifth reel).

[0102] In one embodiment, to determine any award(s) to
provide to the player based on the generated symbols, gaming
device 10 individually determines if a symbol generated in an
active symbol position on a first reel 54 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 54. In this embodiment, gaming 10 device
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 posi-
tions include a first cherry symbol generated in the top row of
a first reel 54 and a second cherry symbol generated in the
bottom row of a second reel 54, gaming device 10 classifies
the two cherry symbols as a string of related symbols because
the two cherry symbols form part of a winning symbol com-
bination.

[0103] After determining if any strings of related symbols
are formed between the symbols on the first reel 54 and the
symbols on the second reel 54, gaming device 10 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, gaming device 10 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 gaming device 10
determines that a symbol generated on the next adjacent reel
54 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
54, gaming device 10 adds the related cherry symbol gener-
ated on the third reel 54 to the previously classified string of
cherry symbols.

[0104] On the other hand, if gaming device 10 determines
that no symbols generated on the next adjacent reel 54 are
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related to the symbols of the first string of related symbols, the
gaming device 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 sym-
bols of the third reel is related to the cherry symbols of the
previously classified string of cherry symbols, gaming device
10 marks or flags the string of cherry symbols as complete.
[0105] After either adding a related symbol to the first
string of related symbols or marking the first string of related
symbols as complete, gaming device 10 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 54.

[0106] After analyzing each of the remaining strings of
related symbols, gaming device 10 determines, for each
remaining pending or incomplete string of related symbols, if
any of the symbols from the next adjacent reel 54, 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 54 of symbols to analyze. Here, where there are
no more adjacent reels of symbols to analyze, gaming device
10 marks each of the remaining pending strings of related
symbols as complete.

[0107] When each of the strings of related symbols is
marked complete, gaming device 10 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).

[0108] The base or primary game may be a poker game, in
which gaming device 10 enables the player to play a conven-
tional 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
gaming device 10, may also include that the cards are ran-
domly selected from a predetermined number of cards. If the
player wishes to draw, the player selects the cards to hold via
one or more input device, such as pressing related hold but-
tons or via touch screen 42. The player then presses the deal
button and the unwanted or discarded cards are removed from
the display and gaming machine 10 deals the replacement
cards from the remaining cards in the deck. This results in a
final five-card hand. Gaming device 10 compares the final
five-card hand to a payout table which utilizes conventional
poker hand rankings to determine the winning hands. Gaming
device 10 provides the player with an award based on a
winning hand and the credits the player wagered.

[0109] In another embodiment, the base or primary game
may be a multi-hand version of video poker. In this embodi-
ment, gaming device 10 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
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usually be different. The poker hand rankings are then deter-
mined hand by hand and awards are provided to the player.
[0110] Inoneembodiment, a base or primary game may be
akeno game in which gaming device 10 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 42. The gaming device 10 then
displays a series of drawn numbers to determine an amount of
matches, if any, between the player’s selected numbers and
the gaming device’s drawn numbers. The player is provided
an award based on the amount of matches, if any, based on the
amount of determined matches and the number of numbers
drawn.

[0111] In addition to winning credits or other awards in a
base or primary game, gaming device 10 may also give play-
ers 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 pro-
duces a significantly higher level of player excitement than
the base or primary game because it provides a greater expec-
tation of winning than the base or primary game and is accom-
panied with more attractive or unusual features than the base
or primary game. In one embodiment, the bonus or secondary
game may be any type of suitable game, either similar to or
completely different from the base or primary game.

[0112] Inone embodiment, the triggering event or qualify-
ing condition may be a selected outcome in the primary game
oraparticular arrangement of one or more indicia on a display
device in the primary game, such as the number seven appear-
ing on three adjacent reels along a payline 52 in the primary
slot game embodiment seen in FIGS. 1A and 1B. In other
embodiments, the triggering event or qualifying condition
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.

[0113] In another embodiment, the gaming device proces-
sor 12 or central server 56 provides the player one or more
plays of one or more secondary games randomly. In one such
embodiment, gaming device 10 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, gaming device 10 may
simply qualify a player to play a secondary game without any
explanation or alternatively with simple explanations. In
another embodiment, gaming device 10 (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.

[0114] In one embodiment, gaming device 10 includes a
program which begin a bonus round automatically after the
player has achieved a triggering event or qualifying condition
in the base or primary game. In another embodiment, after a
player has qualified for a bonus game, the player may subse-
quently enhance his/her bonus game participation 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 wagering credits or entries
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toward eventual participation in a bonus game. The occur-
rence of multiple such bonus qualifying 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.

[0115] Inone 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, encourag-
ing play of the primary game. In another embodiment, quali-
fication 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 make
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.

[0116] As illustrated in FIG. 2B, one or more of gaming
devices 10 can communicate with each other and/or at least
one central server, central controller or remote host 56
through a data network or remote communication link 58.
Here, central server, central controller or remote host 56 is
any suitable server or computing device this includes at least
one processor and at least one memory or storage device. In
different such embodiments, the central server 56 is a pro-
gressive controller or a processor of one of the gaming
devices in the gaming system. Here, processor 12 of each
gaming device is designed to transmit and receive events,
messages, commands or any other suitable data or signals
between the individual gaming device and the central server.
Gaming device processor 12 is operable to execute such com-
municated events, messages or commands in conjunction
with the operation of gaming device 10. Moreover, the pro-
cessor of the central server 56 is designed to transmit and
receive events, messages, commands or any other suitable
data or signal between the central server and each of indi-
vidual gaming devices 10. The central server processor is
operable to execute such communicated events, messages or
commands in conjunction with the operation of the central
server. It should be appreciated that one, more than one or
each of the functions of the central controller 56 as disclosed
herein may be performed by one or more gaming device
processor 42. It should be further appreciated that one, more
or each of the functions of one or more gaming device pro-
cessor 42 as disclosed herein may be performed by the central
controller 56.

[0117] Inone embodiment, the game outcome provided to
the player is determined by central server or controller 56 and
provided to the player at gaming device 10. In this embodi-
ment, each of a plurality of such gaming devices communi-
cate with central server or controller 56. Upon a player initi-
ating game play at one of gaming devices 10, the initiated
gaming device 10 communicates a game outcome request to
the central server or controller 56.

[0118] In one embodiment, the central server or controller
56 receives the game outcome request and randomly gener-
ates a game outcome for the primary game based on prob-
ability data. In another embodiment, the central server or
controller 56 randomly generates a game outcome for the
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secondary game based on probability data. In a further
embodiment, central server or controller 56 generates a game
outcome randomly for both the primary game and the sec-
ondary game based on probability data. In this embodiment,
the central server or controller 56 is capable of storing and
utilizing program code or other data similar to processor 12
and memory device 14 of gaming device 10.

[0119] In an alternative embodiment, central server or con-
troller 56 maintains one or more predetermined pools or sets
of predetermined game outcomes. In this embodiment, the
central server or controller 56 receives the game outcome
request and independently selects a predetermined game out-
come from a set or pool of game outcomes. The central server
or controller 56 flags or marks the selected game outcome 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 56 upon another
wager. The provided game outcome can include a primary
game outcome, a secondary game outcome, primary and sec-
ondary game outcomes, or a series of game outcomes such as
free games.

[0120] The central server or controller 56 communicates
the generated or selected game outcome to the initiated gam-
ing device. Gaming device 10 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 areel symbol combination of a slot machine or
ahand of cards dealt in a card game, is also determined by the
central server or controller 56 and communicated to the ini-
tiated gaming device 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 preventing cheat-
ing or electronic or other errors, reducing or eliminating
win-loss volatility and the like.

[0121] Inanother embodiment, a predetermined game out-
come value is determined for each of a plurality of linked or
networked gaming devices based on the results of a bingo or
keno game. In this embodiment, each individual gaming
device 10 utilizes one or more bingo or keno games to deter-
mine the predetermined game outcome value provided to the
player for the interactive game played at that gaming device.
In one embodiment, the bingo or keno game is displayed to
the player. In another embodiment, the bingo or keno game is
notdisplayed to the player, but the results of the bingo or keno
game determine the predetermined game outcome value for
the primary or secondary game.

[0122] In the various bingo embodiments, as each gaming
device 10 is enrolled in the bingo game, such as upon an
appropriate wager or engaging an input device, the enrolled
gaming device is provided or associated with a different bingo
card. Each bingo card consists of a matrix or array of ele-
ments, 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 ele-
ments. For example, if four bingo cards are provided to four
enrolled gaming devices, 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.

[0123] In operation of these embodiments, upon providing
or associating a different bingo card to each of a plurality of
enrolled gaming devices, the central controller randomly
selects or draws, one at a time, a plurality of the elements. As
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each element is selected, a determination is made for each
gaming device 10 as to whether the selected element is
present on the bingo card provided to that enrolled gaming
device. This determination can be made by the central con-
troller, the gaming device, a combination of the two, or in any
other suitable manner. If the selected element is present on the
bingo card provided to that enrolled gaming device, that
selected element on the provided bingo card is marked or
flagged. 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 device requires the
player to engage a daub button (not shown) to initiate the
process of the gaming device marking or flagging any
selected elements.

[0124] 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
devices 10 based, at least in part, on the selected elements on
the provided bingo cards. As described above, the game out-
come determined for each gaming device 10 enrolled in the
bingo game is utilized by that gaming device 10 to determine
the predetermined game outcome provided to the player. For
example, a first gaming device to have selected elements
marked in a predetermined pattern is provided a first outcome
of win $10, which will be provided to a first player regardless
of how the first player plays in a first game and a second
gaming device 10 to have selected elements marked in a
different predetermined pattern is provided a second outcome
of win $2, which will be provided to a second player regard-
less of how the second player plays a second game. It should
be appreciated that as the process of marking selected ele-
ments continues until one or more predetermined patterns are
marked, this embodiment ensures that at least one bingo card
will win the bingo game and thus at least one enrolled gaming
device 10 will provide a predetermined winning game out-
come to a player. It should be appreciated that other suitable
methods for selecting or determining one or more predeter-
mined game outcomes may be employed.

[0125] 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 $10 s provided to
the player as part of the predetermined game outcome. It
should be appreciated that in this embodiment, the player of a
gaming device 10 may be provided a supplemental or inter-
mittent award regardless of if the enrolled gaming device’s
provided bingo card wins or does not win the bingo game as
described above.

[0126] In another embodiment, one or more of the gaming
devices are in communication with a central server or con-
troller 56 for monitoring purposes only. That is, each indi-
vidual gaming device 10 generates the game outcomes ran-
domly to be provided to the player and the central server or
controller 56 monitors the activities and events occurring on
the plurality of gaming devices 10. In one embodiment, the
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gaming network includes a real-time or on-line accounting
and gaming information system operably coupled to the cen-
tral server or controller 56. The accounting and gaming infor-
mation system of this embodiment includes a player database
for storing player profiles, a player tracking module for track-
ing players and a credit system for providing automated
casino transactions.

[0127] Inone embodiment, gaming device 10 is associated
with or otherwise integrated with one or more player tracking
systems. In here, gaming device 10 and/or player tracking
system tracks any players gaming activity at the gaming
device. Inone such embodiment, the gaming device 10 and/or
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 when concluding play for that gaming session.
In another embodiment, rather than requiring a player to
insert a player tracking card, gaming device 10 utilizes one or
more portable devices carried by a player, such as a cell
phone, a radio frequency identification tag or any other suit-
able wireless device to track when a player begins and ends a
gaming session. In another embodiment, gaming device 10
utilizes any suitable biometric technology or ticket technol-
ogy to track when a player begins and ends a gaming session.
[0128] Duringone or more gaming sessions, gaming device
10 and/or player tracking system tracks any suitable informa-
tion, such as any amounts wagered, average wager amounts
and/or the time these wagers are placed. In different embodi-
ments, for one or more players, the player tracking system
includes the player’s account number, the player’s card num-
ber, the player’s first name, the player’s surname, the player’s
preferred name, the player’s player tracking ranking, any
promotion status associated with the player’s player tracking
card, the player’s address, the player’s birthday, the player’s
anniversary, the player’s recent gaming sessions, or any other
suitable data.

[0129] In one embodiment, a plurality of gaming devices
10 are capable of being connected together through a data
network. In one embodiment, the data network is a local area
network (“LAN”), in which one or more of the gaming
devices are substantially proximate to each other and an on-
site central server or controller as in, for example, a gaming
establishment or a portion of a gaming establishment. In
another embodiment, the data network is a wide area network
(“WAN”) in which one or more of the gaming devices is in
communication with at least one off-site central server or
controller 56. In this embodiment, the plurality of gaming
devices 10 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 56. Thus, the
WAN may include an off-site central server or controller and
an off-site gaming device 10 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 devices in each system may vary relative to each
other.

[0130] Inanother embodiment, the data network is an inter-
net or intranet. In this embodiment, the operation of the gam-
ing device can be viewed at gaming device 10 with at least one
internet browser. In this embodiment, operation of the gaming
device and accumulation of credits may be accomplished
with only a connection to the central server or controller 56
(the internet/intranet server) through a conventional phone or
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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 inter-
net game page from any location where an internet connec-
tion and computer, or other internet facilitator is available.
The expansion in the number of computers and number and
speed of internet connections in recent years increases oppor-
tunities for players to play from an ever-increasing number of
remote sites. It should be appreciated that enhanced band-
width of digital wireless communications may render such
technology suitable for some or all communications, particu-
larly if such communications are encrypted. Higher data
transmission speeds may be useful for enhancing the sophis-
tication and response of the display and interaction with the
player.

[0131] As mentioned above, in one embodiment, the
present disclosure may be employed in a server based gaming
system. In one such embodiment, as described above, one or
more gaming devices 10 is in communication with a central
server or controller. Central server or controller 56 may be
any suitable server or computing device which includes at
least one processor and a memory or storage device. In alter-
native embodiments, the central server 56 is a progressive
controller or another gaming machine in the gaming system.
The memory device of central server 56 can store different
game programs and instructions, which are executable by
gaming device processor 12, to control gaming device 10.
Each executable game program represents a different game or
type of game which may be played on one or more of gaming
devices 10 in the gaming system. Such different games may
include the same or substantially the same game play with
different pay tables. In different embodiments, the executable
game program is for a primary game, a secondary game or
both. In another embodiment, the game program may be
executable as a secondary game to be played simultaneous
with the play of a primary game (which may be downloaded
to or fixed on the gaming device) or vice versa.

[0132] In this embodiment, each gaming device 10 at least
includes one or more display devices and/or one or more input
devices for interaction with a player. A local processor, such
as the above-described gaming device processor 12 or a pro-
cessor of a local server, is operable with the display device(s)
and/or the input device(s) of one or more of the gaming
devices.

[0133] In operation, central server 50 is operable to com-
municate one or more of the stored game programs to at least
one local processor. In different embodiments, the stored
game programs are communicated or delivered by embed-
ding the communicated game program in a device or a com-
ponent (e.g., a microchip to be inserted in a gaming device),
writing the game program on a disc or other media, down-
loading or streaming the game program over a dedicated data
network, internet or a telephone line. After the stored game
programs are communicated from central server 56, the local
processor 12 executes the communicated program to facili-
tate play of the communicated program by a player through
the display device(s) and/or input device(s) of the gaming
device. That is, when a game program is communicated to a
local processor, local processor 12 changes the game or type
of game played at the gaming device.

[0134] In another embodiment, a plurality of gaming
devices 10 at one or more gaming sites may be networked to
the central server 56 in a progressive configuration, as known
in the art, wherein a portion of each wager to initiate a base or



US 2011/0092274 Al

primary game is allocated to one or more progressive award.
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
may serve gaming devices distributed throughout a number of
properties at different geographical locations including, for
example, different locations within a city or different cities
within a state.

[0135] Inone embodiment, the progressive gaming system
host site computer is maintained for the overall operation and
control of the progressive gaming system. In this embodi-
ment, a progressive gaming system host site computer 56
oversees the entire progressive gaming system and is the
master for computing all progressive jackpots. All participat-
ing gaming sites report to, and receive information from, the
progressive gaming system host site computer 56. Each cen-
tral server computer is responsible for all data communica-
tion between the gaming device hardware and software and
the progressive gaming system host site computer 56. In one
embodiment, an individual gaming machine may trigger a
progressive award win. In another embodiment, a central
server 56 (or the progressive gaming system host site com-
puter) determines when a progressive award win is triggered.
In another embodiment, an individual gaming machine and a
central controller 56 (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 require-
ment established by the central controller.

[0136] Inoneembodiment, a progressive award win is trig-
gered based on one or more game play events, such as a
symbol-driven trigger. In other embodiments, the progressive
award triggering event or qualifying condition may be 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, gaming device 10 is randomly or appar-
ently randomly selected to provide a player of gaming device
one or more progressive award. In one such embodiment,
gaming device 10 does not provide any apparent reasons to
the player for winning a progressive award, and 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 expla-
nation or alternatively with simple explanations. In another
embodiment, a player is provided a progressive award 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.

[0137] Inone 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
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 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
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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.

[0138] Inanother embodiment, one or more of the progres-
sive awards is funded partially 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 pro-
gressive awards is funded with only side-bets or side-wagers
placed. In another embodiment, one or more of the progres-
sive awards are funded based on player’s wagers as described
above as well as any side-bets or side-wagers placed.

[0139] In one alternative embodiment, a minimum wager
level is required for gaming device 10 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 embodi-
ment, no minimum wager level is required for a gaming
machine to qualify to be selected to obtain one of the progres-
sive awards.

[0140] In another embodiment, a plurality of players at a
plurality of linked gaming devices 10 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 10 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 crite-
ria, amongst the different players of the group. In another
embodiment, a plurality of players at a plurality of linked
gaming devices 10 compete against one another for one or
more award. In one such embodiment, a plurality of players at
a plurality of linked gaming devices 10 participate in a gam-
ing tournament for one or more awards. In another embodi-
ment, a plurality of players at a plurality of linked gaming
devices 10 play for one or more awards wherein an outcome
generated by one gaming device 10 affects the outcomes
generated by one or more linked gaming devices 10.

Choice Structures, Choice Databases and Generation
Databases

[0141] Referring now to FIGS. 3A, 3B and 3C, a three
choice attack and countermeasure embodiment is illustrated,
in which each choice of the embodiment either trumps or is
trumped by every other choice of the embodiment. That is,
each choice has an offensive or attack component (trump) and
a defensive or countermeasure component (try not be
trumped). FIG. 3A illustrates a choice structure 100, which
includes three choices “A,” “B” and “C,” and which the game
displays to the player via one of the display devices 16, 18.
The choices can be areas of a touch screen 50 (FIG. 2) or be
associated with one or more electromechanical selectors.
Arrows pointing from one choice to another indicate that: “A”
trumps “B,” “B” trumps “C” and “C” trumps “A.” FIG. 3B
illustrates a choice comparison table or database 102, which
includes the comparisons or comparators of FIG. 3A. The
memory device 40 (FIG. 2) stores the choice comparison
table or database 102, which the processor 38 can access at the
appropriate moments.

[0142] It should be appreciated that in the choice structure
100, each choice either trumps or is trumped by every other
choice. The choice structure 100 also maintains an equal
percentage that any choice will either trump or be trumped.
That is, there is a fifty percent chance that “A” trumps “B” and
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that “C” trumps “A” if the player or the game selects choice
“A” To maintain an equally weighted game, as illustrated in
FIG. 3C, the game maintains a choice generation table or
database 104 in the memory device 40, which includes
equally weighted choices “A,” “B” and “C.” The game alter-
natively weights the choices such that the game randomly
generates one choice more often than the other two. If a player
learns that the game is more likely to choose “A” and knows
that “C” trumps “A,” the player will likely always choose “C”
and master the game.

[0143] Referring now to FIGS. 4A, 4B and 4C, a four
choice attack and countermeasure embodiment is illustrated
in which each choice of the embodiment either trumps or is
trumped by every other choice of the embodiment. Here
again, each choice has an offensive or attack component
(trump) and a defensive or countermeasure component (try
not to be trumped). FIG. 4A illustrates a choice structure 106,
which includes four choices “A,” “B,” “C” and “D,” and
which the game displays to the player via one of the display
devices 16, 18. The choices can be areas of a touch screen 50
(FIG. 2) or be associated with one or more electromechanical
selectors. Arrows pointing from one choice to another indi-
cate that: “A” trumps “B,” “A” trumps “D,” “B” trumps “C,”
“C” trumps “A,” “D” trumps “B” and “D” trumps “C.” FIG.
4B illustrates a choice comparison table or database 108,
which includes the comparisons or comparators of FIG. 4A.
The memory device 40 (FIG. 2) stores the choice comparison
database 108, which the processor 38 can access at the appro-
priate moments.

[0144] It should be appreciated that in the choice structure
106, each choice either trumps or is trumped by every other
choice. The choice structure 106 thereby maintains an
unequal percentage that any choice will either trump or be
trumped. That is, there is a 66.7 percent chance that “A”
trumps “B” or that “A” trumps “D” and only a 33.3 percent
chance that “C” trumps “A” if the player or the game selects
choice “A” Likewise, there is a 66.7 percent chance that “A”
trumps “B” or that “D” trumps “B” and only a 33.3 percent
chance that “B” trumps “C” if the player or the game selects
choice “B.” It should be appreciated from FIGS. 4A and 4B
that “A” and “D” are better choices than “B” or “C.”

[0145] Asillustrated in FIG. 4C, since the player can know
the choice structure 106, the game maintains a choice gen-
eration table or database 110 in the memory device 40, which
includes unequally weighted choices “A,” “B,” “C” and “D.”
In this table, the game randomly generates “A,” “C” and “D”
ninety percent of the time and “B” ten percent of the time, as
illustrated, to counteract the choice structure 106. The
embodiment of FIGS. 4A though 4C creates a complicated
dynamic between the game and a player who learns of the
unequally weighted choice generation database 110. Know-
ing that the game is more likely to choose “A.” “C” or “D” and
the choice structure 106, the player can then pick in an attempt
to try to defeat those choices.

[0146] Referring now to FIGS.5A,5B and 5C, afive choice
attack and countermeasure embodiment is illustrated in
which each choice of the embodiment either trumps or is
trumped by another choice of the embodiment. Still again,
each choice has an offensive or attack component (trump) and
a defensive or countermeasure component (try not to be
trumped). FIG. 5A illustrates a choice structure 112, which
includes five choices “A,” “B,” “C,” “D” and “E,” and which
the game displays to the player via one of the display devices
16, 18. The choices can be areas of a touch screen 50 (FIG. 2)
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or be associated with one or more electromechanical selec-
tors. Arrows pointing from one choice to another indicate
that: “A” trumps “B,” “A” trumps “D,” “B” trumps “C,” “B”
trumps “E,” “C” trumps “A,” “C” trumps “D,” “D” trumps
“B,” “D” trumps “E,” “E” trumps “C” and “E” trumps “A.”
FIG. 5B illustrates a choice comparison table or database 114,
which includes the comparisons or comparators of FIG. 5A.
The memory device 40 (FIG. 2) stores the choice comparison
database 114, which the processor 38 can access at the appro-
priate moment.

[0147] It should be appreciated that in the choice structure
112, each choice either trumps or is trumped by every other
choice. The choice structure 112 also maintains an equal
percentage that any choice will either trump or be trumped.
That is, there is a fifty percent chance that “A” trumps “B” or
that “A” trumps “D.” There is also a fifty percent chance that
“C” trumps “A” or that “E” trumps “A” if the player or the
game selects choice “A.” To maintain an equally weighted
game, as illustrated in FIG. 5C, the game maintains a choice
generation table or database 116 in the memory device 40,
which includes equally weighted choices “A” through “E,”
i.e., there is a 20% chance that the game generates each.
[0148] The choice structure 112 illustrates that the present
invention includes providing any number of choices. Odd
number embodiments, such as the choice structures 100 and
112, have an even number of combatant choices, which facili-
tates a choice structure having choices with equal chances of
winning or losing. Even numbered embodiments, such as the
choice structure 106, have an odd number of combatant
choices and unequal winning percentages, unless as
described below, some choice pairs do not have an associated
comparator.

[0149] Referring now to FIGS. 6A, 6B and 6C, an eight
choice attack and countermeasure embodiment is illustrated
in which each choice of the embodiment either trumps, ties or
is trumped by another but not every other choice of the
embodiment. Here, while each choice has an offensive and
defensive component, certain choices are neutral with respect
other choices, leading to draw or tie outcomes. Tie outcomes
from neutral choices are in addition to the outcomes resulting
from two of the same choices. FIG. 6A illustrates a choice
structure 118, which includes eight choices “A” through “H,”
and which the game displays to the player via one of the
display devices 16, 18. The choices can be areas of a touch
screen 50 (FIG. 2) or be associated with one or more electro-
mechanical selectors. Arrows pointing from one choice to
another indicate that: “A” trumps “B,” “A” trumps “G,” “B”
trumps “C,” “B” trumps “D,” “C” trumps “A,” “C” trumps
“D,” “D” trumps “E,” “D” trumps “F,” “E” trumps “C,” “E”
trumps “F,” “F” trumps “G,” “F” trumps “H,” “G” trumps “E,”
“G” trumps “H,” “H” trumps “A” and “H” trumps “B.” FIG.
6B illustrates a choice comparison database 120, which
includes the comparisons or comparators of FIG. 6A. The
memory device 40 (FIG. 2) stores the choice comparison
table or database 120, which the processor 38 accesses at the
appropriate moment.

[0150] It should be appreciated that in the choice structure
118, each choice does not either trump or become trumped by
every other choice. For example, there is no comparator, i.e.,
no winner or loser for the choices “A” and “D,” “A” and “E,”
and “A” and “F.” The present disclosure contemplates ties or
draws, such that the game’s random generation of the choice
“A” and the player’s selection of the choice “D” generates a
draw and a try-again. The draw or try-again also results from
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selections ofthe same choices. Alternatively, selections of the
same choices can result in a different outcome, such as an
increase in potential payout.

[0151] Even though the choice structure 118 includes an
even number of choices such as eight, the structure 118 main-
tains an equal percentage of any choice winning or losing.
The game enables the equal percentage by not providing a
comparator for all choice combinations and by providing an
even number of choice combinations for each choice. As
illustrated by the choice structure 118 and the comparison
database 120, each choice trumps two other choices and is
trumped by two other choices. The game maintains a choice
generation table or database 122 in the memory device 40,
which is equally weighted, i.e., there is 12.5% that the game
generates each choice “A” through “H.”

[0152] Referring now to FIGS. 7A, 7B, 7C and 7D, out-
come databases having different probability distributions are
illustrated in which the game employs the databases to gen-
erate an outcome and thereby determine a game choice. In
embodiments employing one of the outcome databases, the
game generates an outcome, accepts the player’s input of a
choice and uses the appropriate comparator to determine the
game’s choice.

[0153] In FIG. 7A, the game maintains an outcome data-
base 124, which includes an equal 33.3% chance that the
player wins, loses or ties. In FIG. 7B, the game maintains an
outcome database 126 whereby the player is as likely to tie as
to win or lose. In FIG. 7C, the game maintains an outcome
database 128 whereby the player is more likely to win than to
tie and more likely to win than to lose. In FIG. 7D, the game
maintains an outcome database 130 whereby the player is
equally likely to win or lose, but more likely to win than to tie
and more likely to lose than to tie. It should be appreciated
from the foregoing examples, that the gaming device imple-
mentor can structure the outcome databases to produce any
desired outcome probability distribution.

Method of Operation

[0154] Referring now to FIG. 8, one method 140 is illus-
trated, wherein the game randomly generates a choice and
thereby determines an outcome. Upon a sequence triggering
event, as indicated by the oval 142, the game generates a
choice from an equally or unequally weighted choice data-
base, as indicated by the block 144. The game displays a
choice structure to the player and prompts the player to select
a choice, as indicated by the block 146. The game awaits the
player’s decision, as indicated by the diamond 148.

[0155] If the player does not input a decision, the game
continues to display the choice structure and prompt the
player, as indicated by the block 146. If the player inputs a
decision, the game displays its choice, as indicated by the
block 149, and thus determines whether player’s choice ties
the game’s choice, as indicated by the diamond 150.

[0156] Referring to the choice structures 100, 106 and 112
of FIGS. 3A, 4A and 5A, respectively, a tie occurs when the
game randomly generates the same choice that the player
selects. If both the game and the player choose “B,” the game
determines a tie or draw. Referring to the choice structure 118
of FIG. 6A, a tie occurs when the game randomly generates
the same choice that the player selects and when the game and
player generate choices having no comparator. In the struc-
ture 118, for example, neither the choices “B” or “F” trumps
the other, so a tie occurs.
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[0157] Ifatie occurs, as indicated by a positive response to
the diamond 150, the game displays a draw or tie sequence on
one of the display devices 16, 18, as indicated by the block
152, and the game resets the sequence by randomly generat-
ing a new choice, as indicated by the block 144. In an alter-
native embodiment, the game additionally awards the player
an associated award upon a tie. The tie award in the illustrated
embodiment is less than an award associated with a player
win result. A draw or tie sequence can be any display indi-
cating a neutral outcome. The draw or tie outcome is effec-
tively a gaming device nullity, wherein the player and game
start over as if the previous choice selections have not
occurred. If a tie does not occur, as indicated by a negative
response to the query of the diamond 150, the game deter-
mines whether player’s choice trumps the game’s choice, as
indicated by the diamond 156.

[0158] Referring to the comparison databases 102, 108 and
114 of FIGS. 3B, 4B and 5B, respectively, the game applies
the appropriate comparator from an appropriate database to
the game’s generated choice and the player’s inputted choice.
If in an embodiment such as the choice structure 118 of FIG.
6A, there is no appropriate comparator in the appropriate
database for the game’s generated choice and the player’s
inputted choice, the game determines that a tie has occurred,
as indicated above by a positive response to the query of
diamond 148.

[0159] Ifthe player’s choice trumps the game’s choice, the
game displays a player win sequence on one of the display
devices 16, 18 and awards the player an associated award, as
indicated by the block 154. A player win sequence can be any
display indicating a positive player outcome. The win out-
come improves the player’s status quo. That is, in a bonus
round, the only loss the player experiences is a theoretical loss
or a loss of potential awards. With a win outcome, then, the
player’s award total starts at zero or some point of status quo
and adds thereto. The game resets the sequence by randomly
generating a new choice, as indicated by the block 144.
[0160] If the player’s choice does not trump the game’s
choice, as indicated by a negative response to the diamond
156, the game: (i) displays a player lose sequence on one of
the display devices 16, 18; (ii) alternatively awards a conso-
lation award, as indicated by the block 158; and (iii) ends the
sequence, as indicated by the oval 160. A suitable player lose
sequence is any that indicates a negative player outcome. As
mentioned above, the bonus game only adds to the player’s
awards. The player’s loss includes the loss of continued play
or potential awards. That is, the player does not risk and
thereby lose previously achieved awards.

[0161] It should be appreciated that the player continues
play, i.e., winning and accumulating awards or tying and
trying again, until the game’s choice trumps the player’s
choice. The player keeps any accumulated award achieved
before the game’s choice trumps the player’s choice.

Award Types and Award Structures

[0162] The win awards, tie awards and consolation awards
can be game credits although other awards are contemplated.
For example, the win awards and consolation awards can be
game credit multipliers that multiply: (i) a win along one or
more paylines; (ii) a total bet; (iii) a prior bonus round win; or
(iv) any other suitable game credit amount. The associated
awards can be a number representing any type of value, such
as a number of selections from a prize pool.
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[0163] Inoneaward selection embodiment, the win awards
and consolation awards are associated with the comparators.
That is, the comparison databases 102, 108 and 114 of FIGS.
3B, 4B and 5B, respectively, include having a separate col-
umn or columns (not illustrated) that associate a win award
and/or a consolation award with each comparator. Associat-
ing a consolation award with each comparator guarantees the
player of at least a consolation prize, i.e., if the game’s choice
trumps the player’s choice on the initial try, the player
receives the consolation award associated with the applied
comparator.

[0164] Referring now to FIG. 9, another random award
selection embodiment includes a prize pool or database 162
having a win column 164, a consolation column 166 and a
percent column 168. In this embodiment, when the player’s
choice trumps the game’s choice, the game randomly selects
one of the prizes from the win column 164. The game weights
the random generation using the percent values provided in
the percent column 168, such that the game is more likely to
generate a “3” award than a “40” award.

[0165] When the game’s choice trumps the player’s choice,
the game in one embodiment randomly selects one of the
consolation prizes from the consolation column 166. The
consolation prizes are typically less and have less variation
than do the win prizes. The game also weights the consolation
award generation. The present invention also contemplates
including “0” consolation awards, such that the player some-
times receives a consolation award and other times receives
nothing.

[0166] In a further award selection embodiment, the game
always provides the same award and/or consolation award
when the player wins and/or loses, respectively. This embodi-
ment does not require a separate private pool or database,
such as the one disclosed in connection with FIG. 9. In this
embodiment, the game evenly accumulates, e.g., 3%, 6x, 9%,
etc., each time the player wins.

Alternative Method of Operation

[0167] Referring now to FIG. 10, an alternative embodi-
ment 170 is illustrated, wherein the game randomly generates
an outcome and thereby determines a choice. Upon a
sequence triggering event, as indicated by the oval 172, the
game generates a win, lose or draw outcome from an equally
or unequally weighted outcome database, such as one of
FIGS. 7A through 7D, as indicated by the block 174. The
game displays a choice structure to the player and prompts the
player to select a choice, as indicated by the block 176. The
game awaits the player’s decision, as indicated by the dia-
mond 178.

[0168] If the player does not input a decision, the game
continues to display the choice structure and prompt the
player, as indicated by the block 176. If the player inputs a
decision, the game determines and displays its choice based
on the player’s choice and the randomly generated outcome,
as indicated by the block 180.

[0169] Referring to the comparison databases 102,108 and
114 of FIGS. 3B, 4B and 5B, respectively, to determine its
choice, the game proceeds backwards from the generated
outcome, applying the appropriate comparator from an
appropriate database and using the player’s inputted choice.
In certain instances, the game chooses between two possibili-
ties. For instance, if the game randomly generates a player
win from an outcome database, and the player inputs a choice
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“A” provided by the choice structure 106 of FIG. 4A, the
game can choose the choice “B” or “D,” which are both
trumped by the choice “A.”

[0170] Ifthe game randomly generates a tie in an embodi-
ment such as the choice structures 100, 106 and 112, of FIGS.
3A, 4A and 5A, respectively, wherein each choice trumps or
is trumped by each other choice, the game only has one
choice. For instance, if the game randomly generates a tie or
draw from an outcome database, and the player inputs a
choice “B” provided by the choice structure 100 of FIG. 3A,
the game can only choose the choice “B,” which is the only
choice that can tie the player’s choice.

[0171] Ifthe game randomly generates a tie in an embodi-
ment such as the choice structure 118 of FIG. 6 A, wherein
each choice does not trump or become trumped by every other
choice, the game has a plurality of choices. For instance, if the
game randomly generates a tie or draw from an outcome
database, and the player inputs a choice “F” provided by the
choice structure 118 of FIG. 6A, the game can choose the
choice “F” or any choice that does not have a comparator in
combination with “F,” namely choices “A,” “B” or “C.”
[0172] Ifthe game generates a tie, as indicated by a positive
response to the query of the diamond 182, the game displays
adraw or tie sequence on one of the display devices 16, 18, as
indicated by the block 184, and the game resets the sequence
by randomly generating a new choice, as indicated by the
block 174. In an alternative embodiment, the game addition-
ally awards the player an associated award upon a tie. The tie
award in the illustrated embodiment is less than an award
associated with a player win result. A draw or tie sequence can
be any display indicating a neutral outcome. As described in
connection with FIG. 8, a tie or draw outcome thereby pre-
serves the player’s status quo. If the game did not generate a
tie, as indicated by a negative response to the query of the
diamond 182, the game determines whether the game gener-
ated a win for the player, as indicated by the diamond 186.
[0173] If the game generated a win for the player, as indi-
cated by a positive response to the query of the diamond 186,
the game displays a player win sequence on one of the display
devices 16, 18 and awards the player an associated award, as
indicated by the block 188. A player win sequence can be any
display indicating a positive player outcome. As described
above in connection with FIG. 8, a win outcome improves the
player’s status quo.

[0174] The game awards the player in the manner and type
described above in connection with the embodiment of FIG.
8. The game resets the sequence by randomly generating a
new choice, as indicated by the block 174.

[0175] Ifthe game did not generate a win for the player, as
indicated by a negative response to the query of the diamond
186, the game: (i) displays a player lose sequence on one of
the display devices 16, 18; (ii) alternatively awards a conso-
lation award, as indicated by the block 190; and (iii) ends the
sequence, as indicated by the oval 192. A suitable player lose
sequence is any that indicates a negative player outcome. The
lose outcome deprives the player of further award generation
opportunity. That is, the player continues play, i.e., winning
and accumulating awards or tying and trying again, until the
game randomly generates a loss for the player. The player
keeps any accumulated award achieved before the game gen-
erates a loss.

Example Embodiment

[0176] Referring now to FIGS. 11A through 11D, one of
the display devices 16, 18 displays a well known rock, paper,
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scissors game, which is an example of a three choice embodi-
ment. Rock, paper, scissors employs the choice structure 100
of FIG. 3A, wherein rock smashes or trumps scissors, scissors
cuts or trumps paper and paper covers or trumps rock. Inrock,
paper, scissors, each choice either trumps or is trumped by
every other choice. There is a fifty percent chance that the
player selects a choice that trumps the game’s choice. In this
example embodiment, the game is equally likely to choose
rock, paper or scissors.

[0177] In an entertaining and exciting audiovisual display,
the game represents its selection of a choice via an indicator
200. FIG. 11A illustrates the game prompting the player to
select a choice of rock, paper or scissors via the visual or
audiovisual message 202. If the player wins, the game mul-
tiplies the player’s win along a payline 56 (FIGS. 1A and 1B),
indicated in a line win display 204 as twenty-five credits, by
an accumulating multiplier indicated in a multiplier display
206 to form a total win indicated in a total win display 208.
The player selects from the choice structure 100 by selecting
the rock selector 210, the paper selector 212 or the scissors
selector 214.

[0178] FIG. 11B illustrates that the player 216 selects the
rock selector 210. The present invention also requires a selec-
tion by the game of a rock, paper, scissors choice before the
game is enabled to make a comparison or employ a compara-
tor. FIG. 11B therefore does not yet illustrate a player win or
loss. FIG. 11C illustrates that the indicator 200, representing
the game’s choice, selects the scissors choice. It should be
appreciated that in rock, paper, scissors, players shake their
hands a plurality of times before picking a closed fist that is a
rock choice, a flat, open horizontal hand that is a paper choice
and two extended fingers that is a scissors choice. In FIG.
11C, then, the game selects the scissors choice by displaying
the indicator 200 with two extended fingers.

[0179] FIG. 11C also displays the appropriate comparison
or comparator 218 between a rock choice and a scissors
choice. Thatis, “rock smashes or trumps scissors.” The player
therefore wins this particular game of rock, paper, scissors.
FIG. 11D displays a suitable visual or audiovisual indicator
220 that the player has won. FIG. 11D further illustrates that
the game rewards the player by multiplying the player’s pay-
line 56 win (e.g., the win along the payline having the symbol
or symbol combination triggering the bonus) of twenty-five
credits shown in the line win display 204 by the multiplier of
ten shown in the multiplier display 206 to form a total win of
250 credits shown in the total win display 208.

[0180] It should be appreciated that the display embodi-
ment of FIGS. 11A through 11D includes both the methods
disclosed in connection with FIGS. 8 and 10. That is, respec-
tively, the game includes randomly selecting the scissors
choice and thereby applying the appropriate compactor to
generate a win or lose outcome for the player. The game
alternatively includes randomly generating a win or lose out-
come for the player and thereby applying the appropriate
comparator to select a choice, i.e., the scissors, which is
trumped by the player’s choice of a rock.

[0181] Referring now to FIG. 12, one method for the attack
and countermeasure base or bonus game is illustrated by
sequence 230, which begins as seen in connection with oval
232. In a base game embodiment, sequence 230 is started
upon the placement of at least a minimum required wager. In
the present game, a single player can play against the machine
or two or more players can play against each other. When the
single player plays against the machine, the machine in one
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embodiment requires a single credit to be wagered. The credit
can represent any suitable denomination of money.

[0182] Ina single player version, sequence 230 is a wager-
ing game having a particular payback percentage for the
player. For example, if the gaming device is set so that the
player beats the machine forty-five percent of the time on
average and pays are made per credit wagered, then the aver-
age payback percentage is 90%. Gaming device 10 can be set
to increase the payback percentage if the player wagers more
credits per game to account for larger wagers.

[0183] The gaming device can also be set to pay back
different amounts depending upon a variable outcome. For
example, as shown below in connection with Table 1, the
awards can depend on the player’s points accumulated over a
number of rounds of sequence 230 or a differences between
the player’s points accrued versus the total points that the
player’s opponent accrues. For example, Table 1 shows one
example paytable for differences between the player’s total
and the opponent’s total.

[0184] The player wins at least one of the payouts forty-
eight percent of the time, wherein (a) twenty-two percent of
the time the player beats the opponent by one point; (b) twelve
percent of the time the player beats the opponent by two
points, and so on. The payouts increase as the likelihoods
decrease. The paytable assumes that the player wins no cred-
its for tying or losing to the opponent.

TABLE 1

Example Paytable For Single Plays
Base Attack and Countermeasure Game

Payout Per
Total Point Likelihood of Coin Partial
Difference Occurring Wagered Payback
1 22 1 22
2 12 2 .24
3 .08 3 .24
4 04 4 16
5 .02 6 12
48 total likelihood .98 total payback
of occurring
[0185] It should be appreciated that the above table is

merely an example. The game of sequence 230 could have
more or less than five outcomes. The likelihoods, payouts and
partial paybacks can also vary from those shown above. Fur-
ther, the paytable could be structured such that the player
loses credits upon losing to the opponent but wins more
credits for beating the opponent. Further, games thatend in a
draw outcome can result in a push, for example, in which the
next game requires another wager and plays with the same
paytable but adds the previous wager to the current wager,
increasing the stakes of the next game. Alternatively, the next
game could be played with a different paytable, e.g., one that
is more favorable to the player or more volatile.

[0186] The paytable for a two player version of sequence
230 presents an additional challenge due to the financial
interplay between the players and between the players and the
house. In a bonus game embodiment, the starting step 232 of
sequence 230 occurs upon a bonus game triggering event as
has been described herein. Here, sequence 230 is operated as
a bonus sequence and the player’s win is made part of an
overall paytable for the gaming device having a base game
and a bonus attack and countermeasure game. The base game
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can be any of the ones listed above. The triggering event can
be a base game outcome or other event, such as the outcome
of a separate random generation.

[0187] Instep 234, gaming device 10 displays characters or
icons that represent the players (in a two player game) or the
player and an opponent (in a one-player game). As shown
below in the examples, the gaming device in one embodiment
displays a plurality of characters or icons and enables the
player(s) to choose which character to use, e.g., which fighter
to enter combat with. The choice of a fighter can for example
be via touch-screen overlay 50 operable with video monitor
16, 18 and touch screen controller 52.

[0188] Instep 236, gaming device 10 displays the offensive
and defensive plays or choices available to each player. Dif-
ferent types of play or choice schemes are shown and
described herein. In a rock, paper, scissors configuration, for
example, the player makes a single choice, which includes
both an offensive or defensive component in each choice, and
which sets the player’s offensive or attack play and defensive
or countermeasure play. In matching type schemes, the player
individually chooses separate attack and countermeasure
plays. In an alternative embodiment, certain offensive and
defensive plays can be linked. Multiple examples of such
plays are provided below.

[0189] Instep 238, gaming device 10 prompts the player to
choose an offensive (attack) and defensive (countermeasure)
play. The prompt can be any suitable visual message, audio
instruction or combination message and instruction. Gaming
device 10 determines whether each of the offensive and
defensive plays have been chosen for each player (two players
or player versus machine) as seen in connection with dia-
monds 240 and 242, respectively.

[0190] In step 244, gaming device 10 makes a comparison
of the offensive and defensive plays of the player versus
defensive and offensive plays for the other player or the
machine and vice versa. It is possible that only a single
comparison is made for a single player game, e.g., the player’s
offensive move versus the opponent’s defensive move. The
player is paid based on the single result. Even in a single
player game, however, it is contemplated to keep two scores,
one for the player and one for the machine’s character. In this
manner, even a single player game feels like a true competi-
tion. As shown in more detail below, gaming device 10 can
provide outcomes based on a total score, a difference between
scores, a first score to reach a preset number, etc. The com-
parison lends itself to keeping two scores since the compari-
son naturally renders two outcomes. For example, a compari-
son between two fighters who each make an offensive and
evasive move relative to each other results in a hit/no hit and
block/no block result for each player. A score for each player
can therefore be made from the same comparison.

[0191] Based on the above discussion, and as seen in con-
nection with step 246, gaming device 10 determines out-
comes from the comparison for one or two characters. The
outcome can vary as shown below. For example, the fight
game can have multiple rounds, each round resulting poten-
tially in one or more point for the play. The number of rounds
can be preset, wherein the character with the higher total at the
end wins. Alternatively, the number of rounds can be deter-
mined by whomever first reaches a preset number of wins or
points. Alternatively, the outcomes can be one or more credits
awarded directly after each fight to one or both of the char-
acters.
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[0192] The characters are also shown acting out or portray-
ing the chosen offensive and defensive play, as seen in con-
nection step 248. For example, the combat game shows the
chosen characters fighting. The outcomes of the comparisons
are also displayed as seen in connection with step 250. In an
embodiment, display device 30 and/or 32 displays the plays
or outcomes. Alternatively or additionally, e.g., in connection
with a larger, multiplayer tournament type game, one or more
large, e.g., overhead, display is used to show the acting out of
the plays and/or the resulting outcome(s).

[0193] After the outcomes are displayed in step 250, gam-
ing device 10 determines whether another round exists as
seen in connection with diamond 252. If another round does
exist, gaming device 10 repeats the above-sequence. If the
initial sequence enables the player to choose which icon or
character is to be associated with the player, that choice may
or may not be provided to the player in the second and later
rounds. If no additional rounds exists as determined in con-
nection with diamond 252, gaming device 10 updates each
player’s credits, as seen in step 254, after which sequence 230
ends as seen in connection with oval 256.

[0194] Referring now to FIGS. 13 and 14, one suitable
theme for the attack and countermeasure wagering game is a
fight or combat theme. Here, one or more of display devices
16, 18 of gaming device 10 displays a first screen shot, which
displays a plurality of selectable characters or icons 260a to
260m. Gaming device 10 displays an audio, visual or audio
visual message 262 prompting the one or more player to pick
one of the combatants 260a to 260m. As seen in FIG. 13,
player 264 picks combatant 260c. In the illustrated embodi-
ment, the attack and countermeasure game is a single player
game in which the player plays against the gaming device.
Here, gaming device 10 selects a player randomly from the
remaining players not chosen by the player, e.g., combatant
260%. Combatants 260c¢ and 260/ appear on video monitor 16
or 18 ready to do battle.

[0195] Display device 16 or 18 also displays three possible
offensive and defensives plays to 266a to 266¢. In the illus-
trated embodiment, plays 266a to 266¢ are used to select both
an offensive move or play and a defensive move or play. Play
266a is an attack or defense of the head area of character 260
(referring generally to characters 260a to 260m). Play 2665
selects the torso to attack or defend. Play 266¢ selects the
lower body to attack or defend.

[0196] Gamingdevice 10 provides an audio, visual or audio
visual message 268 informing the player to choose an area of
the player’s opponent 260/ to attack and then secondly to
choose an area of the player’s character 260c¢ belonging to the
player to defend. In FIG. 13 player 264 chooses move or play
266a to attack the head of opponent 260/%. Also, player 264
chooses play or move 266¢ to defend the lower body of player
combatant 260c.

[0197] Selectable plays or selections 266a and 266¢ are
displayed on monitor 16, 18, in the illustrated embodiment
because the player is playing against the machine in one
embodiment. That is, the gaming device chooses its plays
randomly and internally. In one embodiment, the software is
set so that the gaming device’s choices are in no way influ-
enced by the player’s choices. If the player is playing against
another player, it is desirable to hide the selections, so that
neither player knows what the other player has chosen to
attack and defend. FIGS. 1A and 1B illustrate one embodi-
ment for a mechanism that enables the players to choose
attack and defense plays discreetly. The handheld input
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devices 30 are attached via flexible cords or wires to the
cabinet of gaming device 10a or 105 in this example embodi-
ment. Input devices 30 include buttons for other types of
electromechanical inputs that correspond for example to
plays 266a to 266¢. Alternatively, the cabinet of gaming
device 10 could include blinders or covers that block the view
of'the opposing player. In any case, the player does not see the
plays chosen by the opposing player.

[0198] Display devices 16, 18 also show a number of
meters. Meter 270q illustrates which round of the game is
current. Meter 27056 illustrates the number of points accumu-
lated by the player. Meter 270c illustrates the points accumu-
lated by the opponent. Meter 2704 illustrates any credits that
the player has won via play of the attack and countermeasure
wagering game. In the state of the game shown in FIG. 13, the
current round is round 1, neither the player or opponent has
accrued any points, and the player has not won any credits.
[0199] FIG. 14 illustrates an acting out of the attack and
countermeasure plays chosen by the player and chosen ran-
domly by the gaming device 10. As seen, the opponent has
chosen to attack the lower body of player character 260c.
Further, opponent 260/ has chosen to defend its midsection.
Character 260/ is shown in an animated or video sequence
kicking at the legs of player character 260c and also blocking
its midsection. Player character 260c¢ is shown in acting out its
choice of plays. Here, player 260c¢ punches at the head of
opponent 260/ in an attack move and swivels its lower body
in a defensive or countermeasure move. Because the counter-
measure or defensive move of player combatant 260¢ suc-
cessfully countered the attack move or kick of opponent
260%, the opponent’s kick is shown as missing the player
combatant 260¢ and no points are awarded to the opponent as
seen inmeter 270¢. On the other hand, because the opponent’s
countermeasure or defensive move to block an attack to the
torso of the opponent 260/ did not successfully counter the
attack player combatant’s 260c¢ move or punch, the players
combatant 260c is shown successfully hitting the head of
opponent 260/. Accordingly, the player scores a point, such
as a single point shown in meter 2705.

[0200] Meters 270a to 270d are shown updated. If another
round exists the player combatant 260¢ and opponent 260/
are reset, such as reset to the positions of FIG. 13, to begin
round two as shown in meter 270qa. Player point meter 2705 is
updated to reflect that the player has received one point from
round one. Opponent meter 270c¢ shows that the opponent has
yet to score a point on the player. Win meter 2704 shows that
the player as of round two has not yet won any credits.
Alternative ways to the play and score attack and counter-
measure game of FIGS. 13 and 14 are shown below in Table
2.

[0201] The dynamics of the combat game of FIGS. 13 and
14 are such that the player or opponent scores or wins one or
more points unless the attack play is successtully countered.
The more plays 266 (referencing generally to plays 266a to
266¢, etc.), e.g., areas of the body, the higher the likelihood
becomes that each combatant will score a point. For example,
if torso play 2665 were broken out into stomach and upper
body, the total number of plays would be four, and each
combatant would have only a 25% chance of successfully
blocking the attack of the other combatant, instead of the 33%
chance that each combatant has in the combat game illus-
trated in FIGS. 13 and 14.

[0202] Referring now to FIGS. 1510 17, a second attack and
countermeasure game theme includes a tank commander or
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tank battle game. This game is similar to the combat game of
FIGS. 14 and 15 in that the two players or a single player
playing against the machine select from the same group of
plays 266 (referring collectively to plays 266a to 266d). As
will become apparent, however, the tank battle game of FIGS.
15 to 17 is more defensive in nature than the combat game of
FIGS. 13 and 14. That is, adding more plays or choices
lessens the likelihood of a hit or successful attack as opposed
to increasing the likelihood of a hit as seen with the combat
game of FIGS. 13 and 14.

[0203] FIG. 15 illustrates that the tank commander theme
includes the same meters 270a to 2704 described above for
the combat games for FIGS. 13 and 14. Display device 16 or
18 displays a battle zone or battle grid 272, which is divided
into zones 274a to 274¢ for the player and zones 276a to 276¢
for the opponent. In the illustrated embodiment, the player
again plays against the machine or opponent as opposed to
another player. This enables choices or plays 266a to 2664 to
be displayed on video monitor 16 or 18, wherein plays 266
can be selected via the touch screen overlay 50. Alternatively,
in a two player embodiment, input devices 30 such as those
shown in connection with FIGS. 1A and 1B, are provided to
enable the two players to select oftensive and defensive plays
discreetly.

[0204] FIG. 15 illustrates that the player and opponent are
each provided with an icon or tank 2784 and 278, respec-
tively. Here, the players do not pick a favorite from multiple
icons or tanks, such as with the combat embodiment shown in
FIG. 13. Alternatively, different icons, such as different types
of'tanks can be displayed on display device 30 and 32, allow-
ing the player to choose his/her favorite icon or tank.

[0205] Display device 16 or 18 displays an audio, visual or
audio visual message 268 prompting the player to choose a
spot to which the player thinks the opponent’s tank 2785 will
move and secondly to choose a defensive play to move the
player’s tank 278a to different grid 274a to 274¢ to avoid the
opponent’s shot. Plays 2664 to 2664 show arrows and indicate
that by pressing one of the arrows the associated tank 278a or
278b will move in the direction of the chosen arrow. In the
illustrated embodiment, the arrow signals that the associated
tank will move one grid in the direction chosen. The player
knows that the player’s tank 278¢ can only move one square
or grid in one of the four directions shown. The player also
knows that opponent’s tank 2785 can also only move one grid
in one of the four directions.

[0206] AsseeninFIG. 15, player 264 first selects play 266¢
indicating that the player thinks that the opponent’s tank 2785
will move from its current grid position 276g down one posi-
tion to 276k The player’s second selection, player 264
chooses play or up arrow 266a as the player’s defensive
maneuver. That is, the player believes that by moving the
player’s tank 278a from its current position at 274k upwardly
one grid to new position 274g, the player’s tank will avoid the
grid into which opponent’s tank 2785 will shoot.

[0207] Inanalternative embodiment, plays 266 can include
double-arrows indicating that tank 278a or 2785 will move
two places in the chosen direction. Further alternatively, plays
266a to 2667 mirror grid positions 274a to 274¢ and 276a to
276¢. Here, tanks 278a and 2785 can move to any open grid
274 or 276.

[0208] FIG. 16 illustrates the outcome of the plays selected
in FIG. 15. In FIG. 16, player’s tank 2784 is shown moving
from its current position 274k to a new position 274g. Along
the way, player’s tank 278a fires a shot into the player’s
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selected grid 276k of the opponent. At the same time, oppo-
nent’s tank 2785 is shown moving from its current position
276g to its new defensive position at grid 276%. Before arriv-
ing at 276k, opponent’s tank 2785 shoots into the player’s area
of battle field 272, namely, into grid 2740. The result of a
comparison of the moves or plays chosen by the player and by
the gaming device for opponent tank 27854 is also illustrated in
FIG. 16. Here, player’s tank 278a by moving to new position
276g has successfully avoided the shot into grid 2740 by
opponent’s tank 2785. Opponent’s tank 2785 on the other
hand has moved from grid 276g to grid 2764, where it is hit by
the shot from player’s tank 278a. The player is accordingly
award a point for hitting opponent’s tank 2785 as shown in
meter 2705. On the other hand, opponent’s tank has not
scored any points as shown in meter 270c. In FIG. 16 the
round switches from one to two as shown in meter 270a. The
player has yet to win any credits for the game as shown in
270d.

[0209] FIG.17 illustrates a plurality of alternative embodi-
ments for the tank commander game. For example, as illus-
trated, a new round can begin with tanks 2784 and 2785
beginning in the same position as the previous round. In an
alternative embodiment, tanks 2784 and 2785 begin the round
in the position to which they moved or attempted to move in
the previous round.

[0210] In a further alternative embodiment, tanks 278a and
278b begin the round in a randomly chosen grid 274 or 276
(referring generally to one of grids 274a to 274¢ and 276a to
276¢, respectively). It should be appreciated that starting from
a grid along an edge of battle field 272 provides less places to
moveto than does one of the inner grids. Beginning at a corner
grid provides even less opportunity for movement. Accord-
ingly, to make the game progressively more offensive, later
rounds may be weighted such it is more likely that the tanks
begin along an edge or corner of battle field 272.

[0211] Inanotherattempt to make the game more offensive,
obstructions 280 can be placed in one or more grid of battle
field 272. Obstructions 280 prevent the player or gaming
device from moving into the grid having an obstruction. The
obstructions thereby reduce the number of evasive places to
move to and thus increase the likelihood of a hit and resulting
in points. Obstructions 280 can increase in number in later
rounds.

[0212] As seen in FIG. 17, the number of plays 266 can be
varied. FIGS. 15 and 16 show four plays or directions 2664 to
266d. F1G. 17 illustrates that the player and opponent tanks
can move to eight different directions or grids 266a to 266/,
depending on where tanks 278a and 278b are currently
located on battlefield 272. Further, FIG. 17 shows a null
selection for play 2661, in which the player or gaming device
chooses not to move and to remain instead in its current
position. It should be appreciated that the more plays or
moves that are added, the more defensive the game becomes
because the likelihood of choosing the opponents new posi-
tion lessens.

[0213] Referring now to FIGS. 18 and 19, a further alter-
native embodiment and theme for the attack and countermea-
sure game is illustrated. Here, the game theme is the game of
American football. It should be appreciated however that the
teachings of FIGS. 18 and 19 are applicable to any type of
sport, such as baseball, basketball, soccer, hockey, etc.
[0214] The football version of the attack and countermea-
sure game is also displayed on display device 16 or 18 of
gaming device 10. Meters 270a to 2704 are provided again
and operate as described above. A separate score meter 2704
is provided. Its function is discussed below.
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[0215] Display device 16 or 18 shows two separate football
fields 2824 and 2825. On football field 282a, the player plays
on offense, while the opponent or gaming device plays on
defense. On football field 2824, the opponent plays on
offense, while the player plays on defense. The illustrated
embodiment is again one in which a single player plays
against the machine. Accordingly, the offensive and defensive
plays 284 and 286, respectively, are shown on display device
16 or 18, which can be selected via a touch screen overlay 50.
Alternatively, a first player plays against a second player, in
which case discreet input devices such as input devices 30
shown in FIGS. 1A and 1B, are used.

[0216] The football theme includes a plurality of selectable
offensive plays 284 and a plurality of selectable defensive
plays 286. For each football down shown in meter 2704, each
player or opponent selects one of the offensive plays 284 and
one of the defensive plays 286. Yards gained by the player
from his/her play selection are shown in yard meter 2705.
Likewise yards gained by the opponent from its play selection
are shown in yard meter 270c¢. In one embodiment, the yards
accumulate to a score for either the player or opponent, which
is then shown in score meter 270d. Any credits awarded the
player are shown in meter 270e. Credit awarded to the player
can be based on the player’s score only (2704), the number of
yards gained only (2705, in which case score meter 2704 is
not needed), or a combination of yards and score.

[0217] In the illustrated embodiment, the player can be
allowed to make selections as long as the player achieves ten
yards within four downs. If the player eventually reaches the
opponent’s goal line, the player obtains a score and either the
game ends or a new round or set of downs is provided, in
which the player begins near the player’s own goal line. If the
player fails to make a first down, play can stop and an award
can be provided based on yards for example.

[0218] Inanother embodiment, the player is provided with
four downs in which to gain as many yards as possible. The
player’s win at the end of the four downs is based on the
number of yards gained or the difference of yards gained
between the player and opponent. If the player reaches the
opponent’s goal line, an additional award is provided in con-
nection with score meter 270e.

[0219] The embodiments of FIGS. 13 to 17 involved a
matching game, in which a matching of plays resulted in a
successful evasive block of an attack move for the combat
game or a successtul move in the tank command game. The
football game of FIGS. 18 and 19 operates differently. Here,
each combination of offensive and defensive plays is
weighted in connection with a variable outcome, e.g., a yard-
age outcome.

[0220] FIG. 19 illustrates one possible outcome array for
one offensive and defensive play combination. In FIG. 19, the
example shows one offensive play 284 versus each of the
potential defensive plays 286. Namely, the slant right offen-
sive play, is compared to: (i) a 4-3 defense, (ii) a 3-4 defense,
(iii) a goal line defense, (iv) a prevent defense, (v) a zone
defense, (vi) a man-to-man defense, (vii) a safety blitz, (viii)
a corner blitz, (ix) a zone blitz, (x) a line backer blitz, (xi) an
all out blitz, and (xii) a fake blitz. The chart of FIG. 19 also
shows a plurality of different yardage outcomes, namely: (i) a
loss of 10 yards, (ii) aloss of 5 yards, (iii) a loss of 2 yards, (iv)
aloss of 1 yard, (v) no gain, (vi) a gain of a yard, (vii) a gain
of'2 yards, (viii) a gain of 3 yards, (ix) a gain of 5 yards, (x) a
gain of 8 yards, (xi) a gain of 10 yards, (xii) a gain of 15 yards,
(xiii) a gain of 20 yards, and (xiv) a gain of 30 yards.
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[0221] In FIG. 19, each yard output defense combination
has provided a percentage likelihood of occurrence. For
example, if the player or opponent chooses the slant right
offensive play 284 and the opposing player or opponent
chooses a 4-3 defense 286, that combination has: (i) a 1%
change of generating a 10 yard loss, (ii) a 2% chance of a 5
yard loss, (iii) a 12% chance of a 1 yard gain, (iv) a 95%
chance of an 8 yard gain, (v) a 1% chance of a 30 yard gain,
etc. Hach of the yardage and defensive combinations is
weighted in a similar manner. In an embodiment, the percent-
age ratings can mirror real life football. That is, a riskier
defense, such as an all out blitz, can have a higher likelihood
of producing a larger loss of yardage or yielding a large gain
of yardage, with a lesser likelihood of yielding an average
gain of yards. A more conservative defense on the other hand
is weighted oppositely.
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[0222] It should be appreciated that a random outcome
generator operates with weighted outcomes such as those
shown in FIG. 19. Weighted tables are stored for each com-
bination of offensive plays 284 and defensive plays 286.
Here, adding more offensive or defensive plays does not raise
or lower the likelihood of a successful outcome or yards,
because the likelihoods are set in and generated randomly
from software.

[0223] Three separate themes for the attack and counter-
measure game have been illustrated via FIGS. 13 to 19. Each
of these games can be implemented in a multitude of ways
and have a multitude of different payout schemes. The com-
binations of different embodiments are quite varied. Accord-
ingly a chart detailing different primary embodiments is

shown as Table 2.

TABLE 2

Alternative Embodiments

Primary Multiple
Embodiment No.of  Rounds
No. Players (Y/N) Description of Game Play Pay Schemes

1 1 N Single round bonus game, 0 to X credits for losing

player plays against machine. to opponent, >X
credits for tying
opponent, >>7X>>
credits for beating
opponent.

2 2 N Single round base or bonus If player 1 wins, player
game, player 1 plays against 1 wins credits, player 2
player 2. loses credits, vice

versa if player 2 wins,
draw if tie.

3 1 Y Multiple round bonus game, 0 to X credits for losing
player plays against machine, to opponent, >X
number of rounds can be credits for tying
preset, last until preset score  opponent, >>X credits
is reached last until the player for beating opponent.
loses or does not win once, or
last until the player loses or
does not win a preset number
of times.

4 2 Y Multiple round base or bonus At the end of the
game, player 1 plays against  rounds, winner wins
player 2, number of rounds preset amount.
can be preset, last until a At the end of the
certain point total is met, until rounds, winner wins
a certain point differential is  randomly
met. determined amount

At the end of the
rounds, winner’s
award based on
player’s total points
At the end of the
rounds, winner’s
award based on
differential of points
between winning
and losing player

5 >2 Y Tournament gaming system Pay based on level

in which two players square
off in a base or bonus game
having one or more rounds,
winner advances to play
another winner at the next
level and so on until a single
winner emerges, consolation
matches can be held
depending on pay scheme.

reached, all players
win some award in
bonus game.

Pay based on level
reached, less than
all players win
award in base
game.

Consolation
matches held until
complete ranking is
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TABLE 2-continued
Alternative Embodiments
Primary Multiple
Embodiment No.of  Rounds
No. Players (Y/N) Description of Game Play Pay Schemes
made, 1,2,3,...%,
all players win in
bonus game.
Consolation
matches held until
complete ranking is
made, 1,2,3,...%,
less than all players
win award in base game.
6 >2 Y Tournament gaming system Pay based on level
in which each player plays reached, all players
against the machine in a base ~ win some award in
or bonus game having one or  bonus game.
more rounds, winning players Pay based on level
advance to play machine reached, less than
again at a next level and so all players win
on until only a single winner  award in base
remains, consolation matches  game.
can be held depending on Consolation
pay scheme, levels can matches held until
increase in difficulty. complete ranking is
made, 1,2,3,...%,
all players win in
bonus game.
Consolation
matches held until
complete ranking is
made, 1,2,3,...%,
less than all players
win award in base
game.
[0224] Table 2 shows six different primary embodiments, based on the player’s total points. In a further alternative

wherein certain embodiments have a multitude of payout
schemes. It should be appreciated that Table 2 is in no way
meant limit the scope of the examples set forth herein. To the
contrary, Table 2 illustrates that the examples set forth herein
can be implemented in many ways.

[0225] The first alternative embodiment in Table 2 illus-
trates a single player game having a single round. Here, the
player plays a bonus game and plays against the machine. In
a bonus game, it is generally desirable to provide the player
some amount of an award. For example, the player can be
provided 0 to X credits for losing to the opponent, greater than
X credits for tying the opponent or greater than the tie amount
for beating the opponent.

[0226] Inthe second main embodiment, a two player game
involves a single round, which can be played as a base or
bonus game. Here, if the first player beats the second player,
the first player wins credits and the second player loses cred-
its. The results are reversed if player two wins. A push results
from a tie. In a bonus game, a loser does not lose credits.

[0227] In the third primary embodiment, a single player
plays a multi-round bonus game, such as in the examples
shown above, against the machine. The number of rounds can
be preset or last until the player loses or ties. The rounds can
last until the player loses or ties a certain number of times.
Alternatively, the number of rounds can last until a certain
point total is achieved. In this bonus game embodiment, the
pay scheme can be the same as that set forth in first primary
embodiment. In alternative pay scheme, the player win is

embodiment, the players win is based on the difference
between the player’s points and the game’s points.

[0228] In a fourth alternative embodiment, a two player
game involves multiple rounds. This can be a base or bonus
game wherein the number of rounds is preset or varied as
discussed above in connection with the third primary embodi-
ment. The fourth embodiment includes a plurality of different
pay schemes, such as paying the winner at the end of the
rounds a preset amount, a randomly determined amount, an
award based on the winner’s total points or an award based on
the difference between the winner’s points and the loser’s
points.

[0229] The fifth primary embodiment includes more than
two players and has multiple rounds. Here a tournament set-
ting is provided in which multiple gaming devices are linked
via a server computer and computer network. Two players
play against each other in a base or bonus game having one or
more rounds. A winner advances to play another winner and
so on until a single winner emerges. Consolation matches can
be held depending the type of pay scheme. The pay schemes
can be varied. The payout can be based on the level reached,
wherein all players win some amount in a bonus game. The
payout can be based on a level reached, wherein less than all
players win in a base wagering game. Consolation matches
can be held until a complete ranking is made, e.g., one, two,
three, etc., and wherein all players win some amount in a
bonus round. The same ranking can be made via consolation
matches, but in which less than all players win in a base game
version.
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[0230] The same pay scheme for the fifth primary embodi-
ment can be applied to the sixth primary embodiment, which
includes a game involving more than two players in a multiple
round tournament game. Here, however, each player plays
against the machine instead of playing against another player
as in the fifth primary embodiment. The game can have one or
more rounds but ultimately either the player or the machine
wins in a particular level. The winning players advance to
play the machine again at a next level, and so on until only a
single winner remains. Consolation matches can be held
depending on the pay scheme as discussed in connection with
pay schemes for primary embodiment of FIG. 5. Increasing
levels can increase in difficulty, for example, by providing
more obstructions in the tank commander game theme
described above.

[0231] Any of the primary embodiments cooperating with
any of the game themes can employ a game scheme in which
one or more player in a single round (of a single or multi-
round game) makes multiple attack and countermeasure
moves or plays. For example, the fighters of the combat game
or tank commander game could make multiple offensive and
defensive moves against each other in the same round, each
move combination resulting in a point or win for each player.
[0232] Referring now to FIGS. 20 to 28, single and multi-
player competitive racing game systems are illustrated.
Which the racing game is shown primarily as a multiplayer
game, it should be appreciated that the racing competition can
also be configured in a single player embodiment. This is
shown and described below in addition. FIG. 20 illustrates
one embodiment of a racing competition system 70. In the
illustrated embodiment, ten gaming devices, namely gaming
devices 10a to 10/ play against one another. System 70 can
include more or less than ten positive constituent gaming
devices and be carried out over a LAN, WAN, internet or any
combination thereof or any other suitable network.

[0233] One or more video monitor 16 or 18 is illustrated for
each gaming device 10a to 10;. Each gaming device also
includes a control unit 60. Control unit 60 houses one or more
processor 12, one or more memory device 14, video control-
ler 46, touch screen controller 44 (all shown above in connec-
tion with FIG. 2A), and any other equipment necessary for
each gaming device 10a through 10; to communicate via data
link 58 and data bus or network 62 with server computer 56.
Server computer 56 likewise includes a control unit 64 having
one or more processor and/or memory, which communicates
via network or data bus 62 and each of the links 58 to gaming
devices 10a to 10;. Links 58 and network or data bus 62 can
be of any of the variety of types discussed above in connection
with FIGS. 2A and 2B. Moreover, the processing and
memory capability of control unit 64 or server computer 56
can be of any of the types and varieties discussed above in
connection with the processing and memory capabilities of
gaming device 10. Control unit 64 also includes a video RAM
or video controller that communicates via link 66 to large
overhead display 68. It should be appreciated that in alterna-
tive embodiments, any of the data linkages 58, 62 and 66 can
be replaced with radio frequency, microwave or other alter-
native wireless technology.

[0234] Individual video monitors 16 and 18 of gaming
devices 10a to 10f can show the exact same indicia that large
overhead display 68 shows. Alternatively, video monitors 16
and 18 show additional or different information, such as
information relating to the specific gaming device 10a to 107
orto a player playing any of those gaming devices. Further, as
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discussed above in the summary, in one embodiment the
competition race game includes multiple heats or races and
enables the player to redistribute driving points (discussed
below) or car configuration (discussed below) between the
heats or races. Such reconfiguration in one embodiment is
done via individual video monitors 16 and 18 and an associ-
ated touch screen overlay 44, for example.

[0235] The attract or solicitation countdown done at end of
a series of races to attract players for the next series of races
can be split amongst large overhead display 68 and local
video monitors 16 and 18. For example, during the attract
sequence local video monitors 16 and 18 could show a log of
the top ten series finishes, while large overhead display shows
commentators or announcers in a sport recap setting com-
menting on the previous race series and showing footage of
various ones of the races. It is believed that such interaction
provides a fun and exciting attract or solicitation sequence,
which involves players in the game.

[0236] Inone alternative embodiment, the competition rac-
ing game is a bonus game on a gaming machine, which is
played in addition to any of the primary base games such as
those discussed herein. Here, players play the base wagering
game via video monitor 16 or 18. Large overhead display 68
runs a attract, e.g., commentator, sequence until a bonus is hit
by one of the gaming devices 10a to 10j, after which large
overhead display 68 shows the bonus races discussed below.
[0237] Large overhead display 68 includes a large video
screen 72, which can be any types of video screens described
above for monitors 16 and 18. Video screen 72 shows a
racetrack 80, which is selected from a plurality of different
racetracks randomly as discussed in detail below. The race is
shown with racing cars 74, which are numbered in one
embodiment according to numbers selected by the player of
the corresponding game device 10a through 10;. In the illus-
trated embodiment, the numbers are zero to nine for conve-
nience. These numbers could be arranged in any suitable
pattern in association with gaming devices 10a to 10;. Dif-
ferent cars 74 can also have different shapes and colors, which
can be player selectable or correspond alternatively to a color,
for example, associated with a particular gaming device 10a
to 105 or some type of indicator attached to the gaming device.
In the example illustrated in FIG. 20, car zero wins the race,
followed by car seven, car five, cartwo, car nine, car three, car
four, car one, car eight and car six.

[0238] Referring now to FIG. 21, sequence 300 illustrate
one possible sequence of operation for the multiplayer ver-
sion of the racing competition game having player config-
urable performance characteristics of system 70. Upon begin-
ning sequence 300, as seen in connection with oval 302,
system 70 starts an initialization countdown, runs player
attract video and audio and shows the countdown to potential
players, as seen in connection with block 304. As discussed
above, this is done on large overhead display 68 and/or the
video monitors of 16 and 18 of constituent gaming devices
10a to 105 of system 70.

[0239] Sequence 300 during the countdown enables player
at individual gaming machines or kiosks to place wagers, to
configure their cars and distribute driver points, as shown in
connection with block 306. FIGS. 1A and 1B and associated
text discuss different ways to place wagers at individual gam-
ing devices 10a through 10;. FIG. 23 described below shows
one embodiment for enabling the players to configure their
cars as desired. FIG. 24 below shows one embodiment for
enabling the players to distribute their driver points. Regard-
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ing driver points, as discussed in the summary and in detail
below, in one embodiment each player splits a preset amount
(e.g., one-hundred of points) into four driving categories,
namely, acceleration, breaking, cornering, and top speed.
Each of these categories and the mode of point distribution is
discussed in detail below. It should also be appreciated that
other suitable categories may be employed in addition to or as
alternatives of these categories. Thus, the player acts to con-
figure the player car in one of multiple different ways.
[0240] During the countdown, sequence 300 can run one or
more “hurry-up” messages to machines that have not yet
entered necessary information. For example, a hurry-up mes-
sage can be provided at one minute until the end of count-
down, as seen in connection with block 308. In one embodi-
ment, the “hurry-up” message is provided at local video
monitor 16 or 18. It is also contemplated to provide such
message on large overhead display 68. Large overhead dis-
play 68 also shows the actual countdown in one embodiment.
[0241] If the initialization portion of sequence 300 is not
complete as determined in connection with diamond 310,
system 70 continues to run attract sequences as seen in con-
nection with block 304, enables wagers and other configura-
tions to be made, as seen in connection with block 306, and
provides any necessary hurry-up messages seen in connec-
tion with block 308. When the initialization countdown is
complete, as determined in connection with diamond 310,
system 70 chooses a racetrack randomly from a racetrack
pool, as seen in connection with block 312. FIGS. 25A to 25]
show different selectable racetrack configurations. Those fig-
ures and FIGS. 26A to 26C also illustrate system 70 in con-
nection with block 314 determinations outcomes using the
player’s distribution of driver points and the randomly chosen
racetrack. It should be appreciated that the track determina-
tion can also include other random determinations such as the
weather at the track and crashes at the track, or other deter-
minations that counteract against the player set race car
attributes.

[0242] After the outcome determinations have been made,
sequence 300 in connection with block 316 shows the race
occurring on the selected racetrack and finishes the race dis-
play showing the cars finishing according to the determined
outcomes. The race is shown is using the cars as configured by
the constituent players as described above in connection with
large overhead display 68 of system 70

[0243] In one embodiment, the base or bonus game
includes a plurality of races, although a single race is also
contemplated. Sequence 300 provides an award to one or
more players of system 70 based on a combination of the
outcomes from the races in the series. As seen in connection
with block 318, system 70 updates each player/racer’s points
and standings after each race of the series. If no additional
race is left in the series, as determined in connection with
diamond 320, system 70 and sequence 300 determines one or
more winner based on a stored paytable. Each of the credit
meters of the constituent gaming devices is updated accord-
ingly, as seen in connection with block 326. One example of
apaytable for a multiplayer embodiment is shown in connec-
tion with FIG. 27.

[0244] System 70 enables the players to store their car
configurations and point distributions on the player tracking
system. This way, the next time the player plays the base or
bonus competitive racing game, the player simply inserts his
or her card into a gaming device 10 and system 70 recalls the
player’s settings automatically. If the player has changed the
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car configuration or point distribution during sequence 300,
system 70 in one embodiment prompts the player whether the
player’s current new settings should be stored as a standard on
the player’s tracking card, as seen in connection with block
328. Afterwards, sequence 300 of system 70 ends as seen in
connection with oval 330.

[0245] If another race exists in this series, as determined in
connection with diamond 320, system 70 using sequence 300
performs a car configuration change and driver point distri-
bution setting change countdown, as seen in connection with
block 322. For example, if the race series includes ten races,
each of which lasts a minute, sequence 300 in one embodi-
ment provides one and %2 minutes between each race or heat
for each player to reconfigure the player’s car or change the
player’s during point distribution. In an alternative embodi-
ment, the player’s initially selected car configurations is used
for each race of a particular series. The player can then recon-
figure the car upon the next sequence 300.

[0246] In one preferred embodiment however the player is
allowed to change the driver point distribution between races.
It is contemplated however that system 70 alternatively use’s
the same driver point distribution throughout each race of a
series.

[0247] If the setting change countdown has not yet been
completed, as determined in connection with diamond 324,
the countdown continues and the players can change their car
and point distribution settings. When the setting change
countdown is completed as determined in connection with
diamond 324, system 70 and sequence 300 chooses another
racetrack randomly from the racetrack pool, as seen in con-
nection with block 312; and sequence 300 continues in this
loop until each race of the series has been performed.
[0248] Referring now to FIG. 22, sequence 340 illustrates
one embodiment for a single player version of the competi-
tion racing game having player configurable performance
characteristics. Sequence 340 is operated individually on one
of gaming devices 10. Here a large overhead display 68 and
server computer 56 is not used. Game Processing and display
are performed at gaming device 10.

[0249] Upon starting sequence 340 as seen in connection
with oval 342, gaming device 10 enables the player to place a
wager on machine 10, configure his or her car and set the
driver point distribution, as seen in connection with block
344. Sequence 340 assumes that the single player game is a
base wagering game, in which the player places a wager to
play the racing game. In an alternative embodiment, the
single player racing game is a bonus game triggered through
play of a base wagering game, such as slot or poker. In the
bonus game the player’s wager is placed at the base game
level. The payout of the single player bonus game is then set
according to a bonus game payout schedule.

[0250] The player’s car configuration and/or driver point
distribution in one embodiment is recalled from the player’s
tracking card automatically. Gaming device 10 enables the
player to keep the standard settings or modify either one or
both of the car configuration and the point distribution. Alter-
natively, if the player does not have a player tracking card or
gaming device 10 does not provide such a feature, gaming
device 10 prompts the player for the car configuration and
point distribution.

[0251] Next, gaming device 10 determines the car configu-
ration and point distribution for each of the other cars in the
race, as seen in connection with block 346. These settings are
made randomly in one embodiment. In another embodiment,
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the car configurations for the system cars are preset, in which
case the car configuration determination in connection with
block 346 is not needed. It is also possible to preset the point
distribution for the gaming device competitor cars. It may be
preferable however to vary the car configurations and point
distributions to enhance the randomness of the display
results.

[0252] Next, gaming device 10 chooses a racetrack ran-
domly from a racetrack pool, as seen in connection with block
348. Afterwards, gaming device 10 determines race outcomes
based on the player’s point distribution and the point distri-
butions that gaming device 10 chooses randomly for the gam-
ing device competitor cars. The outcome determination also
depends on the randomly chosen racetrack, as seen in con-
nection with block 350.

[0253] Next, the race and associated outcomes are shown
on video monitor 16 or 18 using the player’s configured car
and the game’s configured cars, as seen in connection with
block 352. A racetrack display with moving cars similar to
that illustrated in connection with FIG. 20 is displayed on the
video monitor 16 or 18 of individual gaming device 10, as
seen in connection with block 352.

[0254] In block 354, the player’s point and standing in the
series is updated. If another race exists in the series, as deter-
mined in connection with diamond 356, gaming device 10
runs a setting change sequence for the player (and possibly
the gaming device cars), as seen in connection with block
358. For example, gaming device 10 can allow the player a
half-minute or a minute to reconfigure the player’s car and/or
change the driving point distribution.

[0255] In an alternative embodiment, gaming device 10
prompts the player as to whether the player wishes to change
either one or both the car configuration or the point distribu-
tion. If the player decides not to change either, sequence 340
returns to diamond 348 and chooses another racetrack ran-
domly for the next race. If the player decides to change any
settings, gaming device 10 waits until the player enters new
settings. In any case, system 340 returns to block 348 and
repeats this portion of sequence 340 until no additional race
for the series exists, as determined in connection with dia-
mond 356.

[0256] When no more races in the series exist, gaming
device 10 running sequence 340 determines if the player wins
any award according to a paytable and updates the player’s
credit meter accordingly, as seen in connection with block
360. One example of a single player paytable is shown in
connection with FIG. 28. If the single player race game is a
base game, the player may lose game credits or win game
credits based on the paytable. If the single player race game
alternatively is a bonus game, the player in one embodiment
either wins credits or does not win credits but does not lose
credits. The player’s win in the bonus game can be enhanced
by having a better overall race outcome.

[0257] Gaming device 10 operating sequence 340 also
enables any new settings to the player’s car or the player’s
driving point distribution to be saved as a standard, for
example, on the player’s tracking card, as seen in connection
with block 362. Sequence 340 then ends, as seen in connec-
tion with oval 364.

[0258] Referring now to FIG. 23, one of example car con-
figuration setup screen for a base or bonus game embodiment
and for a single or multiplayer embodiment is shown on
display device 16 or 18. In the illustrated embodiment, car
configuration is performed at the individual gaming device.
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Gaming device 10 provides a suitable audio, visual or audio-
visual message 824, such as, “Driver’s chose your vehicles”
to inform the player that the current screen is a car setup
screen.

[0259] FIG. 23 illustrates that the car configuration setup is
split into three categories highlighted by audio, visual or
audiovisual messages 82b, 82¢ and 82d. Message 826
prompts the player to press one of the buttons, e.g., touch
screen buttons 84a to 84f once to preview the type of racecar
and a second time to select that racecar. For example, if the
player chooses formula one button 84a a first time, a formula
one type racecar appears on display device 16 or 18 as seen in
connection with indicia 86. If the player wishes to select the
formula one car, the player pushes formula one button 84a
again. The player can push the stock, grand prix, funny car,
classic or sportster racecar button 845 to 84f instead to see
different types of cars. Once the player selects the type of
racecar, indicia 86 remains and the selected, e.g., formula
one, button becomes highlighted with respect to the other car
type buttons.

[0260] Audio, visual or audiovisual message 82¢ prompts
the player to choose a color scheme using one of buttons 88«
through 88g. Here again, the player presses the desired col-
ored button once to have indicia 86 show the color scheme
applied to the selected type of racecar and then presses that
same button again a second time to choose or select the color.
Alternatively, the player presses a different color scheme
button a first time to see the car with a different color scheme.
[0261] In the third step the player presses one of buttons
90a to 90e to choose a logo or design or to not have a logo or
design, according to audio, visual or audiovisual message
82d. Again, the player can press any button once to preview
the logo on indicia 86 and then press the logo button 90a to
90e again to select the logo or design or a different logo button
90a to 90e to see a different logo.

[0262] Inafourthstep as signaled by audio, visual or audio-
visual message 82, the player enters the number of the race-
car using number selectors 92. The selected number appears
in display 94. In an embodiment if after selecting two num-
bers the player selects an additional two numbers including a
first number O for a single digit car, the new number appears
in display 94.

[0263] After entering each of the four car configuration
categories of information, the player presses confirm button
96 to confirm the settings or restart button 98 to restart the car
configuration process. The screen of FIG. 23 is shown again
in one embodiment after each race. If the player wishes after
any race to change the type, color scheme, logo and/or num-
ber of the racecar, the player presses the restart button 98 and
begins the above described process again. In one embodi-
ment, the player must sequence through the car configuration
screen from one to four. In another embodiment, the screen is
flexible to allow the number for example to be chosen before
the car type, etc.

[0264] Referring now to FIG. 24, one example of a driving
point distribution screen is illustrated on local video monitor
16 or 18 of one of gaming devices 10. Again, in one preferred
embodiment the point distribution selection is done locally at
the constituent gaming device or kiosk. The driving point
distribution screen of FIG. 24 is applicable to a base or bonus
version of the racing game. Screen 24 is further applicable to
a single or multiplayer race game.

[0265] Audio, visual or audiovisual message 82f informs
the player that this screen is the driving point distribution
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screen via a suitable message, such as “Drivers, split up your
driving points.” Message 82g informs the player to press one
of the windows 1324 to 132d to choose one of the driving
characteristics to set. The accumulation of the driving points
in windows 132a to 1324 must add to the preset amount
allowed to each player, such as one-hundred points. Further,
each characteristic must include at least one point in one
embodiment.

[0266] Audio, visual or audiovisual messages 82/ to 82k
provide a quick definition of each driving parameter or char-
acteristic, so that the player can simply choose which char-
acteristics or parameters to emphasize and which to de-em-
phasize. Message 82/ for example teaches that acceleration is
the automobile’s ability to reach top speed. Message 82i
informs the player that braking is how quickly the car can get
down to a top cornering speed. Quicker braking is better
because the car can move at a higher speed for a longer period
of'time before having to brake to reach the cornering speed in
time to negotiate the corner properly. Message 82 illustrates
that cornering is the speed that is maintained through a corner.
Message 82k illustrates that top speed is the maximum speed
the car can achieve assuming that it has enough time to do so
on a particular straight section.

[0267] In the illustrated example, the player has placed
thirty of the one-hundred of the points on acceleration, twenty
of the one-hundred points on braking, twenty of the one-
hundred points on cornering and thirty of the one-hundred
points on top speed, totaling one-hundred points. Screen 16 or
18 provides numerical input buttons 92 to allow the player to
change the settings of any of the driving characteristics. It
should be appreciated that while four driving characteristics
are shown, different characteristics and different numbers of
characteristics can be used alternatively.

[0268] Screen 16 or 18 of FIG. 24 also provides the confirm
and restart buttons 96 and 98, respectively. In one embodi-
ment, ifthe chosen points do not add to one-hundred when the
player presses confirm button 96, gaming device 10 sends an
error message to the player informing the player to change
one or more the settings to meet the one-hundred point
requirement. In one embodiment, the player can change any
of' the settings via buttons 1324 to 132d any number of times
before pressing the confirm button 96. In such a case, restart
button 98 is not needed. Alternatively, gaming device 10
sequences the player through characteristics 132a to 1324, in
which case the player presses restart button 98 to begin anew
at the top of the sequence if it is determined that a change
needs to made during the middle or before the end of the
sequence.

[0269] FIGS. 25A through 25] show example different
selectable racetracks 134a to 134/, respectively. Each of the
racetracks has a different shape, which is displayed for
example on large overhead display 68 and/or on video moni-
tor 16 or 18 of the individual gaming devices at the appropri-
ate time of the single or multiplayer racing sequence. Asso-
ciated with each racetrack 134a to 134; is an algorithm that
determines outcomes for each racecar. Each algorithm
weights each of the four characteristics or racing parameters
from one to four. Racetrack 134a for example is associated
with an algorithm that multiplies the total acceleration points
by three, sums that product with the total breaking points,
which is summed with 2x the total cornering points, all of
which is summed with 4x the top speed points.

[0270] Thus, if racetrack 134a is selected, each player’s
(including single player system cars) point distribution is
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multiplied according to the algorithm associated with race-
track 134a. At the end of the race, the player or car with the
highest total outcome wins, the player or car with the second
highest total outcome is shown to come in second place, and
so on. It is contemplated that different cars could tie. In one
embodiment, there are simply two second place finishes, for
example, and no tenth place finish for example. Alternatively,
a separate race can be performed between the tied cars using
a different randomly chosen racetrack and corresponding
algorithm.

[0271] The algorithms in one embodiment are associated at
least in some fashion with the shape of the racetrack. For
example, racetracks tending to have less corners and longer
straightaways will have associated algorithms stressing top
speed and acceleration (quickness to top speed). On the other
hand, racetracks having many turns and less straightaways
will tend emphasize braking and cornering and de-emphasize
top speed and quickness to top speed.

[0272] In one embodiment, each racetrack 134a to 134; is
weighted equally in terms of being selected randomly. While
the racetracks 134a to 134 are shown, any suitable number of
racetracks and associated algorithms may be provide alterna-
tively.

[0273] Referring now to FIGS. 26A to 26C, an alternative
algorithm for determining how different cars finish in a par-
ticular race is determined according to the time needed to
reach the total distance of the racetrack or race. In F1IG. 26 A,
select driver points for the categories are assigned to actual
characteristic values for acceleration, deceleration and speed
(only four representative points twenty, twenty-five, thirty
and thirty-five are shown). The actual values are used in an
equation for each racetrack, which includes a formula using
actual values for acceleration, deceleration, cornering and top
speed. For example, if the first portion of the selected race-
track is a straightaway, the time needed to complete the first
portion of the racetrack is calculated using an acceleration (or
a quickness to top speed number) and then the top speed itself
assuming it can be reached. If the next portion of the racetrack
involves a corner, the deceleration value and cornering speed
are used to determine the time needed to negotiate the corner.
This is done until the entire race has been completed. FIGS.
268 and 26C show an example of two cars running the same
race.

[0274] FIG. 26A shows actual accelerations in miles/h?,
actual decelerations in negative miles/h?, top cornering speed
in miles/h and top speed in miles/h. In the cornering equation,
the top cornering speed is based or dependent upon the radius
of'the corner. Thus, a corner having a smaller radius will result
in a lower speed, but will do so equally for each car. Again,
actual values for four typical weights or points are shown.
Each point setting, e.g., one to ninety-seven out of one-hun-
dred would have an associated actual value for each category.
[0275] FIGS. 26B and 26C show an integration of rate (in
miles/hr) over the total time needed to finish the race (in hrs).
That is, the area under the curve represents total distance
which can be a single lap or multiple laps around the race-
track. Since the total distance for the race is known and the
same for each car, and the speeds over different portions of the
racetrack can be calculated, a determination can be made of
the total time for each car that is needed to achieve the total or
final distance. Here, the car with the least total time is the first
place finisher, the car with the next lowest total time is the
second place finisher, and so on. It should be appreciated that
the following algorithm truly takes into account the actual



US 2011/0092274 Al

configuration of the racetrack. The values for acceleration,
deceleration, cornering and top speed can be adjusted per the
game implementor.

[0276] Again, it should be appreciated that the numbers on
the left represent certain ones of the point settings distribution
selected by the player for the driving points. A separate actual
value is set for each possible point selection. That is, accel-
eration would include a chart ranking one to ninety-seven out
of one-hundred, which is the possible range for acceleration
assuming each category must have at least one point. Decel-
eration, cornering and top speed would have a like chart.
[0277] Referring now to FIG. 27, a sample paytable for a
multiplayer game is illustrated. In this embodiment, the pay-
table varies depending on the total number of players and set
a payback percentage at seventy-five percent, for example.
Here, in this embodiment, each player wagers the same
required a required amount. If only two players are playing,
the first place player wins 1.5x the wager, the second player
wins nothing. With three players, the top two finishers win at
least some amount, while the third place finisher wins noth-
ing. This type of distribution is expanded to four, five, six,
seven, or more players in FIG. 27.

[0278] In one embodiment, the race is shown with for
example ten cars racing regardless of how many gaming
machines are actually active. If for example only two of ten
cars are active, the car which finishes ahead of the other car
wins 1.5x player’s wager, while the car which finishes second
relative to the first car wins nothing. That is, even if the
players finish ninth and tenth, the payout is paid to the ninth
place finisher according to the paytable of FIG. 27. In an
alternative embodiment, if only two of the ten possible cars
are active, only the two cars are shown in the race. Further
alternatively, the race can have crashes in which non-active
cars begin the race but eventually fall out of the race due to a
crash so that active cars will finish at the front.

[0279] Referring now to FIG. 28, a sample paytable for a
single player embodiment is shown. Here, a total payback
percentage of 95 cents on the dollar is set. The race always has
a set number of cars, such as ten, one of which will be the
player’s car, while nine remaining cars are configured and
distributed randomly via gaming device processor’s. Here, if
the player finishes first the player wins 4x the player’s wager,
which in this case can vary. If the player finishes second, the
player wins 2.5x the player’s wager, and so on. If the player
finishes sixth or worse, the player wins no credits. The pay-
backs of the first through the fifth place finishes add to 0.95x
the wager or a 95% payback.

[0280] It should be understood that various changes and
modifications to the presently preferred embodiments
described herein will be apparent to those skilled in the art.
Such changes and modifications can be made without depart-
ing from the spirit and scope of the present 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 gaming system comprising:

a first gaming device;

a second gaming device;

at least one central controller, said central controller con-
figured to cause a display of a game operable upon
wagers made at both the first gaming device and at the
second gaming device, said game including a competi-
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tion between first and second icons respectively associ-
ated with the first and second gaming devices;

said first and second gaming devices configured to respec-

tively enable first and second players of the first and
second gaming devices to distribute a plurality of
weights respectively to the first and second icons, the
weights each associated with an icon characteristic per-
tinent to the competition between the first and second
icons;

said at least one central controller configured to make a

random determination applied to the weights distributed
to the first and second icons to determine an outcome for
the first and second players and to cause a display of the
game and outcome; and

said first and second gaming devices configured to provide

an award to at least one of the first and second players,
the award based at least in part on the outcome for the
first and second players.

2. The gaming system of claim 1, which includes a shared
display in communication with the central controller, the
shared display configured to display the competition and the
outcome for the first and second players.

3. The gaming system of claim 1, wherein the outcome for
the first and second players is a relative outcome between the
first and second players.

4. The gaming system of claim 1, wherein the competition
is a race and the outcome for the first and second players
includes place finishes in the race.

5. The gaming system of claim 1, wherein the weights are
configured as amounts of points selected from a preset num-
ber of points for each player.

6. The gaming system of claim 1, wherein the game
includes a series of competitions between the first and second
icons, each competition resulting in one of a plurality of
outcomes for the first and second players, the award provided
to at least one of the first and second players based on a
combination of the outcomes from the competitions of the
series.

7. The gaming system of claim 6, which is configured to
enable the first and second players to redistribute the weights
between competitions.

8. A gaming system comprising:
a first gaming device;
a second gaming device;

at least one central controller configured to cause a display
of a game operable upon wagers made at both the first
gaming device and at the second gaming device, said
game including a competition between first and second
icons respectively associated with the first and second
gaming devices;

said first and second gaming devices configured to enable
first and second players to respectively distribute a plu-
rality of weights to the first and second icons, the
weights each associated with an icon characteristic per-
tinent to the competition between the first and second
icons;

said at least one central controller configured to: (a) ran-
domly select an algorithm from a plurality of algorithms,
the algorithm applied to the weights distributed to the
first and second icons to determine an outcome for the
first and second players, and (b) cause a display of the
game and outcome; and
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said first and second gaming devices configured to provide

an award to at least one of the first and second players,

the award based at least in part on the outcome for the
first and second players.

9. The gaming system of claim 8, wherein the outcome for
the first and second players is a relative outcome between the
first and second players.

10. The gaming system of claim 8, wherein the competition
is a race and the outcome for the first and second players
includes place finishes in the race.

11. The gaming system of claim 8, wherein the algorithm
includes at least one factor that is multiplied by at least one of
the weights.

12. A gaming device operable under control of at least one
processor, said gaming device comprising:

a game operable upon a wager by a player;

a competition between first and second icons;

at least one display device;

at least one input device; and

said at least one processor configured to operate with the at

least one display device and the at least one input device

for a play of the competition to:

(a) display a plurality of weights and enable the player to
distribute a plurality of the weights to the first icon,

(b) randomly distribute weights to the second icon, the
weights each association with a characteristic perti-
nent to the competition between the first and second
icons,

(c) make at least one random determination, said random
determinations applied to the weights distributed to
the first and second icons to determine an outcome for
the first and second icons,

(d) display the competition between the firsticon and the
second icon and the outcome based on said random
determinations, and

(e) provide any award to the player resulting at least in
part on the outcome for the first and second icons.

13. The gaming device of claim 12, wherein the outcome
for the first and second icons is a relative outcome between the
first and second icons.

14. The gaming device of claim 12, wherein the competi-
tion is a race and the outcome for the player includes a place
finish in the race.

15. The gaming device of claim 12, which includes a series
of competitions between the first and second icons, each
competition resulting in an outcome for the first and second
icons, the award provided the player based on a combination
of the outcomes from the competitions of the series.

16. A gaming device operable under control of at least one
processor, said gaming device comprising:

a game operable upon a wager by a player;

a competition between first and second icons;

at least one display device;

at least one input device; and

said at least one processor configured to operate with the at

least one display device and the at least one input device

for a play of the competition to:

(a) display a plurality of weights and enable the player to
distribute a plurality of the weights to the first icon,

(b) randomly select the second icon, the second icon
having at least one characteristic pertinent to the com-
petition between the first and second icons,

(c) make at least one random determination, said random
determinations applied to the weights distributed to
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the first icon and the characteristic of the second icon
to determine an outcome for competition,

(d) display the competition and the outcome based on
said random determinations, and

(e) provide any award to the player resulting at least in
part on the outcome for the competition.

17. The gaming device of claim 16, wherein the outcome
for the competition is a relative outcome between the first and
second icons.

18. The gaming device of claim 16, wherein the competi-
tion is a race and the outcome for the player includes a place
finish in the race.

19. The gaming device of claim 16, which includes a series
of the competitions between the first and second icons, each
competition yielding an outcome for the first and second
icons, the award provided the player based on a combination
of the outcomes from the competitions of the series.

20. A gaming device operable under control of at least one
processor, said gaming device comprising:

a game operable upon a wager by a player;

a competition including at least a first icon;

at least one display device;

at least one input device; and

said at least one processor configured to operate with the at
least one display device and the at least one input device
for a play of the competition to:

(a) display a plurality of weights and enable the player to
distribute a plurality of the weights to the first icon,

(b) randomly select at least one characteristic from a
plurality of characteristics pertinent to the competi-
tion,

(c) make at least one random determination, said random
determinations applied to the weights distributed to
the first icon and the selected at least one characteris-
tic to determine an outcome for the event,

(d) display the event and the outcome based on said
random determinations, and

(e) provide any award to the player resulting at least in
part on the outcome for the event.

21. The gaming device of claim 20, wherein the event is a
race and the outcome for the player includes a place finish in
the race.

22. The gaming device of claim 20, which includes a series
of the competition each resulting in an outcome for the first
icon, the award provided the player based on a combination of
the outcomes from the competitions of the series.

23. A gaming device operable under control of a processor,
said gaming device comprising:

at least one game operable upon a wager;

a first input device configured to enable a first player to
choose a first play and a second play from a plurality of
different plays for a round;

a second input device configured to enable a second player
to choose a first play and a second play from a plurality
of different plays for said round, wherein the chosen
second plays of the first and second players are config-
ured to counter the chosen first plays of the second and
first players, respectively; and

said processor configured for said round to:

(a) determine an outcome based on a combination of:
(1) a comparison of the first and second plays of the

first and second players, respectively, and
(i1) a comparison of the first and second plays of the
second and first players, respectively,
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(b) provide the determined outcome to the first and sec-
ond players.

24. The gaming device of claim 23, which includes a dis-
play device, and wherein the countering of the first plays by
the second plays is displayed by the display device.

25. The gaming device of claim 24, wherein the display
device is configured to display a set of plays from which the
players can choose via the input devices.

26. The gaming device of claim 23, wherein the outcome is
selected from the group consisting of: (i) an amount of gam-
ing device credits; (ii) a non-monetary award; and (iii) an
advancement to a succeeding round.

27.The gaming device of claim 23, which includes firstand
second entities displayed on the display device and config-
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ured to act out the first and second plays for each of the first
and second players, respectively.

28. The gaming device of claim 27, which is configured
such that the offensive and defensive plays are chosen from a
same set of plays, and wherein a win is scored for the first
entity if the defensive play chosen for the second entity is
different than the offensive play chosen for the first entity.

29. The gaming device of claim 28, which is configured
such that a win is scored for the second entity if the defensive
play chosen for the first entity is different than the offensive
play chosen for the second entity.
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