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(57) Abstract

A method provides a player tracking system and system gaming apparatus for playing non-
base games by funding the credit side of a gaming cycle. The system further includes at least
one gaming device having a base game. The player tracking system and system gaming
apparatus includes a player tracking user interface. The player tracking user interface provides
a player with an opportunity to select and play a non-base game that may be promotional-
funded or player-funded.
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Invention Title:
System gaming

The following statement is a full description of this invention, including the best method of
performing it known to me:-
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SYSTEM GAMING

COPYRIGHT NOTICE

[0001] A portion of the disclosure of this patent document contains material that is
subject to copyright protection. The copyright owner has no objection to the facsimile
reproduction by anyone of the patent document or the patent disclosure, as it appears in the
Patent and Trademark Office patent files or records, but otherwise reserves all copyright
rights whatsoever.

FIELD OF THE INVENTION
[0002] This invention relates generally to a gaming system, and more particularly, to a
player tracking system and system gaming apparatus.
BACKGROUND OF THE INVENTION

[0003]  Casinos have long sought new ways to induce play on the gaming devices. They
try to increase player time on gaming devices, average wager amount, and speed of play.
Various techniques have been used in attempts to gain higher casino profits. One such

technique in the casino gaming industry is the use of secondary bonus rounds or bonus

games. This usually takes the form of a second level inside a base game of a gaming device .

embodied in software or an add-on top box bonus game. Newer game titles can be created
with these secondary levels of play providing a player additional chances of winning even
larger prize rewards. Older game titles do not have these newer secondary games or bonus
rounds due to game software and hardware upgrade costs, and/or lack of interest of game
manufacturers to re-code or configure legacy software, which is often a very difficult task.
Also, game resubmission to regulatory agencies is prohibitive in relation to cost, time, and
resources. The game manufacturer would rather focus on creating these new features on new
software titles under development using a more modern hardware/software platform. As
such, it is difficult to provide players of these older gaming devices a secondary “win”
opportunity.

[0004] Inthe last decade, player tracking systems have emerged, wherein a player
registers for a player-tracking card at a registration desk. The player is typically given a
plastic magnetic strip player card for use while playing gaming devices on the casino floor or
at the card tables. Each player card has a number on it that associates it with a player record

in a casino marketing promotion server.
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[0005]  More recent additions to the casino player tracking systems provide bonus prizes
or prize pools that are periodically given to carded players on a random basis to give the
player the more instantaneous and larger rewards verses the slow accrual of Bonus Points,
This is done for several reasons: to help induce play on the gaming device, to encourage
players to become carded players; to create player loyalty for the casino; and to provide
bonus prizes without modifying the base gaming device software.

[0006]  While these bonusing techniques are a significant improvement over non-
bonusing systems they, as of yet, do not allow the player to choose the éystem bonus game
they want to play. These systems do give the player an ability to win additional bonus

awards on top of the base gaming device, but the player is not in control of the bonus game
process in any way. They have no choice as to which prize game or prize pool for which they
want to play. It is automatically determined for them by the system.

BRIEF SUMMARY OF THE INVENTION

[0007]  Briefly, and in general terms, the claimed invention resolves the above and other
problems by providing a method for enabling a gaming system having a secondary gaming
device. In one preferred embodiment, the method includes at least one gaming device having
abase game. A secondary device has a display and processor operatively associated with the
gaming device. The secondary device enables a player with an opportunity to play a
secondary bonus game, wherein the rate of play of the base game at least partially controls
the rate of play of the secondary game.

[0008] In another preferred embodiment, a casino gaming method has at least one gaming |
device including a base game. A secondary device has a display and processor operatively

associated with the gaming device. The secondary device provides a player with an

opportunity to play a secondary bonus game. The secondary bonus game includes a plurality

of play elements, wherein activation of each successive play element is controlled by the

amount wagered in each play of the base game, or alternatively, the total amount wagered in
the base game.

[0009)  In another preferred embodiment, the secondary device provides a player with an
opportunity to play a secondary bonus game that includes a plurality of play segments,
wherein activation of each successive play segment is controlled by the amount wagered in
the base game.
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[0009A] Another preferred embodiment includes a method of operating a gaming
system comprising: enabling play of a first game on a gaming machine; enabling play of a
second game on a player tracking user interface that is operatively coupled to the gaming
machine, wherein the gaming system enables a player to activate the second game displayed
on the player tracking user interface, wherein the player tracking user interface includes a
display screen capable of rending a plurality of overlapping web browser interface frames;
and enabling a frame manager to coordinates frame requests for viewing priority on the
display screen, wherein the gaming system enables a player to activate the second game

displayed on the player tracking user interface.

[0009B] Another preferred embodiment includes a gaming system comprising: a
gaming machine capable of playing a first game; a player tracking user interface operatively
coupled to the gaming machine, wherein the player tracking user interface is capable of
playing a second game, and wherein the player tracking user interface includes a display
screen capable of rendering a plurality of overlapping web browser interface frames; a frame
manager, wherein the frame manager coordinates frame requests for viewing priority on the

display screen; and ensuring proper priority to a topmost visible frame.
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[0010]  Another preferred embodiment includes a method of applying player-associated
value in a gaming system, wherein the gaming system includes at least one gaming machine
having a primary device for playing a base game and a secondary device, wherein the _ .
secondary device includes a display and a processor. A player-associated value account is
established to which player-associated value is transferred. A player is enabled to use the
player-associated value stored in the account to activate at least one play segment of a game
displayed on the secondary device, wherein using the player-associated value decrements the

player-associated value in the account.

[0011]  Another preferred embodiment includes a method of applying player-associated
value in a gaming system, wherein the gaming system includes at least one gaming machine
having a primary device for playing a base game and a secondary device, wherein the
secondary device includes a display and a processor. A player-associated value account is
established to which promotional value is transferred. A player is enabled to use.the value
stored in the account to activate at least one play segment of a system game displayed on the

secondary device, wherein using the value decrements the account.

[06012]  Another preferred embodiment includes a method of applying a player-associated
value in a gaming system, wherein the gaming éystem includes at least one gaming machine
having a primary device for playing a base game and a secondary device, wherein the
secondary device includes a display and a processor. A player-associated value account is
established. A first value type is converted to a second value type. The second value type is
transferred into the player-associated account as player associated value. A player is enabled
to use the player-associated value stored in the account to activate at least one play segment

- of a system game displayed on the secondary device, wherein using the player-associated

value decrements the player-associated value in the account.

[0013] Another preferred embodiment includes method of operating a gaming system.
Play of a first game is enabled on a gaming machine. Play of a second game is enabled on a
player tracking user interface that is operatively coupled to the gaming machine, wherein the
gaming system enables a player to activate the second game displayed on the player tracking
user interface. The activation of the secand game is funded using player funds or
promotional funds.

[0014]  Another preferred embodiment includes a method of operating a gaming system.
Play of a first game is enabled on a gaming machine. Play of a second game is enabled on a
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player tracking user interface that is operatively coupled to the gaming machine, wherein the
gaming system enables a player to activate the second game displayed on the player tracking
user interface. The activation of the second game is funded using player funds and
promotional funds.

[0015]  Another preferred embodiment includes a method of funding a progressive prize.
A player is enabled to play a base game. The player is able to select a progressive game from
a plurality of progressive games, wherein the selected progressive game is a playable on a
player tracking user interface. The progressive prize is funded for the selected progressive

game.

[0016])  Another preferred embodiment includes a method of funding a progressive prize.
A player is enabled to play a base game. The player is able to select a progressive game from
a plurality of progressive games, wherein the selected progressive game is playable on a
player tracking user interface. The progressive prize is funded, wherein each of the selectable
progressive games has an associated progressive prize, and wherein an associated progressive

‘prize of a selected progressive game increments in response to the selection of the

progressive game by the player.

[0017]  Another preferred embodiment includes a method of playing a game, wherein the
game includes a single progressive prize that is associated with a plurality of progressive
games, and wherein the single progressive prize is funded by a percentage of wager from an
underlying base game. A player is enabled to play the base game. The player is able to
select a progressive game from the plurality of progressive games, wherein the selected
progressive game is playable on a player tracking user interface, and wherein each selectable
progressive game provides an opportunity to win the single progressive prize. Each
progressive game is normalized, whereby the probability of winning the progressive prize by
each of the progressive games is substantially equal.

[0018]  In another preferred embodiment method enables a tournament on demand. The
system includes a plurality of gaming machines with a communication link connecting the
plurality of gaming machines. Each gaming machine is capable of participating in a
tournament, on demand, wherein the system enables an eligible player to join the tournament
on demand at any time. The tournament on demand is accessible to eligible players
throughout the life of the tournament.
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t0019] In another preferred embodiment, a gaming method includes one or more gaming
machines. Each gaming machine provides availability of both skill-based and non-skill-
based games to a player. The method enables a player to select which of the skill-based or
non-skill-based games the player chooses to play.

[0020] In another preferred embodiment, an embedded additional user interface is
incorporated into a gaming machine. The gaming machine includes a gaming presentation of
a base game, and a gaming processor for controlling the base game. The embedded
additional user interface includes a display screen, wherein the display screen presents
information to a user, wherein said information includes information relating to a system
game. The embedded additional user interface further includes an embedded processor that
employs an internal operating system and communicates with the gaming processor, wherein
the embedded processor reads incoming data and maps the information to the display screen,
wherein the incoming data includes pay table information for the system game.

[0021] In another preferred embodiment, a display interface is incorporated into a gaming
machine. The gaming machine includes a gaming presentation of a base game, and a gaming
processor controls the base game. The display interface includes a display screen, wherein
the display screen presents incoming data to a user relating to a system game. The incoming
data relates to  system game that includes multi-game data, multi-prize data, multi-
denomination data, multi-credit data, and multi-payline data.

[0022] In another preferred embodiment, a gaming platform includes a display interface.
The display interface presents game information to a user. The gaming platform incorporates
both skilled and non-skilled games. The player selects the game in which to participate.

[0023]  In another preferred embodiment, a display interface is incorporated into a gaming
machine, the display interface includes a display screen, wherein the display screen presents
information to a user. The display screen presents information regarding cashable and non-
cashable credits.

[0024] In another preferred embodiment, a display interface is incorporated into a gaming
machine. The display interface includes a display screen. The display screen presents
information to a user. The display screen provides dynamically updating awards information

to non-club members and non-involved club members to tempt the non-club members and
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non-involved club members with dynamically updating awards information that is associated
with current game play.

[0025] In another preferred embodiment, an embedded additional user interface is
incorporated into a gaming machine. The gaming machine includes a gaming presentation
and a gaming processor. The embedded additional user interface includes a display screen,
wherein the display screen presents information to a user via the display screen. The
embedded additional user interface includes an embedded processor that employs an internal
operating system and communicates with the gaming processor. The embedded processor
reads incoming data and maps the data to the display screen. A game state recovery system
provides protection against losses due to power failures and other outages.

[0026)  In another preferred embodiment, a gaming method includes one or more gaming
machines, wherein each gaming machine includes a display screen and wherein the display

screen presents information to a user. A gaming luck meter, or beneficial statistical deviation

meter, is presented on the display screen, and monitors and displays recent statistical
deviations for that gaming machine.

[0027]  In another preferred embodiment, a gaming method inchudes one or more gaming
machines. Each gaming machine includes a display screen that presents information to a
user. A player skill meter is associated with each gaming machine, wherein each skill meter
presents information that rates the skilfulness of recent game play on the associated gaming
machine.

[0028) Briefly, and in general terms, the claimed invention resolves the above and other
problems by providing a system for enabling a gaming system having a secondary gaming
device. In one preferred embodiment, the system includes at least one gaming device having
abase game. A secondary device has a display and processor operatively associated with the
gaming device. The secondary device enables a player with an opportunity to play a
secondary bonus game, wherein the rate of play of the base game at least partially controls
the rate of play of the secondary game. '

[0029] In another preferred embodiment, a casino gaming system has at least one gaming
device including a base game. A secondary device has a display and processor operatively
associated with the gaming device. The secondary device provides a player with an’
opportunity to play a secondary bonus game. The secondary bonus game includes a plurality
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of play elements, wherein activation of each successive play element is controlled by the
amount wagered in each play of the base game, or alternatively, the total amount wagered in
the base game.

[0030] In another preferred embodiment, the secondary device provides a player with an
opportunity to play a secondary bonus game that includes a plurality of play segments,
wherein activation of each successive play segment is controlled by the amount wagered in
the base game.

[0031] In another preferred embodiment, a casino gaming system includes at least one
gaming device having a base game. A secondary display device has a secondary bonus game
and a credit meter displayed thereon. A credit accrual engine is responsive to the amount
wagered in each play of the base game, wherein the engine accrues credits in response to base
game activity, and wherein the accrued credits can be used to activate the play of the
secondary bonus game.

[0032] In another preferred embodiment, a casino ghming system comprises at least one
gaming device having a base game. A secondary display device displays a secondary bonus
game. A promotional credit accrual engine is responsive to the amount wagered in each play
of the base game, wherein the engine accrues credits in response to base game activity, and '
wherein the accrued credits activate the play of the secondary bonus game.

[0033]  In another preferred embodiment, a casino gaming system comprises at least one
gaming device having a base game. A secondary display device includes a secondary bonus
game displayed thereon. A promotional credit accrual engine accrues promotional credits in
response to the amount wagered in each play of the base game, wherein the play of the
secondary bonus game can be activated using the accrued promotional credits.

[0034] In another preferred embodiment, a gaming system includes a gaming machine
capable of playing a first game. A player tracking user interface is operatively coupled to the
gaming machine, wherein the player tracking user interface is capable of playing a second
game, and wherein the gaming system enables a player to activate the second game displayed
on the player tracking user interface. The activation is funded using player funds or
promotional funds.

[0035]  Another preferred embodiment includes a gaming system including a gaming
machine capable of playing a first game. A player tracking user interface is operatively
coupled to the gaming machine, wherein the player tracking user interface is capable of




18 May 2012

2012202948

playing a second game. The gaming system enables a player to activate the second game
displayed on the player tracking user interface, wherein the activation is funded using player
funds and promotional funds.

[0036] In another preferred embodiment, a player tracking user interface includes a user
interface that includes a list of player-selectable game titles. The user interface is operatively
associated with gaming device that is enabled to display a base game. A player is able to
select a game title from the list of player-selectable game titles to be played on the game

device.

[0037]  Another preferred embodiment includes a system for enabling casino tournament
gaming. A plurality of gaming machines each enable play of a base game, wherein a first
base game has a first set of parameters and a second base game has a second set of
parameters, and wherein the first set of parameters differs from the second set of parameters.
A plurality of game monitoring units associated with the plurality of gaming machines each
game monitor corresponding base game play data. A plurality of player tracking display
devices is each associated with a corresponding gaming machine. A tournament controller in
communication with the gaming machines, and a communication link connects the plurality

 of gaming machines. Scores from base games, including scores from base games having

differing sets of parameters, are normalized to substantially equalize differences resulting
from the base games that have differing sets of parameters to produce a normalized
tournament score for each base game. The normalized tournament scores are calculated from
the base game play data of each base game ranked.

[0038] In another preferred embodiment, a system enables dynamic-grouped competitive
gaming. A plurality of gaming machines each enable play of a base game. A first base game
has a first set of parameters and a second base game has a second set of parameters, wherein
the first set of parameters differs from the second set of parameters. A plurality of game
monitoring units is associated with the plurality of gaming machines. Each game monitoring
unit monitors corresponding base game play data. A plurality of player tracking display »
devices is included. Each player tracking display device is associated with a corresponding
gaming machine. A dynamic-grouping game controller communicates with the gaming
machine and connects the plurality of gaming machines. Scores from base games having

- differing sets of parameters are normalized to substantially equalize differences resulting

from the base games that have differing sets of parameters and produce a normalized

tournament score for each base game. The normalized tournament scores are calculated from
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the base game play data of each base game. The normalized dynamic-grouped game scores
are ranked. .

[0039] . In another preferred embodiment the system enables a toumament on demand.
The system includes a plurality of gaming machines with a communication link connecting
the plurality of gaming machines. Each gaming machine is capable of participating in a
tournament, on demand, wherein the system enables an eligible player to join the tournament
on demand at any time. The toumament on demand is accessible to eligible players
throughout the life of the tournament.

[0040]  Another aspect of the system provides for entry into multiple tournaments.

A plurality of gaming machines is connected through a communication link wherein each
gaming machine is capable of participating in a tournament. The system enables each
eligible player to participate in more than one of the multiple tournaments simultaneously. In
one embodiment, the tournaments overlap. In another embodiment, the player is enabled for
participation in at least two tournaments for which the player is eligible.

[0041] In another preferred embodiment, a gaming system enables players playing
different base games to be eligible for the same tournament. A plurality of gaming machines
each have a base game. A communication link connects the plurality of gaming machines.
At least a first gaming machine comprises a first base game and at least a second gaming
machine comprises a second base game. The second base galhe has parameter differences
from the first base game. A tournament controller connected to the network is configured to
enable tournament play in the same tournament for the first and second gaming machines by
normalizing the parameter differences (in the score data) between the first base game and the
second base game after the games have been played.

[0042] In another preferred embodiment, a system pulls accrual scores from multiple
locations for a tournament. A plurality of gaming machines is connected by a
communication link. Each gaming machine posts scoring information to and from multiple
tournaments.

[0043] In another preferred embodiment, a display interface is provided for real-time
ranking of players in a tournament. A plurality of gaming machines is connected by a
communication link. A tournament controller is connected to the communication link. The
tournament controller generajes and pushes real-time tournament scores and rankings to at
least one gaming machine for presentation on a display.
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{0044]  In another preferred embodiment, a system provides a multi-level pyramid gaming
tournament. A plurality of gaming machines is connected by a communication link.

A tournament controller is connected to the communication link. Each of the plurality of
gaming machines is capable of participating in a tournament between two or more of the
plurality of gaming machines. The tournament controller is capable of demoting any gaming
machine to a lower level that fails to achieve a first threshold score, and promoting any
gaming machine to a higher level that achieves a second threshold score.

[0045] In another preferred embodiment, a system provides an instant-close tournament
such that an actual player is always the last player to enter the tournament. A plurality of
gaming machines is connected by a communication link. The instant-close tounament has a
number of player spots. A tournament controller is connected to the communication link.
The tournament controller is configured to execute the tournament. A tournament history
table stores previous tournament information for a plurality of previous players in the
tournament. The previous tournament information is selected by the tournament controller to
configure one or more simulated players in the tournament to fill each player spot, except for
a final player spot that is filled by the actual player, thereby ensuring that the actual player is
the last player to enter and join the tournament.

[0046]) In another preferred embodiment, a system displays real-time pushed data of
tournament scores. In a plurality of gaming machines, at least the first and second of the
gaming machines each have a display. A chat server is connected to the network, wherein the
chat sever pushes real-time tournament data to the first and second gaming machines for
presenting tournament data on the display to facilitate competition between the first and
second gaming machines. '

[0047]  In another preferred embodiment, a tournament gaming system provides a
tournament score converter. A plurality of gaming machines has a theoretical payout and a
player. Each player has a score in the tournament determined by a calculation. A
communication link connects the plurality of gaming machines. A tournament controller is
connected to the communication link. The tournament controller executes the tournament,
and processes the calculation of the score for each player. The calculation for each player is
at least partially based on the actual payout verses the theoretical payout.

" [0048]  In another preferred embodiment, a gaming system uses a tournament score

accrual engine to enable a player to benefit from multiple machine play. A plurality of

10
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gaming machines each has a score for the tounament. A communication link connects the
plurality of gaming machines. A tournament controller connects to the communication link,
and the tournament controller is configured to execute the tournament. At least the first and
second of the gaming machines are configurable to combine their scores into one player in

the tournament.

[0049] In another preferred embodiment, a system provides tournament score weighting
factors.. A plurality of gaming machines each has a player. Each player has a score in the
tournament determined by calculation. A communication link connects the plurality of
gaming machines. A tournament controller is connected to the communication link. The
tournament controller is configured to execute the tournament and process the calculation of
the score for each player. The calculation for each player is at least partially determined
based upon a weighting factor determined by a game skill and a play history for the player.

[0050] In another preferred embodiment, a gaming system incorporates an elimination
tournament. A plurality of gaming machines is connected by a communication link.

A tournament controller is connected to the communication link, wherein the controller
terminates participation of the gaming machine that has the lowest score in the tournament.

[0051]  In another embodiment the system is dynamically playing a tournament game.
A plurality of gaming machines is connected by a communication link. Each gaming
machine has a base game. The base game includes a tournament eligibility trigger. Upon
activation of the tournament eligibility trigger, the base game provides the player with the
opportunity to play the tournament game.

| [0052] In another preferred embodiment, a tournament gaming system includes one or

more gaming machines. A communication link connects the one or more gaming machines
to enable each gaming machine to participate in a first tournament. A player’s score from a
base game or a second tournament game is posted to at least the first tournament game to

enable the player to win one or more tournament prizes.

[0053] In another i;rcferred embodiment, the gaming system includes one or more
gaming machines. Each gaming machine provides availability of both skill-based and non-
skill-based games to a player. The system enables a player to select which of the skill-based
or non-skill-based games the player chooses to play.

[0054] In another preferred embodiment, an embedded additional user interface is
incorporated into a gaming machine. The gaming machine includes a gaming presentation of

11
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a base game and a gaming processor for controlling the base game. The embedded additional
user interface includes a display screen, wherein the display screen presents information to a
user, which includes information relating to a system game. The embedded additional user
interface further includes an embedded processor that employs an internal operating system
and communicates with the gaming processor, wherein the embedded processor reads
incoming data and maps the information to the display screen, wherein the incoming data
includes pay table information for the system game.

[0055] In another preferred embbdimcnt, a display interface is inodrporated into a gaming
machine. The gaming machine includes a gaming presentation of a base game, and a gaming
processor controls the base game. The display interface includes a display screen, wherein
the display screen presents incoming data to a user relating to a system game. The incoming
data relates to a system game that includes multi-game data, multi-prize data, multi-
denomination data, mu]ﬁ-credit data, and multi-payline data.

[0056] In another preferred embodiment, a gaming platform includes a display interface.
The display interface presents game information to a user. The gaming platform incorporates
both skilled and non-skilled games. The player selects the game in which to participate.

[0057]  In another preferred embodiment, a display interface is incorporated into a gaming
machine; the display interface includes a display screen, wherein the display screen presents
information to a user. The display screen presents information regarding cashable and non-
cashable credits.

[0058] In another preferred embodiment, a display interface is incorporated into a gaming
machine. The display interface includes a display screen. The display screen presents
information to a user. The display screen provides dynamically updating awards information

to non-club members and non-involved club members to tempt the non-club members and

non-involved club members with dynamically updating awards information that is associated
with current game play. ‘

[0059]  In another preferred embodiment, a gaming system comprises a plurality of
gaming machines. Each gaming machine includes a display screen. Each display screen
presents information and incorporates the use of frames. The frames are controlled by a
frame management system that assigns priorities and rules to the frames.

(0060] In another preferred embodiment, an embedded additional user interface is
incorporated into a gaming machine. The gaming machine includes a gaming presentation

12
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and a gaming processor. The embedded additional user interface includes a display screen,
wherein the display screen presents information to a user via the display screen. The
embedded additional user interface includes an embedded processor that employs an internal
operating system and communicates with the gaming processor. The embedded processor
reads incoming data and maps the data to the display screen. A game state recovery system
provides protection against losses due to power failures and other outages.

[0061] In another preferred embodiment, a gaming system includes one or more gaming
machines, wherein each gaming machine includes a display screen, which presents
information to a user. A gaming luck meter, or beneficial statistical deviation meter, is
preseated on the display screen, and it monitors and displays recent statistical deviations for
that gaming machine.

[0062] In another preferred embodiment, a gaming system includes one or more gaming
machines. Each gaming machine includes a display screen that presents information to a
user. A player skill meter is associated with each gaming machine, wherein each skill meter
presents information that rates the skillfulness of recent game play on the associated gaming
machine.

[0063] In another preferred embodiment, a system gaming platform includes one or more
gaming machines, wherein each gaming machine includes a display screen that presents
information to a user. Each gaming machine enables a carded player to save game meter
accounts for later use by the player on any gaming machine within the system gaming

platform.
BRIEF DESCRIPTION OF THE DRAWINGS

[0064] FIG. 1 illustrates components of a preferred embodiment network used for a
system gaming apparatus; '

[0065] FIG. 2 is a block diagram illustrating a gaming device according to one
embodiment;
[0066] FIG. 3 is a data flow diagram that illustrates steps preformed in a method to

implement user accounts according to one embodiment;

[0067]  FIG. 4 is a data flow diagram illustrating data flow between various modules and
data entities in an accrual engine of one embodiment;

13
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- [0068] FIG. 5 is an example of a screen presented for allowing a player to perform

currency and points conversions in one embodiment;

[0069]  FIG. 6 is a flow chart that illustrates steps performed for conversion of currency in
one embodiment;

[0070] FIG. 7 is a block diagram that illustrates components of a third party system that
can be used to play a system game;

[0071] FIG. 8 is a main game category selection screen that is presented in one
embodiment;

[0072]  FIG. 9 is a third party services screen presented in one embodiment;
[0073]  FIG. 10 is a screen shot of a player login screen presented in one embodiment;

(0074] FIG. 11 is a the secondary login screen to which players are taken according to
one embodiment; ' ‘

[0075] FIG. 12 is a screen shot of a personal identification number (PIN) entry screen
that is presented according to one embodiment;

[0076] FIG. 13 is a screen shot of a sample “attract-mode” screen designed to attract
players that is presented in one embodiment;

[0077] FIG. 14 is a screen shot of another sample attract-mode screen presented in one
embodiment;

[0078] FIG. 15 is a screen shot of an attract-mode tease screen to encourage uncarded
players to register as carded players presented in one embodiment;

[0079] FIG. 16 is a sample group play room screen presented in one embodiment;
[0080]  FIG. 17 is a screen illustrating a “luck meter tease” presented in one embodiment;

[0081] FIG. 18 is a screen shot of a bingo game configuration screen that is presented in
one embodiment;

[0082]  FIG. 19 is a screen shot of a screen presented during a triple progressive bingo
game in one embodiment;

[0083] FIG. 20 is a screen shot of a tournament selection screen presented in one
embodiment;

14
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[0084] FIG. 21 is a screen shot of a tournament countdown screen presented in one
embodiment; '

[0085]  FIG. 22 is a screen shot of a raffle selection screen presented in one embodiment;
[0086] FIG. 23 is a screen shot of a screen used to purchase raffle tickets presented in one
embodiment;

[0087]  FIG. 24 is a screen shot of another screen used to purchase mfﬂe tickets presented
in one embodiment;

[0088] FIG. 25 is a screen shot of a sample screen from a video slot system game
presented in one embodiment;

[06089] FIG. 26 is a screen shot of a sample screen from a video poker system game
presented in one embodiment;

[0090] FIG. 27 is a screen shot of a sample player account control screen presented in one
embodiment;

[0091] FIG. 28 is a screen shot of a sample account history screen presented in one
embodiment; ) '

[0092] FIG. 29 is a screen shot of a detailed transaction page screen for the player
presented in one embodiment; '

[0093] FIG. 30 is a screen shot of a sample promotional cash purchase screen presented

in one embodiment;

[0094] FIG. 31 is a screen shot of a promotional cash account withdrawal screen
presented in one embodiment;

[0095)  FIG. 32 is a screen shot of a promotional screen for a progressive game that is
presented in one embodimént; . .

[0096] FIG. 33 is a screen shot of a sample award announcement screen pxesenied in one
embodiment;

[0097] FIG. 34 is a screen shot of a notification screen informing a player of a hand
payout presented in one embodiment; ' ‘

[0098]) FIG. 35 is an example of a non-linear curve used in one embodiment to map or

normalize a theoretical to actual win ratio in a tournament;
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[0099]  FIG. 36 is an example of a display screen for tournament play presented according
to one embodiment; . A

[00100] FIG. 37 is a block diagram illustrating a server side player level advancement

process according to one embodiment;

[00101] FIG. 38 is a flow diagram that illustrates the steps performed in the system to
conduct & pyramid tournament according to one embodiment; '

[00102] FIG. 39 is a block diagram that illustrates data flow in a method for providing an

instant close tournament according to one embodiment;

[00103] FIG. 40 is a block diagram illustrating components of a circuit board containing a
unified additional user interface and game monitoring unit for a gaming machine according to
one embodiment;

[00104] FIG. 41 is a block diagram that illustrates components of one embodiment of an
additional user interface with game management unit functions merged into the additional -
user interface;

[00105] FIG. 42 is a block diagram that illustrates components of a base game according

" to one embodiment;

[00106] FIG. 43 is a block diagram that illustrates components of a client gaming system
according to one embodiment; ‘ ' '

[00107] FIG. 44 is a component and data flow diagram that illustrates data flow in a

system for biometric authentication of a player according to one embodiment;

[00108] FIG. 45 is a block diagram that illustrates components of one embodiment of a

client gaming device;

[00109] FIG. 46 is a block diagram illustrating components of one embodiment of a
system game network;

[00110] FIG. 47 is a block diagram illustrating components of an embodiment of a multi-
layer system game network;

(00111] FIG. 48 is a block diagram that illustrates the relationship between client hardware
and software and system gaming servers according to one embodiment;

[00112] FIG. 49 is a block diagram illustrating components of a unified additional user
interface and game monitoring unit board and software according to one embodiment;
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{00113] FIG. 50 is a sample screen shot from one embodiment of a gaming web portal site;

[00114] FIG. 51 is a screen shot from a player account page of a system game web site
according to one embodiment;

[00115] FIG. 52 is a block diagram that illustrates the interaction between a gaming and
third party gaming servers according to one embodiment;

[00116] FIG. 53 is a screen shot of a sample screen of a poker game according to one
embodiment; :

[00117] FIG. 54 is a screen shot of another sample screen of the poker game of FIG. 53;
[00118] FIG. 55 is a screen shot of another sample screen of the poker game of FIG. 53;

[00119] FIG. 56 is a screen shot of a sample screen from a bingo game according to one
embodiment;

[0100] FIG. 57 is a block diagram illustrating records in a seed library according to one
embodiment;

[0101] FIG. 58 is a screen shot that shows an example end game score box for a prize-award
based solitaire game in one embodiment;

- [0102] FIG. 59 is a screen shot that shows the game score to skill score conversion and final

prize award for the solitaire game of FIG. 58;

[0103] FIG. 60 is a screen shot that shows an example end game score box for a cash-award
based solitaire game in one embodiment;

[0104] FIG. 61 is a screen shot that shows the game score to skill score conversion and final
cash award for the solitaire game of FIG. 60; and

[0105] FIG. 62 is a flow diagram illustrating steps performed for game seed creation and use.

DETAILED DESCRIPTION OF THE PREFERRED EMBODIMENTS

[0106] A preferred embodiment of a network gaming system, constructed in accordance with
the claimed invention, is directed towards a player tracking system and system gaming
apparatus for playing non-base games by funding the credit side of a gaming cycle, rather
than funding the award side of the game cycle. The games played over such an
organizational arrangement are referred to herein as “system games,” and are playable in a

casino, arcade, or web-based environment. In one embodiment, these “system games™ utilize
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a system gaming apparatus and provide players with additional choice with respect to non-
base game selection and non-base game parameter selection, additional ways to wina prize
(e.g., through concurrent play of multiple games on the same gaming device), and additional
competitive incentives.

[0107] Referring now to the drawings, wherein like reference numerals denote like or
comresponding parts throughout the drawings, and more particularly, to Figs. 1-62, there is
shown a preferred embodiment of a system gaming apparatus. With reference specifically to
Fig. 1, a preferred embodiment network used for a system gaming apparatus is shown.
System gaming is a new technology that provides player choice as to the selection of a non-
base game from among a plurality of non-base games. Concurrent with the play of a base
game, players can choose which system game and/or tournament to play. Moreover, players
can choose when to play the tournament and/or system game. In other words, non-base game
play is now "on-demand.” Once the player determines what to play and how such play is to
occur (choice), the System Game is presented to the player via a display. Generally, the
system game and/or tournament will be provided to the player using a player tracking user
interface having its own separate processor and display. Altematively, the display is the
primary game display, a secondary game display, a player-tracking unit, or any other type of
display system. Still further, any game on a casino floor can now have multiple bonus games
for a player to choose from without requiring any modification of the base game whatsoever.
As such, even older, mechanical reel spinners and other legacy devices can now provide
modern multimedia bonus games to the players.

[0108] Generally, system gaming funds the credit side of a gaming cycle (i.e., funding the
right to play a game) rather than funding the award side of the game cycle (i.e., funding the
prize itself), as was done in prior community gaming environments. In this way, system
gaming provides the casino with the ability to determine the "right" of a player to play for a
prize. In particular, promotional or other non-wagered monies may be used to fund the
opportunity to play the game. Still further, the casino can determine the parameters it uses to
set up the right to play the game. Since system games are funded using non-wagered monies,
casinos have a significantly greater amount of flexibility to control the types of games played,
the parameters of such games, and the types of prizes that can be generated and provided to
game patrons. In short, therefore, system gaming provides enhanced functionality,
excitement, and flexibility in game design and in game play.
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[0109] Preferably, but not necessarily, the gaming machines 200 are broadband-capable in
that the gaming machines 200 (or components inside them) accept higher speed, full-duplex,
packetized messages. In one preferred embodiment, gaming networking bridges 210
communicate with the gaming machines 200. The gaming network bridge 210 provides
communication with and couples the gaming machines 200 to the network. Backend devices,
such as slot data and system game servers 140, 160, 170, and 180 are connected to the
gaming network through the bridge 210. In one embodiment, backend network structures
130 and 150 connect the data and system game sexrvers 140, 160, 170, and 180 from various
locations outside and inside a casino or location of the tournament. For example, and not by
way of limitation, in one embodiment, the backend network structures 130 and 150 include a
local area network 130 system, and a wide area network system 150. Further, software
applications executing in devices 140, the common database 160, and slot or player
management and marketing servers 180, with their respective databases 170, function
collectively or individually as game controllers.

[0110] In some embodiments, one or more protocols are used to communicate in the
network. For example, and not by way of limitation, the network uses high-speed broadband
communication and packetized protocol to communicate tournament data in the network.
The protocol many comprise, for example, and not by way of limitation, Ethemet, TCP/IP

and XML based GSA BOB available from the Gaming System Association of Las Vegas,

Nevada. Further, in one embodiment, for consistency in protocol, messages from gaming
devices 200 are routed through broadband communication pipes 230 to the bridges 210.

[0111] With reference to Fig. 2, a block diagram illustrates a gaming device 200 according to
one embodiment. A base game cabinet 202 is included that provides for regular game play
on the gaming machine 200. A base game display 204 displays regular base game play. The
base game play may include, for example, and not by way of limitation, poker games, slot
games, keno, and the like. In one embodiment of the gaming machine 200, a selection list is
shown on the display 204 to list a plurality of base games that can be played on the base
game cabinet 204.

[0112] A player tracking cabinet module 211 provides a card reader 212, game management
unit (GMU) 218, and an additional user interface 216. In one embodiment, the additional
user interface is an IVIEW interface 216 (available from Bally Gaming, Inc. of Las Vegas
Nevada), which serves as an additional user interface for playing system games off of system

game servers 140. In some embodiments, an additional user interface is referred to herein as
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a player tracking user interface. However, in other preferred embodiments, system games are
not played off of system game servers 140, but rather utilize a distributed processing
environment, software-based processing components, a *‘stand-alone” processing system, or
combinations thereof.

[0113] In one embodiment, the GMU 218 monitors game play and provides as one line of
communication 220, a network connection to slot management and player marketing servers
180. In another aspect of a preferred embodiment, the IVIEW interface 216 includes a web
content capable display screen and an embedded processor. Preferably, in addition to
displaying system gaming related information, the display screen is also capable of
presenting mark-up or web compatible information to a user via the display screen. The
embedded processor preferably utilizes an internal operating system and communicates with
a gaming processor of the base game 202. The additional user interface further provides
broadband network connection 224 to the gaming netwark as described with respect to Fig. 1.

[0114] In some embodiments, any one or more of the components of the gaming machine
200 can be embodied in software services and merged into another component without a
network connection between them. For example, and not by way of limitation, the card
reader 212 can be internet protocol (IP) based, or hardwired to a specific component, such as
the GMU 218, through a serial, USB or connection.

[0115] In onc embodiment, a system gammg server (e.g. 140) automatically communicates
with a plurality of the gaming machines 200 to offer to the current or potential player of each
gaming machine 200 the opportunity to play in system games without leaving the gaming
machine 200 being played, and without having to discontinue regular plz{y of that gaming
machine 200. Thus, the offer leads to dual income and/or reward potential from a gaming
machine 200 for a given period of time. The player plays their base game 202, and if the
player so chooses, can play a system game at the same time while competing head-to-head
with other players anywhere in the facility in which they are playing, or in competition with
players in any other facility around the world if configured to do so through, for example a
wide area network 150.

[0116] With reference to Fig. 3, the steps preformed in a method to implement user accounts
is shown according to one embodiment. In this embodiment, a new player account or
variable associated with a carded player is created, This account is called an eGameCash
account. It is used by the player to start the player’s desired system game playable on IVIEW
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interface 216 of the player tracking module 210. Fig. 3 illustrates the interaction of the
eGameCash account with previous bonusing methods. In step 300, money is deposited into
their account by the player, or from promotional funds, advertising, or other sources. In one
aspect, while playing a base game 202, a percentage of the game wager, along with casino
marketing funds, are added to a progressive game selected by the casino, step 302. If a bonus
is triggered by the system, then the player is awarded by the progressive game, step 304.
However, in another aspect of a preferred embodiment, the player selects the bonus game
(system game) they wish to play, step 306. The player wagers money on eithe.r the base
game, or the system game, step 308. The wager is detected from their eGameCash account, -
step 310. Optionally, a progressive game is incremented by a percentage of the wager, step
312. If a winning combination is achieved. the player is awarded a specific prize by the
progressive or the system game, or both, step 314.

[0117] With reference to Fig. 4, a data flow datagram illustrates data flow between various
modules and data entities in an accrual engine according to one embodiment. A player plays
base games 202, step 400. In one embedment, the carded player’s base game 202 play is
monitored by the GMU 218, or a system game server 140, 180, step 408 for player “John”,
step 448 for player “Sue”, and a predetermined percentage of this amount is given back as a
marketing promotion to the player in the form of eGameCash, steps 410, 450. This function
is achieved by an automatic software engine that is called the eGameCash award or accrual
engine, which includes, in one embodiment, software executing on one or more of the system
game servers 140, and/or the additional user interface 200 of the player tracking module. The
eGameCash engine keeps track of, and updates an eGameCash meter for the player, steps
412,452,

[0118] In one embodiment, the predetermined percentage is dynamically modified for a
player based upon casino configured rules. In this embedment, each type of player accrues
eGameCash at a different percentage. Further, in one embodiment, different types of base
games 202 accrue differently. For example, and not by way of limitation, skill video poker
games can accrue at 15% whereas slot machines can accrue at 25%. In another embodiment,
different groups of base games can accrue eGameCash differently. Any base game 202
monitored variable or meters are used individually or in combination with others to accrue
eGameCash. In an alternative embedment, the accrual is weighted or calculated by using the

base game 202 theoretical or actual win.
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[0119] In one embodiment, a percentage of game play from uncarded players, step 402,
contributes to carded players’ accounts, step 404, and is weighted to the carded players’
handle-pull (play) per unit time, steps 414, 454. This process is called the uncarded play
distribution engine, which in one embodiment includes software executing on the system
gaming servers 140, 180. This amount is given freely by the casino as a marketing
promotion. This function is included in the eGameCash award engine. In one embodiment,
in steps 404 and 406, eGameCash accrued from uncarded play is given to specific types of
players, specific players playing specific base games, or alternatively, to uncarded players
that have a temporary account on the system. In another embodiment, this uncarded
eGameCash alternatively funds progressive prize pools or sweepstakes prizes obtainable by
winning a System Game played by a carded player.

[0120] In another embodiment, a player purchases eGameCash with money transferred from
the base gaming device 200 they are playing into the player’s eGameCash account, where
jurisdictions and casinos allow. In one embodiment, there is a dollar-to-dollar equivalent
conversion, but, in an alternative embodiment, a conversion formula is used. Other transfers
to and from another account or monetary institution is used, according to another
embodiment. Players purchase eGameCash with, by way of example, and not by way of
limitation, an ATM card, a debit card, a check, a credit card, a transfer from a banking
institution, and other cash or point accounts from other authorized sites. In one aspect of a
preferred embodiment, a player is allowed to convert bonus points to and from eGameCash.
In another aspect, a player is allowed to convert promotional eCash (bonus cash offered as a
promotion) to and from eGameCash, either dollar for dollar, or at a conversion rate. In
another aspect, a player is allowed to convert any of their accounts (fbr example, a hotel
complementary account) to and from eGameCash. |

[0121] In one embodiment, a casino has a marketing promotion engine executing on the
servers 140, 180 that manually or automatically increments or decrements eGameCash to a
specific player or group of players or players playing at a cluster of gaming devices 200 (e.g.,
player may get double eGameCash accrual on their birthday or anniversary). In another
example, the first 100 players playing on a day receive $50 each of eGameCash.

[0122] In one embodiment, players lose un-played eGameCash based upon casino-defined
rules. For example, and not by way of limitation, a player loses eGameCash if the player has
not played o visited a casino for a year. In this embodiment, preferably, only an uncashable
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portion of the eGameCash is exposed to these decrement rules. Player-funded or eGameCash

won by players remains and is independent of the decrement rules.

[0123] In another embodiment, a player can elect to cash-out cashable eGameCash, and the
money is transferred onto a base gaming device 202 credit meter.

[0124] In one embodiment, eGameCash has cashable, uncashable, and player funded portions-
that are presented to the player as a single variable. In this embodiment, uncashable amounts
need to be played on system games or base games 202. This allows a casino to give
uncashable amounts at registration time, or any other time, for any promotional means. In
this embodiment, the player cannot just go to the gaming device and take his money out
without that uncashable money first being played through a gaming cycle.

[0125] In one embodiment, winnings from the system games are put into the cashable portion
of the eGameCash acoount. A player can cash out these winnings by transferring them to the
base game 202 and pressing a “‘cash out” button on the gaming device 200.

[0126] In another embodiment, there is an option for the casino to allow only a certain
amount of System Game winnings to be cashable per unit time. For example, and not by way
of limitation, a $50 maximum can be set for a day. This forces players to revisit the casino
on other days to collect their winnings. In one embodiment, a dual-port printer can allow the
system game platform, or GMU 218, to directly print a cash voucher to the printer without
having to communicate with the base game 202 to do so directly. Once this cash out occurs,
the player can then walk to the cashier for the cash value on their cash voucher.

[0127] In other embodiments, other ways of taking eGameCash out of the account can be
used by the player, including, but not limited to, wire transfers. In another aspect, the player-
funded portion of the eGameCash meter can be wn§e110d back to any other player account
that the player chooses, for example, a conversion factor. In another aspect, the player may
return credits back to a base game 202 on which he is playing.

[0128] As stated above, in one embodiment, player-funded portions usually come from
credits or monies transferred into the player’s eGameCash account from a base game 202.
These funds can be readily converted between eGameCash and base game credits at the
player’s discretion. In some embodiments, these conversions from one type of currency to
another are either allowed or disallowed, or conditionally allowed by casino rules or
jurisdictional requirements. In one embodiment, the eGameCash account is created so as not
to convey to the player that the player must use his bonus points or eCash as the only way of
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~ eGameCash account assigned to a player. The engine has many casino configurable fields or

crediting the system games. The player already uses the eCash and bonus points’ accounts,
and in one embodiment, the system should not force the player to decrement these accounts
to enjoy a system game. In one embodiment, eGameCash is shown to the player as a cash
value or a number of credits for a specific system game denomination chosen by the player.
For example, a conversion of $100.00 or 100 credits amounts to $1 each credit. In one
embodiment, uncashable, eGameCash is played first, then cashable eGameCash, then player-
funded eGameCash to authorize play on a system game.

[0129] In one embodiment, a player is required to match the uncashable eGameCash with
player-funded amounts in order to make the uncashable portion become cashable.
Altemnatively, in another embodiment, every player funded amount or cashable amount of
eGameCash needs to be spent first, and then uncashable amounts become cashable. In yet
another embodiment, the uncashable portion increases a player’s wager. Thus, as an
example, and not by way of limitation, 1 credit of paid eGameCash played results in 2 credits
of wager for that particular game, because the other credit was autﬂorized to come from the
player’s uncashable portion of his eGameCash account. In efféct this allows a player’s
cashable amount to become playable if the player first funds a game. A player can achieve
larger wins in this embodiment, because the player did not have to fund all of the credits to
play a specific game.

[0130] In one embodiment, some of credits come from marketing funds. In one aspect of this i
embodiment, each eGameCash portion is shown individually to the player, or combined. If \
combined, then other visible indications are given to let the user know that all the cash in i
their account is not cashable. Indicators are given showing the progress towards accrual to an \
eGameCash credit. Examples of indicators include, not by way of limitation, a power bar or
a digital eGameCash meter with several decimal places.

[0131] In one embodiment, the aforementioned eGameCash award engine is used to give
carded players promotional game credits, or cash, that is expendable on system games or
other casino or third-party services. These credits go into the uncashable portion of the

variables, such as, by way of example, and not by way of limitation, an accrual rate for
uncarded players, a rate for each type of carded players, a game theme played, a skill game
rate, a chance game rate, a denomination played, rates if a max bet is base game is played,
frequency of doing the accrual from uncarded to carded player accounts, and which data
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fields sent from the player tracking module 211 are to be used for the accrual equation
(usually the total handle or wager amount in dollars).

[0132] In one embodiment, a carded player accrues eGameCash in real-time to the player's
account as the player plays a base game 202 or a paid system game. If, for example, and not
by way of limitation, the accrual rate for a specific player type is set to 25% of his base game
handle or wager, then for every $4 in a handle pull wager, the player accrues $.01 of
eGameCash. Thus, in one embodiment, the IVIEW user interface 216 of the system tracking
module 211 buffers the base game handle pull until such a time that approximately one-half
of the $4 is played (or $2) before sending the data to the eGameCash award engine. In
another embodiment, this data is sent to the GMU 220, or from the GMU, to backend slot
management servers 140 and casino marketplace servers 180 without first going to the
IVIEW. Thus, in this embodiment, if the player is only playing $.25 per game on the base
game, the system only sends a server message every 8 base games played to update the cash
award. This cuts down on network traffic significantly sull allowing every penny of the
eGameCash to be shown to the player as it accrues.

[0133] In one embodiment, the player’s personal accrual is not immediate, but is performed
at optimal times or levels decided by the casino. For example, and not by way of limitation,
the eGameCash accrual rate can be tied to a base game 202 theoretical payout percentage rate
and wager amount, whether a maximum bet is played or not, and/or any combination of both.
In one example, and not by way of limitation, the system does not provide much eGameCash
to players winning much over the expected amount of win. The players who are not winning
much on the base game 202 may be given more opportunities to play system games.

[0134] In one embodiment, all uncarded play handle pull wagers would be accrued into a
separate account or accounts until such a time that it is disbursed to carded players. This
accrued play account from uncarded players is multiplied by a casino-configured percentage
and is given to carded players based upon each specific carded player’s handle pull verses all
carded players’ handle pull per unit time. In one embodiment, the distribution occurs at fixed
time intervals, for example, every 5 minutes, or once the uncarded play account accrues to a
certain size.

[0135] In some embodiments, other rules that create a compelling product for the casino and
its customers are used for distributing uncarded account accrues. For example, and not by
way of limitation, a casino configures the system such that a player only receives uncarded or
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carded play accrual on his next visit to the casino as a means to drive the player back to the
facility. In another embodiment, a disbursement means is to take the uncarded account and
give it in different percentages to different types of carded players, and not just evenly across
all players. For example, and not by way of limitation, only ‘“Platinam” club card members
get eGameCash accrued to their account from uncarded players.

[0136] In one embodiment, only carded or club players get free eGameCash to play system
games. However, if configured to do so, uncarded players can get their own eGameCash
back to play system games in this or other embodiments. This cash is assigned to a unique
IVIEW device ID, which is an identifier that identifies an IVIEW device 216, or GMU ID,
which is an identifier that identifies a GMU 218 on the gaming device 200 that the player is
playing. As an example, and not by way of limitation, 1 cent of eGameCash is earned by an
uncarded player. The player can play it currently before the player leaves the base game
machine 202, or risk losing it or giving it to the next player that plays the gaming device 200.

[0137] In one embodiment, the types of system games that uncarded (or non-club) players
can choose from are limited, because some games complete at a later time, and the players
might not be playing the gaming device 200 to collect the win at that later time. Since there
is no account for the uncarded player, funds that the payer wins cannot be placed in an
account. An example of a system game that cannot be played by an uncarded player is a

weekly tournament (described below), or a raffle.

[0138] In one embodiment, in order to solve this problem with uncarded players, a temporary
account is created for the uncarded player, and the player is asked to enter a username and a
PIN number to access this account at a later date. In another embodiment, a special code is
used to access the account at another more capable terminal or registration area or kiosk. In
another embodiment, a receipt is printed out of the gaming device 200 with the temporary
account information to allow later access to the account if the uncarded player wins a system

game.

[0139] Nevertheless, in embodiments where uncarded play accrual is distributed to carded
players it encourages players to become carded if they want to get the benefits of this transfer
of marketing funds from other types of players. In one embodiment, this transfer of uncarded
play promotional money to carded players is weighted to the handle pull of each specific
carded player, or there is no weighting formula used whatsoever. In another embodiment,
different eGameCash accrual rates are used for calculations of eGameCash accrual rates,
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which vary based upon, by way of example, and not by way of limitation: the card status of a
player, the type of player, a cluster of games, denominations of played gameé, the player
value to the casino, the win rate/loss rate for casino or player, location on the floor a gaming
device 200,~a site identifier for a casino (site ID), a specific web portal address used to access
the system game servers by a player, the geo-location of a player, the biometrics, the types of
games played by a player, the various promotions running, the self-tuning of gaming devices
200 to optimize for activity on the gaming floor during any period, or any accounting variable
or combination of variables used in tracking gaming activity. In one embodiment, the
eGameCash distribution from uncarded players to carded players is dynamically tuned to
create an optimal marketing effect for the carded players. In one embodiment, by way of
example, and not by way of limitation, the distribution occurs every 5 minutes, once $500 is
accrued, on middle of the week days only, during another promotional event, or when there is
a winning outcome in a specific system game.

[0140] In another embodiment, alternatively a percentage of a carded players’ system game
wagers go to other players or groups of players instead of, or in addition to, funding the
prizes for the system game those players are playing.

[0141] In another embodiment, eGameCash accrual is at a different percentage based upon
thearetical payout percentage fqr each pay line in a game. In one embodiment, the
eGameCash award engine does not track individual player activity, but rather, the play of an
independent or a player ID (which is a player identifier that identifies a player). In this
embodiment, the system awards back eGameCash for any reason to specific player IDs. This
allows the base game play to contribute to progressive pools directly. Upon the player’s
choosing, a system game is played using this eGameCash, giving the player the opportunity
to win a progressive pool contributed to directly from a percentage of base game 202 play. In
one embodiment, this providing of eGameCash is accomplished by monitoring play from the
day before, or profitability at the casino, and inserting funds on the current day into the
player’s eGameCash account. This way, if system games provide too much money in a
recent time period, then the eGameCash award engine can be tuned back to limit plays of
system games going until, at a later time, it is manually or automatically tuned back to the
default level. In another embodiment, prize pools or system game credits are incremented on
what has not been won by players vs. what was expected to be won in a game session.

[0142] In one embodiment, random insertion of eGameCash into the account of a carded
player, or group of carded players, occurs. This provides a surprise capability or smooth
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distribution effect. By way of example, and not by way of limitation, the player receives $.50
of eGameCash in his account even though the player normally would have received none or
very little due to the rate of his play on the base game 202.

[0143) In another embodiment, eGameCash distribution to players is in real-time as the
player plays the base game 202, or once per a time period. In another embodiment, the
distribution is after a specific amount of handle pull or loss by the player.

[0144] In another embodiment, the system dynamically applies eGameCash to the player
based upon the player's win/loss rate. This allows for self-tuning of the casino’s marketing
outlay based upon what is going on in the base games 202 or for their entire business. This
allows for a tight integration with the yield analysis software, for example.

[0145] In one embodiment, eGameCash accrual is based upon the theoretical payback
percentage of the base game. For example, and not by way of limitation, for 85% thearetical -
payout base games 202, the player accrues .24% of handle pull, for 95% theoretical payout
base games 202, the player accrues .22% of his base game handle pull.

[0146] In another embodiment, the eGameCash accrual engine uses a lookup table verses a
straight percentage of base game wagers, wins, or rate of loss. An example lookup table is
shown in Table 1.

Session wagers eGameCash given

<$1 $0

$1-85 $ 05
$5-$10 $ .25
$10-315 $1.25
over $15 $3.00

Table 1: Sample Accrual Engine Lookup Table
[0147] The advantage of using a table is that a non-linear scale can be used verses a direct
percentage. A non-linear scale, for example, and not by way of limitation, can be weighted to
give more eGameCash to players who play more base game cash or wagers. In another
embodiment, the table is weighted to give more eGameCash to players who loose the most on
the base game 202, in either absolute dollar amount or worst payback percentage verses
expected base theoretical payback percentage. Further, in one embodiment, different
percentages are used for different levels of a player’s monitored activity. An example table
for this embodiment is show in Table 2.
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Monitored activity eGameCash Rate
(e.g., handle pull) :

<$1 0%

$1-$5 15%

$5-$50 .16%

$50-$1000 25%

E 3 3 3

Table 2: Sample Accrual Engine Lookup Table
[0148] In another embodiment, eGameCash accrual occurs exclusively on the IVIEW device
216, GMU 218, base game device 202 or other gaming client-side device, and not on a server
140, 180. Accrual parameters are sent from the system game server 140 to the gaming
machine 200 for computing purposes. The parameters include field’s values, such as an
accrual rate for each type of carded player or uncarded player, player specific accrual rates,
variables for use in monitoring accrual, and variables to use for tournament score
calculations, and the like. |

[0149] In one embodiment, a player has a choice of how to receive promotional funds from
the casino. By way of example, and not by way of limitation, these choices include a choice

at a player's registration time as to how the player wants to accrue his promotional dollars. In

* this example, a player can elect to not get eGameCash, but rather fund an IRA, college fund,

Ebay® points, Amazon.com® credits, Pay Pal® Preferred Awards®, airline points, hotel
points, car rental points, eScript® points for educational or charity funds, frequent renter
programs, credit card cash back programs, incentive points programs for grocery stores, and
the like, other third party points systems, mutual funds, and stocks. The player can chose that
the awards are provided in a player’s name, or in another person's name, such as a child. In
this embodiment, the player may elect to get eGameCash and bonus points, bonus points
only, or eGameCash only, with or without any other prizes. In one embodiment, a player is
allowed to decide, by way of example, and not by way of limitation, that the player’s casino
promotional funds are allocated as follows: 25% in airline points, 25% in eGameCash, 25%
in Bonus Points, and 25% in rental car points. Further, in this embodiment, this allocation
can be performed at registration time and can be modified later on the IVIEW device 216, or
any kiosk, web portal, or casino help desk. Depending on the player’s desired choices, extra
registration data is collected, such as a frequent flyer number, to allow for fulfillment of these

rewards.

[0150] In another embodiment, an alternative to creating a new eGameCash account for a
player is to use any existing account that the player already has in the player tracking servers,
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or casino marketing servers, or other servers (collectively show in Fig. 1 as 140 and 180)
where the user has an account established. In one Vexample, and not by way of limitation, 10
player bonus points allows a player to play a system game on the additional interface 216 of
the player-tracking device 211. Since players already accrue bonus points to their account,
the system piovides another way for them to spend the points rather than just at various
casino venues or restaurants. A player that accrues some bonus points, but not enough to
ever use in a restaurant, may never get the benefit of the points. The player can choose to use
all of his points on a system game involving a raffle, for example, for a chance to win big, or
loose all of his points that the player would not otherwise use. This helps to reduce accrued
liability on a casino’s financial accounts. '

[0151] In one embodiment, higher denomination games and larger wagers use more bonus
points, making a player eligible for certain system games. In one embodiment, bonus points
are decremented at the start of the system game. In another embodiment, bonus points, and
other player accounts are automatically converted into an account that gets used to credit a
system game. A player selects a speciﬁc game to play from the system game server 140, and
then the game executes on the IVIEW display 216. Configuration tools allow the casino to
decide which player’s specific account is used to enable system game play as a primary
game, and which games are used for secondary play enabled by play of the primary game,
and the like. For example, and not by way of limitation, a casino can decide to allow the
player to use his eGameCash as the first source of monies required to play a system game,
and if there was not enough money in this account, then other accounts can make up the
difference, or be used instead. Thus, it is to be understood that a player may use any of their
accounts to authorize play if the casino allows such transactions to take place. The player
selects the desired priority of which account he wants to use first, then which other accounts
to use once the primary account runs out of funds.

[0152] In one embodiment, the system does not allow eGameCash accrual if a card is not in a
gaming device for a certain period of time, for example, for 2 minutes. At that time any
games that have not concluded are terminated. A new game cannot begin without the card
unless configured to do so. If a player account is disabled, then no eGameCash accrual for
that player occurs, and/or no system games are allowed to be played.

[0153] There are many micro-payment or micro-currency online businesses in the world that
allow set-up of an account by depositing a certain amount of funds into a user specific

account. The account holder can spend this money in micro amounts, for example, as they
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use the Internet to purchase small items such as music clips, web pictures, and other
electronic media. These accounts at third parties can be used as a means to credit a system
game, or a player’s eGameCash account. Funding in this way can occur game by game, as
the games are played, with or without a player using an eGameCash account. In one
embodiment, all payments and credits between the third party and the casino are at the end of
the day, week, month, or real-time. One such service that can be used with this embodiment
is located on the Internet at www.bitpass.com. However, there are many micro-payment
systems that can be used in this embodiment.

Promotional Funds

[0154] A casino has a marketing promotion budget, which, like most businesses, is a function
of how much revenue the business does. In one embodiment, a simple controlled means for a
casino to automatically determine how much eGameCash will give out is to tie it to a
percentage of the players handle or money spent. This way, players that spend more money
get more eGameCash. Overall, casino promoters recognize that the casino is typically going
to give out a fixed percentage of its daily revenue to carded players, for example .25% all
handle pull. With a casino floor having 2,000 gaming devices 200, and a $2,000 average
handle per day per gaming device 200, this equals $10,000.00 that the casino desires to be
given back to the players in the form of promotional dollars. A casino can thus calculate how
much it wants to give away to its players based upon their profitability as a company, as a
whole, or what their budget will justify. In one embodiment, the percentage of handle pull
can be calculated and entered into the system, and then from there on, an even disbursement
of eGameCash is given to carded players.

[0155] In one embodiment, the system games have a theoretical payout percentage of less
than 100%, or more typically 60% to 95%, depending on the game. Thus, statistically if
$10,000 of eGameCash is given to carded players in one day, and if this entire amount is
played on system games then statistically, between 60% to 95% of it will be given back in
system game awards over time. In one embodiment, this becomes cashable by the player,
and this amount can leave the casino with carded players.

[0156] If any system has an outcome with a very large winning combination, it too becomes |
cashable by the player, and the casino gives much more than $10,000 in eGameCash awarded

that single day. This is exactly what happens on the base casino games today, but over a time
period, the games will give out the theoretical payout percentage. This is the case with the
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system game platform. In one embodiment, all system game outcomes are funded by casino
bank funds just as if they are played on the base game 202. Current systems in the market
only give the pre-determined percentage of the handle to a prize pool. Thus, this is all that is
ever given out. System games, according to one embodiment, have the ability to have a pay
table that can pay much more than the pre-determined percentage of the handle pull. The
system can also provide progressive awards for specific system games or groups of specific
games. Accurate tax and financial database transactions are kept for this purpose in a data
store 160, 170. To offset promotional payouts to players in one embodiment, the system

games increase play and bandle pulls to ensure casino profits are not lowered.

Types Of Games

(0157] In one embodiment, the system game implements one or more "games of chance," or
alternatively other games that do not rely primarily on the skill of the player can be offered as

a style or genre of game. For example, and not by way of limitation, such games as slot

. machines, substantially random card games, roulette, and the like, in one embodiment, offer a

player a chance to win cash or prize credits, or other physical prizes, without requiring a high
degree of skill. These games typically rely upon a random number generator to determine
outcomes of the games. In some embodiments, other mathematical formulas or calculations
are used to create the effect of randomness to the player and regulators.

[0158] In another embodiment, the system implements one or more "games of skill," wherein
a predetermined goal, task, or objective for a game should be accomplished in a skillful
manner, such that an outcome of the game is determined primarily by the amount of skill of
the player. The greater the player's skill, the closer or more easily a desired goal in the game
can be reached by the player. In one embodiment, points associated with the predetermined
goals or objectives are added to a game score such that a higher game score, on average,
indicates a greater amount of skill by the player. In some embodiments, skill predominant, or
100% skill games are implemented. Games that rely on player knowledge génerally are
regarded as games of skill.

[0159] In one embodiment, not all games will require decrementing of eGameCash to
authorize play. Surprise, extra, or free games are provided for the player.

[0160] In one embodiment, many game types are available for play on the IVIEW
device 216. They include, for example, and not by way of limitation: class If games, class III
games, central determination games, bingo, keno, video reel spinning games, video poker
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games, various card games, solitaire games, skill-based video games, chance-based video
games, skill-based slot machines, games of mixed skill and chance, roulette, spinning wheel
games, lottery style games, raffles, tournaments, find the prize style games, mystery bonus
games, sweepstakes, wide-area progressive games, multi-player real-time competition games,
turn-based games where players exchange moves or turns, elimination tournaments, fixed
number of player tournaments, time-based tournaments, pyramid style tournaments, sprint to
a score tournaments, elimination tournaments, team play games and tournaments, prize
merchandise or service games, games that award cash, games that award nothing other than
entertainment value, games that award prize credits redeemable for merchandise, games that
award raffle tickets, games that award a combination of cash and prize credits or raffle tickets
or combination thereof, games that award sweepstakes tickets, games that award multiple pay
lines, single-denomination games, multi-denomination games, single pay line games, games
that allow single or multiple credits to be spent on a single game event, tournaments usmg
basg-game activity, tournaments using base-game activity to determine a tournament score,
system game tournaments where scores are determined by wager and outcome on the game
played on the player tracking video display interface 216, golf-style games, shooting-style -
games, games that include player handicapping, dice-style games, board style games,
baccarat, puzzle-style games, action games, word games, jig-saw style gzimes, crossword
games, hangman, color or pattern matching games, massively parallel games, chat-based
games, treasure hlinting style games, craps, games that allow continued play if more money is
spent, games that qualify you for other types of games, hearts, arcade-style games; checkers,
backgammon, dominos, chess, system games where the outcome is determined by the base
gaming device, system games that advance based upon activity or results on the base gaming
device, flying games, driving games, games that require player input to play, games that auto
complete without user interaction, games that can auto-play from one game to the next,
system games that have their own systems games as bonuses, extra System Games,
advertising sponsored games, and games that allow players to compete with others on

different gaming platforms such as: personal computers and at home-wireless devices and
cell phones.

[0161]) Other types of games that can be used in this embodiment include, by way of

example, and not by limitation: sports book betting, games played at third party online game
services, mahjong, reverse, bridge, blackjack, spades, pool, bowling games, pay per view |

movies or events, spectator sports, Pai Gow, games where the system gaine is a.bonus round
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for a base game, games where the system game is a part of a paid or free part of the base
game, games that include side bet features, games where you can only play if you achieve
something in a base game, eight-liners, games where server side finite poolprize awards are
reverse-mapped into a winning combination on the client gaming device, 6 or 7 card draw
poker, stud poker, games where the player selects the desired difficulty of the game for
specific rewards, Texas hold’em poker style games, promotional progressive games (PPE),
wide-area progressive games (WAPs), collapse-style games such as Bejeweled, Popit, Cubix,
and other web-based games.

Types of Awards

[0162] In some embodiments, the most common type of award that could be given from

a system game is cash or cash equivalent value. According to one embodiment, a typical
game has a pay table that has one or more types of winning outcomes that can award cash,
prize points, specific merchandise or service-related prizes, souvenirs, free games, raffle
tickets, sweepstakes tickets, promotional coupons, vouchers, hotel comps, show tickets,
discounts at stores or other venues, bonus points, eCash, base game credits or cash, or free
system game plays. Any game winning combination, event, or outcome can award any one
of these types of prizes or a combination of them.

[0163] In one example, and not by way of limitation, 3 Cherries on a video reel spinning
game line pays $5.00 eGameCash and 5 raffle entries into the yearly raffle drawing. The
award does not have to be determined at the outcome of the game, but can be awarded for
just entering the game, or awarded in the middle of the game. In one embodiment, the games
are for entertainment only. In another embodiment, system games themselves have their own
progressives. These progressives could be additions or multiples of the types of awards
mentioned above. In one embodiment, the system game multiplies, adds to, subtracts from,
or substitutes an award from the base game 202. Other types of awards include electronic
viewing or listening to data files, such as audio files, cell phone ring tones, movies, pictures,
or other forms of multimedia.

[0164] In one embodiment, systems games themselves have bonus rounds and wide area,
local area, individual, or personal progressives. Awards in this embodiment are special
features, settings, or levels for the game, or future games of the same or different game title.

In one embodiment, all awards are given and assigned to a player-specific database record in

the database 160, or to a group of players to be collected later. Otherwise, in another
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embodiment, awards are taken by the player instantly at the gaming device in the form of
cash to his base game device, accbunt, paper ticket, or a physical prize dispenser on the
gaming device 200. Typically, cash won is added directly to the cashable portion of the
eGameCash account associated with the player. A player may have an account associated
with points toward prizes (“PrizePoint” account) that is associated with his account for wins
on games that award PrizePoints. These PrizePoints can be used for merchandise, services,
or e-Commerce related shopping. Pay to play system games can accrue to Bonus Points
bucket and eGameCash accounts simultaneously, if desired by the casino.

[0165] In one embodiment, an amount of paid play on base game or paid system game play
can allow transfer from an uncashable account to a cashable eGameCash account. In one
embodiment, the allowed transfer amount matches the amount spent to play the game. This
is called “match play.” The system also has access to various prize output devices. They
include, by way of example, and not by way of limitation, smart card writers, printers,
hoppers, prize dispensers, ticket dispensers, electronic ports for download of electronically-
delivered prizes such as mp3’s, chips, currency dispensers, and prize servers. In one
embodiment, these devices are physically contained in the same cabinet where the player is
playing, or at remote locations for the player to collect the prizé.

[0166] The term, "prize," as used herein, generically refers to any merchandise, souvenir,
food item, or other physical goods or services that can be offered to players for redemption
for games, and that have value other than as a medium of exchange for use in the gaming
environment. A can of soda, a slice of pizza, a radio, a stuffed animal, a certificate, cash, and
free games to be played on a game units are all non-limiting examples of "prizes." Another
non-limiting example of a prize includes a promotional coupon that encourages players to
return to the current gaming environment or location more quickly in the future. For
example, in one embodiment, a promotional coupon is dispensed as a specific prize ticket that
offers a player a free pitcher of beer if the player returns and redeems the coupon within one
week (or whatever time frame and free item the operator desires). In one embodiment,
redemption tickets or specific prize tickets are not considered "prizes” since these tickets can
be used in the gaming environment (such as an arcade or casino) to redeem other types of
prizes. In gaming environments, each prize typically has a cost or value associated with it,
specified as an amount of universal redemption tickets (or prize credits). The more valuable
the prize, the greater number of tickets is typically required to redeem that prize. Free Show
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tickets or hotel rooms are also prizes. Additional value to an eGameCash account can be
directly awarded by a base game 202 or system game if it is configured to do so.

[0167] Other examples of prizes include: savings bonds, funding of IRA’s, college 529 type
funds, stocks assigned to the winning player or people associated with the player, such as

a player’s children. In one embodiment, these types of prizes are automatically ordered for
the amount of win in the name of the desired person and delivered later to a desired
residence. Other examples of prizes include: Ebay® points, Amazon.com® credits, Pay Pal®
Preferred Awards®, airline points, hotel points, car rental points, eScript® points for
educational or charity funds, frequent renter programs, credit card cash back programs,
incentive points programs for grocery stores and the like, other third party points systems,
mutual funds and stocks, and retail gift cards.

[0168] A "specific prize" or "instant prize," as referred to herein, is a particular prize or type
of prize whereby a player can be directly and immediately awarded, and in most cases, can
immediately receive due to a particular winning result in a game. Preferably, the player
redeems the specific prize by paying an appropriate specific prize ticket to an operator,
vending machine, or the like. In one embodiment, the player receives such a prize ticket
from a printer based on a particular winning result on the game device 200. A "specific prize
ticket", "specific prize coupon" or "specific prize voucher", as referred to herein, is a ticket,
coupon, or other physical or electronic voucher that can be exchanged for the specific prize
only, or can be exchanged for other types of prizes, or accumulated to purchase several types
of prizes. For example, and not by way of limitation, specific prizes include, paper or
cardboard tickets, special metal, plastic, or cardboard coins or tokens, smart cards and the
like, any or all of which can be used as "specific prize tickets,” and dispensed or output from
a specific prize ticket dispenser. Other prizes include: a wild card as a prize, another draw in .
a video poker game, or another spin in a reel spinner. In one embodiment, a coupon code is
given to players in the mail to give them a “power up,” or bonus, in a specific game or a
game of their choosing. In one aspect of this embodiment, these codes can be assigned to
specific players. ' '

Prize Award Distribution Engine (PADE)
[0169] In one embodiment, a prize distribution award engine (PADE) includes a software

schema and business logic engine that provides for a set of prizes to be assigned to an event

identifier (event ID). In this embodiment, an event ID can be assigned to any system event
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including, but not limited to: an end game (ending of a game), a begin game (beginning of

a game), user login, tournament win, raffle win, sweepstakes win, and the like. Any single or
combination of prizes, each identified by a prize identifier (prize ID) to be won can be given
to a player, or routed anywhere for any event that occurs on the system. Any game can award
anything for any reason, for any type of prize, and direct it anywhere, for any winning
combination on a pay table for a game or event achieved in the middle of the game, or just for
playing the game. In one embodiment, a game has one or many event IDs attached to every
win for every denomination for every credit level. In one embodiment, an event ID has an
unlimited number of prizes of any type associated with it. In one embodiment, a single prize
ID, such as $10.00 of eGameCash, can be the prize most of the time. Each different winning
combination in a game’s pay table can award different types of prizes or awards. This
architecture gives unprecedented flexibility for a game designer to award anything for any
reason at any time for a game. Further, a casino has the ability to change the awards for a
specific game with out changing the probability math in the game. As long as the prize ID’s
are of the same value, they can be of a different kind, and the monetary impact to the player
and casino is nothing.

[0170] In one event, an event ID can award another event ID in combination with real
specific prizes that are delivered. For example, and not by way of limitation, a royal flush

awards $500 of eGameCash right away, and 50 raffle tickets for a $1,000,000 raffle drawn at
the end of the year.

[0171] In another embodiment, the award is directed to a specific destination. Normally, the
destination of the award value is the player’s specific account or credit meter. In this
embodiment, prizes are able to be directed to a raffle or group of rafﬂeé, a progressive pot or
group of progressive pots, a group of players; players of a specified type, third party servers,
a banking institution, a printed coupon, a shopping cart, a player’s bonus point account, base
game 202 credits, and any medium capable of containing data representative of the award.
This ability to change the destination of the award further allows one player’s win award to
another player or players to provide a cooperative play aspect. If anyone in the group wins
then the whole group may provide each other with the benefit.

[0172] In another example, a specific winning combination achieved on a game’s pay table
increments a progressive value on another winning combination on the same game, or
another game. I, for example, a triple 7 on a 5 reel slot machine is hit, its win could

increment a progressive for a five 7 (77777) winning combination. In one embodiment, a
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win could trigger another extra game with the same game, identified by a game identifier
(GamelD) or a different GamelD.

[0173] The PADE engine allows the casino administrators to freely substitute different prize
ID’s in pay tables of games dynamically. This can be done without affecting the games
theoretical payout percentage as long as the substituted prize has the same dollar value,
quelling the need for regulatory approvals for a casino to change their prizes at will. This
creates unique marketing capabilities. For example, if a specific combination of symbols in a
system game is typically $50 cash, the system can replace this prize with 2 each of $25 show
tickets. This can be done until all show tickets are awarded, and then the prize can revert
back to the original $50 cash payout. In one embodiment, a player is given a choice of prizes
to choose from at win time to take the original prize or the current prize. Thus, in this way
the PADE can be directly tied to various casino marketing promotion servers to effect
changes dynamically and tune the system to various casino or other related events.

(0174] Tables residing in the database 160 are used by the PADE to control prize awards.
Table 3 illustrates examples of the tables and example entries in those tables.

Prize Award Distﬂbutionglgjne (PADE)
PRIZE
DESCRIPTION
TABLE
Prize ID TYPE Cash Value Qty Destination Description
1 EGameCash $1.00 1 Player eGameCash account
2 PrizePoints $500.00 1000pp Player Prize Polnt account
3 Raffle Ticket $2.00 100 RaflelD |
) Apple
4 Merchandise $200.00 1 Player shopping basket IPOD
5 Player Status $0.00 1 Player rating boost in CMP
8 Progressive $0.01 1 Progressive ID (perscnal or WAP)
7 Bonus Points $50.00 60,000 Players Bonus Polnts account
8 Cash Coupon ___$100.00 1 Printer at cabinet
-] eBay Points $50.00 500 eBay servers
10 Amazon Book $24.00 1 send Amazon purchase code to players emall accou
or cart, or coupon
GAME
SPECIFIC
AWARD
TABLE
GamelD Denom ID Credits Pay Table Description Award Event ID
Played Combination
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Royal
1 $ 0.26 1 # Rush 1
1 $ 0.25 1 #2 Stralght Flush .2
1 $ 0.25 1 #3 4 of a kind [:]
Royal
1 $ 0.60 2 # Flush 20
1 $ 060 2 # _Straight Flush 21
1 $ 0.50 1 ..
1 $ 0.50 1
EVENT ID
TABLE Event IDs
glven as
Award Event ID_| Listof Prize ID's | well
1 1,84,3
2 21
3 1
4 10,1
5 16 3
6
Table 3: Sample PADE Database Tables
Currency conyerters

[0175] In one embodiment, a player is able to convert eGameCash at any time to other forms
of currency or prize types, if allowed to do so by a casino. Optionally, the system can be
configured such that any prize type can be converted fromi one type to another if the casino,
or third party operator allows the conversion. |

[0176] In one embodiment, most of these conversions occur using a conversion formula set
up by the casino or third party operator. In one non-limiting example of this embodiment,
$3.00 of eGameCash can be converted to 3000 Bonus Points. Conversion formulas 'gan differ
based upon the direction of conversion. In another non-limiting example, 3000 Bonus Points
can only be converted back to $2.50 of eGameCash. Certain types of player behavior are
encouraged by this type of conversion scheme. In one embodiment, conversions are
controlled using the IVIEW device 216, or on any other device that can access the player’s
account. In one embodiment, a player is able to perform redemption in a virtual video
merchandise store on the IVIEW device 216. For example, and not by way of limitation,
20,000 prize points can be redeemed for a DVD, The player is able to use any currency to
complete the redemption transaction. In this embodiment, redemption can occur off the
casino property at a retail establishment, or at a user’s home computer or wireless device. In

this embodiment, any location, device, kiosk, or web site where a player can access the
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player’s account allows conversion of one type of award to another type of currency or award
or player account. This includes prize redemption. Third party providers may also allow
conversion to or from their currency at agreed to conversion rates, For example, points or
winnings can be converted to eBay points or airline points. These points can further be used
as a means to authorize system gaming play. For example, and not by limitation, 50 airline
frequent flyer miles can be used to authorize one five-cent system game or base game play.
In one embodiment, conversion capability for any account can be dynamically turned on or
off at selected dates and times for specific groups, types, of players or gaming devices 200.

[0177] In one embodiment, dynamic yield analysis allows automatic tuning of the currency
converter rates, or which conversions are available at aﬁy given time to maximize casino
revenue. Days of the week, time of day, gaming device numbers, player types, or specific
players can have certain converters blocked or rates changed. In some embodiments, certain
types of conversions take longer periods of time, or cost the casino more money in third party
fees than others. Further, on peak traffic periods can be blocked, or conversions rates
changed, to ensure best casino profits. At slower times, the casino can re-enable these
features.

[0178] In one embodiment, currency conversion takes place automatically from eGameCash
cashable winnings to bonus points without user intervention at any time, including card
removal time or user inactivity time. This ensures that the winnings are safely stored in a
server side player account for a carded player, especially if the base game is unable to do any
electronic fund transfers.

- [0179] In one embodiment, the system provides limited cash out capabilities to the cashable

eGameCash account. In one example, a player may have won $500 playing a System Game
today but can only cash out $100 per day. The player is required in this embodiment to come
back four more times to cash out the rest of the $500. This helps encourage repeat visits to
the casino. In one embodiment, a yield analysis engine dynamically tuned cash out rules per
player to maximize revenue for the casino. With reference to Fig. 5, an example of a screen
520 presented on the IVIEW device 216 for allowing a player to perform the conversions is
shown. The IVIEW presents touch-screen image with on-screen buttons for controlling
bonus and eGameCash conversions. In one embodiment, the screen 520 provides the ability
to convert system and base game 202 winnings or credits, €GameCash, prize points, or bonus
points to third party point systems using Points.com® as an intermediary, which is an entity
that provides exchange currency into other third party currencies.

40



18 May 2012

2012202948

[0180] In one non-limiting example, SO0 prize points are converted to 300 airline points. In -
another non-limiting example, 200 hotel points can be converted into system game credits or
eGameCash. In one embodiment, the third party points can be converted back to any of the
Casino points systems, including, but not limited to: eGameCash, base game credits, prize
points, bonus points, eCash, or the like. Other third party point conversion companies are
used in other embodiments. In another embodiment, the casino creates relationships with
airlines, hotels, and other companies to remove the third party transactions costs.

[0181] With reference to Fig. 6, a flow chart illustrates steps performed by the PADE for
conversion of currency. In step 2600, the casino selects accounts and meters authorized to
convert from one currency to another, and conversion rates, and generally sets up parameters
for allowing conversion by players. By way of example, and not by way of limitation,
according to one embodiment, Table 4 illustrates a sample of the currency conversion
parameters that can be set by the casino.

eGameCash to bonus points conversion (0=off; $.01 eGameCash = XXX. XXX Bonus
points)

eGameCash to eCash conversion (0=off, $.01 eGameCash = XXX XXX eCash)
Bonus points to eGameCash (O=off, 1 Bonus Point = XXX XXX
eGameCash) :

eCash to eGameCash (0=off, $.01eCash = XXX XXX
eGameCash)

Base game cash to eGameCash (O=off, rate)

Play with eGameCash only True/false

Play 1* with eGameCash then bonus points True/false

Play 1* with points then eGameCash True/false

Play 1* with eCash then bonus points True/false

Play with bonus points only True/false

Allow player to choose auto-conversion True/false

Auto tune converter rates Yes/No

Allow inter-player/group transfers Yes/No

Setup auto-tune (dates, times, floor activity, maximize profitability, player types, per player,
specific machines based on yield analysis)

The system will be able to transfer your money or buckets to another player in a group or
family members

Table 4: Sample Casino Conversion Parameters
[0182] In one embodiment, the parameters of Table 4 features can be configured per level or
type of player. A player’s choices are maintained in the database 160 for quick setup for a

play session. Optionally, this step is added by the aforementioned yield analysis engine, step
2588. In step 2602, through the IVIEW 216 (screen 520 in Fig. S), a player selects an
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account or meter to convert from. In step 2604, the player selects an account or meter to
convert to. In step 2606, selects an amount to convert. In step 2608, the player confirms the
selections. Once confirmed, the account selected for the destination is incremented by the
selected amount, step 2610. The account from which the conversion was made is
decremented by the selected amount, step 2612. The transaction is logged into the database
160, step 2614.

Base Game Monitoring

[0183] In one embodiment, the base game 202 of the gaming machine 200 is monitored by
the GMU 218. The monitoring logic in the GMU is a hardware module in one embodiment,
and a software module in another embodiment. In another embodiment, the logic is a
software service running on any computing device in the system. In yet another embodiment,
the monitoring logic is a software module executing base game 202 hardware or software.

[0184] In one embodiment, when a player inserts his/her card into the card reader 212, the
GMU 218 sends the card number to the player &acking servers 140 to start a session for
bonus point accrual. A player plays the base game 202 and gaming wagers and outcomes are
sent to the GMU 218 over, for example, in one embodiment, a standard serial port using
standard protocols such as SAS-Super SAS (available from IGT of Las Vegas Nevada), and
BOB (Best of Breed) from the GSA Gaming Standards Association, or S2S+, SDT. The
GMU 218 sends this data to the player tracking system of the player-tracking server 140 for
point’s accrual. Various other embodiments use different transport mechanisms and
protocols to accomplish this data transfer. In one embodiment, the data transfer from the
base game 202 to the player-tracking server 140 is accomplished over slower, older, or legacy
cables using RS485 communication protocol.

[0185] Once the base game data is in the player-tracking server 140, the point’s accrual takes
place. For example, and not by way of limitation, in one embodiment, each $10 of play on
the base game 2020 gives 1 point into the player’s account.

[0186] In ancther embodiment, the system uses the data from the base game 202 to accrue
eGameCash into the players account to generate base game tournament scores in a

tournameant.

[0187) In another embodiment, the collected data is used to tightly integrate system games
played on the IVIEW interface 216 and the base game devices 202. In this embodiment, the
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collected data is used to gather statistics and to implement win/lose data to trigger events or
wins in system games played on the IVIEW interface 216.

[0188] To enable system gaming on the IVIEW interface 216, software of GMU 218
supports real time monitoring of base game 202 play, whether a carded player or an uncarded
player is playing. In one embodiment, this data is forwarded to the IVIEW interface 216 over

a serial port called an EPI (217 in Fig. 2) for processing and/or forwarding to the system
game servers 140 as needed. In one embodiment, the IVIEW interface 216 communicates
over an Ethemet IP network through the network connection 224 to the system game servers

140.

[0189] Table S illustrates messages from the GMU 216 to the IVIEW interface 218 to
support system gaming according to one embodiment.

Name Purpose Direction g:;fmnd Fields
Casino ID;
Game Serial #;
Game ID;
The following data is scat to the IVIEW so it the Pay Table ID;
device with which it s communicating. This Base % ;
data is tracked in the network gaming servers for | GMU to GMU Time:
many reasons. After every power-up of the IVIEW o
GMU or game com restored this infarmation is %TSJ\IID’
sent to the IVIEW. ersion;
Registration 0x30 Enabled Reatures;
GameType ;
Enable ;
____ Denomination
Allows the IVIEW to ennble or dissble System
Game Epi messages . If Enableis ‘1° the GMU IVIEW to
will respand to this with a Enable
message. The GMU will power up with System GMU
disabled.
This message is sent to the IVIEW oa the player
changing the game being played. A successful
registration process tells the GMU to start GameNu.mber;
Game sending these eveats to IVIEW. Game ID;
Selected : GMU to 0x31 Denomination;
‘This message is sent on the GMU receiving a IVIEW Pay Table ID;
Event Game Selected exception code from the gams Base %:
(SAS6.0, exception code 8C). Itis also sent on y
power up and game com restored to get the Max Bet
initial game information.
This message is sent to the IVIEW on the
Game Start | begizuing of cach base game cycle. A suocessful | G110 Amount Bet;
E registration process tells the GMU to start 0x32 Total Coin In;
vent sending these cvents to IVIEW. IVIEW Max Bet Played
‘This message is sent to the IVIEW on a player Player ID;
cerd belng inserted or removed. This will be .
me e e o o | SV | 0x33 St ol
passible disconnects . IVIEW P
Event Phayer card out will be delayed for N seconds to Total Coin Out;
allow for Total Coin Out to accrue,
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o Transaction ID;
This message is seat lo the when bonus dAmnf : .
BonusPay | game credits are to be awarded from the Noc | IVIEW 22:; Mmf(gggﬂﬁ;f
ded the 4
Request mﬁx““mmﬂ to GMU Partial Pay OK;
Handpay
Error Code;
0x34 Transaction ID;
RAwrd Amnt(optional);
. This messagois sent to the IVIEW when CawrdAmnt(optional);
Bomus Paid | | e creits have been awarded from %h’gv;‘) RAcptd(optional);
Response the backend systems to the game. Cacptd(optional) ;
MaxXfr (optional);
SplmmtlErr (optional)
Handpay
This messags will be sent when a player
C”h':::e cashes out of the base game. This IS wedto | GMU to 0x35 Noe
Comp! terminate & game in progress because the IVIEW
Event player has left the machine.
This message is sent to the IVIEW on the
campletion of each base game cycle. A
successful registration process tells the GMU
Game Play to start scading these events to IVIEW. GMU to 0x36 Amount Won;
Event ) . IVIEW Total Coin Out;
This message is sent on the GMU receiving a
Game End exception code from the game
'SASS.0, exception code 7F). :
For Testing purposes Please repeat back what | Either
EchoRequest | ¢, you way 0x2E X
, Either
EchoResponse | Here's what you sent mo way 0x2F

Table 5: Sample Set of Messages Sent Between GMU and IVIEW Interface:

Message Construction

[0190] In one embodiment, all messages are session messages. Session messages have a one
byte command tag followed the tagged fields. In this embodiment, since all fields are tagged,
their order need not be specified.

Data Field Construction

[0191] In one embodiment, each field has a one byte of tag, followed by one byte indicating
length, followed by bytes of ASCII encoded data. In this embodiment, it is possible to create
a O-length data field, which is generally construed to mean that the data for the field is
unavailable. Table 6 illustrates a sample field listing according to one embodiment.
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Attorney Docket No. 10407-1422
Nhiils Purpose Tag Range
Casino ID Unique for each castno 0280 0-3 decimal digits
Came Serial # Sertal sumber of cahinet 0181 | 040 characters’ 1
Game ID Manufactarer Type 0x82 0-S chararters
Pay Table ID Unique pay table ID ox3 0-6 characters
l Base % Theoretical payback 0x84 4mmmmm
XXX
r GMU Time Time GMU belleves it to be 0185 0 ar 6 digits HEMMSS
I Max Bet Max bet for game 086 012 decimal digits in peanles
r GMU ID cﬁu network address 0x87 | 032 characters (f 2charsit's the
network ID)
I( Protocal Version Version number of protocol 0x88 0-16 characters
Game Number ID for game In the cabinet 0x89 0-4 decimal digits
Denomination . Qofpémlshuedhf;)rgmuphyed 0x8A 0-12 decimal digita in penntes
Amount Bet pexnies s wagered for the play 0x8B O-i.Zd_edmald!ghlhpmnies
Amount Won Amount won for the play 0x8C 0-12 decimaf digits in pennies
Total Coin In Coin in game meter in pennies 0xfD 0-12 decimal digits in peantes
Total Cain Out Catn oat game meter but in penmies 0x8E 0-12 decimal digits in pennies
Max Bet Played Indication that max bet was played o8P 1 digit 0 = PALSE, 1 = TRUE
Player ID ID of Player 090 @ to 10 characters
Card Type Type of card 091 0 =no card, 1 o player,2 =
.annloyee,3=AhndonedCaxﬂ
Transaction ID ' Identtication of EFT transaction 0x92 Value renges fram 0 to 255
Partial Pay OK Flag allowing Purtlal Pry 0293 “W’:mprMmW;“l”:
partial pay allowed
Errar Code Error code of EFT transaction (see EFT error code table) 0x94 0-3 decimal digiis
MaxXfer Max Credit Game cam accept 0295 0-12 decimal digits in pennles

Table 6: Sample Field Listing

[0192] Table 7 illustrates error electronic fund transfer error codes that are used as values
a field of a message according to one embodiment.

45




18 May 2012

2012202948

Error
Code

Error Description

End State

Comments

WorkedFine

Xfer Good

No Worries

EFTBusy

No Xfer

Retry later, some other eft xact in
progress

GameRejects

No Xfer

Game rejects amount for its own
reasons. (Supplementary error code
may explain why.)

GameComDownRBrx

No Xfer

GMU can’t connect with game

GameBusy

No Xfer

Game is busy, Retry later

wnikiw

NoGameAck

Uncertain

Game never (GMU timed out waiting)
responded to xfer command. Not
known if money went to the game.

UnpleasantXactlD

No Xfer

Adjust Xact Id and retry.

] =,

PlayerCardOutErroxr

No Xfer

Player Card was out when Request
was made.

SDSLineDown

No Xfer

Wait for line to be up and retry

128

PartialPay

Partial
payment

Less money than requested was xfred

129

NoGameStatus

No Xfer

Game has not provided status yet.
May have status later.

130

NoGameEF TNow

No Xfer

Game claims no ecash ability. This
has sometimes been temporary.

131

GameFull

No Xfer

Game claims it has not enough room
for the amount to be xfered (if
partial credit is allowed will
happen only if no room available)

132

FractionalCredit

No Xfer

Pennies reQuest not a multiple of
the denomination

133

SysGameDisabled

No Xfer

IVIEW never enabled the game

134

PwrDwnB4XErxr

No Xfer

GMU did a power down after the
IVIEW requested an xfr but before
the GMU either sent funds to the
game or sent a jackpot to the
system. Supplemental Error code
field will have any error code
present before the power down.

135

PwrDwnB4Confirm

Uncertain

GMU did a power down before either
the game confirmed the xfer or the
system asked the jackpot.
Supplemental Error code field will
have any error code present before
the power down.

136

PWwrDWNB4IVIEWRSPNS

Uncertain

GMU did a power down before it
could send a response to the IVIEW.
Supplemental Error code field will
have any error code present before
the power down.

137

HandpayXCNack

Uncertain

Network Nacked the Jackpot
exception code

138

HandpayXCAckTimeout

Uncertain

Network never acked the handpay
exception code before before a
timeout

139

HandpayXCNetFail

Uncertain

GMU detected a network line down
during handpay xc.

Table 7: EFT Error Code Field Values
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[0193] Table 8 illustrates field values that are used for cash type in EFT transaction

messages.
Type Code | Type Description
0 - No ecash Transactions
1 No Deposit
2 No Restricted Deposit
3 ' All eGameCash ok

Table 8: EFT Cash Type Field Values.

[0194) Table 9 illustrations field values for power down fault entries according to one
embodiment.

Error Code | End State | Type Description
0 No Xfer Reset before Xfer Request made to game.
1 Uncertain Reset before Xfer Response received from
game
2 No Xfer Reset after Xfer response received. Game
. Rejected

Table 9: Power Down Fault Field Values

[0195] In one embodiment, once all of the base game play data is received by the IVIEW
interface 216, the IVIEW interface 216 sends the game play data immediately to the server
140, or to a buffer to accrue until such a time that the game play data is required to be
transmitted to the server 140 based on a server side request, or client IVIEW interface 216
side transmit rules. In one embodiment, eGameCash data accrues on the IVIEW interface
216, and not on the server 140. If in another embodiment, eGameCash data accrues on the
server, then network traffic is minimized with this data. Any data that can be mined from the
base game can be transmitted to the GMU 218, and then forwarded to the IVIEW interface
216, or gaming servers 140. In some embodiments, other messages and data are sent from
the base game 202 and/or GMU 218 to fully support system games on running on the IVIEW
interface 216. Any SAS, Super SAS, S2S+, or BOB query can receive results from the base
game 202 so this data is forwarded to the system game servers 140 as necessary.

[0196] In one embodiment, base game data is sent to older, or legacy, protocol servers first,
and then to the system gaming servers 140. In this embodiment, data does not have to go to
the IVIEW interface 216 before being sent to a system gaming server 140. In this
embodiment, for example, any data fields that are not directly accessible from the base game
202 can be gathered by the system gaming servers by querying the a slot management server
(SMS) to receive detail gaming device 200 cabinet configurations. SMS servers, and in one
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embodiment, casino player tracking and promotion (CMP) servers collect regular floor and
player activity, and this data is mined by the system gaming servers to accrue eGameCash,
calculate tournament scores, advance system games, or other system game functionalities.

[0197] In one embodiment, base game to system game messages alternatively come from
other devices or servers, or direct from the base game 202 itself, depending upon the
deployment. In this embodiment, system game servers can be utilized with any partner server
on any web site gaming platform, or a base game 202 platform. A third party game provider
need only send its game play data to a system game server engine on the client, or to the
server 140, and system games can be provided to third party devices too.

[0198] With reference to Fig. 7, a block diagram illustrates a third party system that can be
used to play a system game. In this embodiment a single or multi-screen personal computer
2700 is connected to the Internet. A base game 2702 executes in 2 window on a display
2716. Personal account data 2720 is displayed in a sub-window. The system game 10
executes in a separate window. The personal computer 2700 executes a GMU software
module 2718 to perform the same base game monitoring and transmission functions as the
GMU 218 of Fig. 2 described above. A secure IP socket connection 2730 provides an
Internet connection from the base game 2716 to the third party server 2740, which is liked to
the system gaming server. In one embodiment, a direct secure IP socket link 2732 is

provided from the system game 10 executing on the personal computer 2700 to the system
gaming server 140. '

Yield Analysis Engine
[0199] As described above, in one embodiment, the eGameCash award engine performs
casino gaming machine 200 and player yield analysis to calculate how much eGameCash to
award to whom, and when to create operational efficiencies and optimal promotional effects.
An eGameCash award engine, which in one embodiment operates as a sub-process of the
eGameCash award engine, has active and staging accamulators. If real-time credit insertion
into a player’s account is provided too slowly for a time period, when compared to a number
of players on the gaming floor, then an extra eGameCash pot is used to “smooth out,” or

make more volatile, the awarding system to create the desired and exciting effect for the
players.

[0200] For example, and not by way of limitation, the yield analysis engine can inform the

system to award eGameCash to players who are losing the most, playing the most, coming to
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the casino more frequently and playing, or based on other factors. Each day a player visits
the casino, the player; for example, receives $5.00 of uncashable eGameCash to play system
games on the IVIEW interface 216 if the player matches with $5.00 of play on the base game
202. The yield analysis engines allow the system to collect all player history of play and
other casino activity to be used to calculate how much eGameCash to give to players. This is
a dynamic eGameCash award engine for carded and uncarded players.

[0201] The yield analysis engine is used in other areas of the system other than just the
promotional eGameCash accrual engine. For example, and not by way of limitation, the
denominations, speed of play, minimum wagers, games available, system game
configurations, advertisements seen, and third party services available, can be altered at will
by the system at different times of the day, week, or for any other reason to maximize
revenue for the casino as determined by the yield analysis engine.

[0202] In another example, and not by way of limitation, on busy Saturday nights, the yield
analysis engine removes penny denomination system games from play on the IVIEW
interfaces 216 of gaming machines, or the yield analysis engine only allows pay to play
system games on those busy nights. In one embodiment, casino-funded promotional
eGameCash is not playable at all times.

[0203] In one embodiment, individual players or groups of players, and game configurations
are stored in a central database 160 of the system game server 140. This information can
quickly be modified by the yield analysis engine to create maximum casino revenue. Thus,
the entire casino site, or just a game device 200, can be modified by the yield analysis engine.

[0204] In one embodiment, the yield analysis engine analyzes a player’s system game 10 and
base game 202 activity. For example, and not by way of limitation, the site dynamically
changes which tournaments are available based upon gaming floor analysis, player yield, or
group yield. Tournaments can change based upon the number of players at the casino, and
which type of players are present. . In one embodiment, the yield analysis engine changes
tournament prize award or speed of play or length of game data for a tournament. A dynamic
reconfiguration of the tournament engine at the casino site is achieved by the yield analysis
engine. Other engines, services, or games are modified accordingly. The process preformed
by the yield analysis engine is called dynamic yield analysis (DNA).

[0205] In one embodiment, simulated players for tournaments, raffles, or other types of
simulated players are generated by the yield analysis engine to create a system that is tuned to
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the activity on the floor in real time. For example, and not by way of limitation, if there are
only five players on the casino floor at the time then simulated players can be used to fill out
tournaments played using the IVIEW interface 216. The system creates virtual players to
compete against in tournaments to maintain the excitation level of the player. In one
embodiment, community-based game dyhamic tuning is used for games with virtual players.
This is performed by taking scores and names from games played at earlier times and using
them for games being played on the casino floor. The use of virtual or simulated players in
this way is called the instant-close tournament and is described in more detail below.

[0206] In one embodiment, a system game can be automatically tuned by the DNA engine.
Based upon casino revenue and traffic patterns, available system games, tournaments, raffles,
sweepstakes, pay tables of games, costs for games, maximum credit allowed, which games
are available at different floor locations or groups of machines can be changed. Further, the
prize award event ID can be changed for any event assoéiated with a game. For example, and
not by way of limitation, longer play or lower fee system games are turned off at certain
times of the day to maximize revenue during peak traffic hours. The settings determined by
the DNA engine for each game are stored in the system game database 169. The client
device, e.g., IVIEW interface 216, retrieves these settings at each load of a system game
application, or loading occurs after periodic queries to the server. A web page containing the
list of games available for play is dynamically rebuilt by the system game servers 140 using
the database where the settings are stored. Further, other casino services can be modified or
removed to increase throughput or limit browsing time on the IVIEW interface 216.

Different instant-prizes or the win frequency is set by the DNA engine.

{0207] In one embodiment, extensive interfacing to direct marketing or customer relationship
Marketing (CRM) servers (e.g., 180) to the sjstem game server 140 helps tune the site to
specific players or groups of players visiting a casino. For example, and not by way of
limitation, if an airline or a tour bus company exposes their database to the casino, the system
can use their database to target information directly to the players that match in their database
with the people in the third party database. The casino can direct market, instant message,
email or otherwise contact the matching players even though the player has not arrived at the
casino. A message can be sent informing the player that the casino knows they are coming to
town, and the casino has $50 for the player’s acoount available for the next three days if the
player would like to come by, book a room, or purchase show tickets.
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[0208] Other variables that can be modified dynamically by the DNA engine include, for
example, and not by way of limitation, a game’s odds table, the number of reel symbols, the
number of cards in a card game, the number of wild cards, the number of bonus rounds, the
length of a bonus round, selection of a bonus round, the turning on or off of progressives, the
number rounds in a game, skill-based games initial playfields, the number of advertisements
or interstitials shown, the length of advertisements, the number of denominations available,
the number of reel lines playable, match play rules, the number of bonus points accrued per
money played, and the personal progressive state or growth rate, eGameCash purchase
options (more or fewer), a wide area progressive probability of win for a time period, and a
bonus wide-area progressive accrual rate (tuned to floor activity, or the number of carded -
players playing on the floor, day of week, or ume)

[0209] In one embodiment, teasing of uncarded players occurs, wherein they are shown that
they are giving their promotional money to the carded players, as described above. The
system optionally shows a player what the player’s tournament score would have been if the
player had eGameCash in their account if they were carded. The system shows big winners
on the IVIEW interface 216 to tease the uncarded player into becoming a carded player. In .
one embodiment, uncarded players are able to play a system game, but they cannot win,
because they do not have an account in the system. In one embodiment, the system tracks the
number of “free” uncarded system games played, and can stop allowmg free play after a few

'games, or an amount of time.

Gaming Environment

- [0210) Normally, in some embodiments, the IVIEW interface 216 is used as the system

gaming unit, or “gaming environment,” in which system games are played by a player.

However, as used herein, the term “gaming environment” is intended to refer to any location,

public or private, in which system games can be played. For example, and not by way of . *

limitation, public gaming environments include such places as arcades, stores, restaurants,
bars, pubs, casinos, bowling alleys, stations, hotels, airports, airplanes, cruise ships, ‘
gymnasiums, health clubs, or other public places that can offer an interface for use by
players, and wI;jch can provide prizes and awards to players of the system games. A gaming
eavironment need not ordinarily provide games to the public. In other embodiments, a
gaming environment can be a private place such as a player's home or personal residence,
office or other place of employment, private club, and the like. Other gaming environments
include: pubs, bars, Bingo halls, Internet cafes, family entertainment centers, movie theaters,
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laundry mats, restaurants, malls, private businesses, individual homes, apartments, town-
homes, and condos. A system game on a wireless-enabled, handheld device at a hotel casino
pool is also considered a gaming environment. A hotel room with a gaming interface of

Internet access is also a gaming environment.

Client Side System Game Interface

[0211] As stated above, in one embodiment, the IVIEW interface 216 server as an additional
user interface for playing system games off of the system game server 140. As further stated
above, the gaming environment can include other interfaces into the system, including, but
not limited to, personal computers (2716 in Fig. 7) connected to the Internet, and it is '
understood that when an IVIEW interface 216 is referred to herein, it is interchangeable with
any device capable of playing system games. In any case, screens are presented to players of
the system games during play. With reference to Fig. 8, a main game category selection
screen that is presented on the IVIEW interface 216 (or any gaming environment) is shown.
The screen of Fig. 8 is medifiable according to, for example, and not by way of limitation,
which accessing device (e.g., IVIEW interface 216 or home personal computer) is being used
for system gaming, or which player is accessing system games. In one embodiment, game
costs are shown in system game credits (e.g., 1 or $1.00) or as eGameCash ($1.00). In
another embodiment, system games are automatically selected by the system or device used
as the gaming environment, if the player has not chosen a game in a certain period of time.
System game credits can decrement to automatically by playing system games.

[0212) With reference to Fig. 9, a third party services screen presented on the IVIEW
interface 216 is shown according to one embodiment. On this screen, players can access
services such as, for example, and not by way of limitation: purchasing of tickers, checking
plane reservations, checking traffic conditions, viewing stock tickers, and the like. Some of
these services are free, and some charge a flat fee per unit time or per unique transaction. In
another example, Sportsbook.com® lets a casino discard their sports book section in their
casino, because each IVIEW interface 216 is able to access their server. Keno.com® allows
the casino to discard the labor cost of Keno games for their facility by outsourcing their Keno
games. The IVIEW interface 216 allows manual registration and login to third party web
sites, or automatic registration and login can occur using player information from the
database 160 with automatic field fill-in on the Internet.
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[0213] With reference to Fig. 10, a player login screen used for carded players, uncarded
players, new player registrants, players that use biometric login (e.g., fingerprints), according
to one embodiment, is shown. With reference to Fig. 11, a secondary login screen to which
players are taken on the IVIEW interface 216 after the screen of Fig. 10, according to one
embodiment, is shown. The screen of Fig. 11 is used for uncarded players, or in addition to
cards inserted into the card reader 212 of the gaming device 200, or in addition to a biometric
login check.

(0214] With reference to Fig. 12, a personal identification number (PIN) entry screen that is
presented on the IVIEW interface 216 can be used in combination with card insertion or
biometric entry, according to one embodiment, is shown.

[0215] With reference to Fig. 13, a sample screen designed to attract players that is presented
on the IVIEW interface 216 when the IVIEW interface 216 is set to the attracted mode,
according to one embodiment as shown. Similarly, Fig. 14 illustrates another attract-mode
screen or interstitial advertisement that can be shown between system games, during system
games, or during player inactivity, according to one embodiment. Further, Fig. 15 illustrates
an attract-mode tease screen to encourage uncarded players to register as carded players.

[0216] With reference to Fig. 16, a sample group play room screen presented on the IVIEW
interface 216, according to one embodiment, is shown. In this embodiment, a specific group
of players can play against another group, or each player can pick a virtual table and play
against other players at table. A player can enter a specific group of people they want to play
with, and can optionally block unauthorized players from entering this table or group by

using a password, card number, or the like.

[0217] With reference to Fig. 17, a screen illustrating a “luck meter tease” presented on the
IVIEW interface 216, according to one embodiment, is shown. By monitoring the wagers
and wins verses the theoretical payout percentage, the IVIEW interface 216 can display how
“hot,” or prone to provide a win the gaming device 200 is, which can be instructive to
players. In another embodiment, the system can display the phrase “This machine has been
cold for a while. Maybe it is going to turn HOT again.” This display can further show
information about the base game 2002, particular system games, or all system games played
on the IVIEW interface 216.

[0218] With reference to Fig. 18, a bingo game configuration screen is presented on the
IVIEW interface 216, according to one embodiment is shown. Similar features are provided
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for each game or group of games. The auto play feature shown on the screen allows the next
“begin game” to occur automatically without user interaction if the player selects this option.

[0219] With reference to Fig. 19, a screen presented on the IVIEW interface 216 during a
triple progressive bingo game, according to one embodiment, is shown. The game in this
embodiment can automatically advance upon base game 202 activity. For example, and not
by way of limitation, each ball is drawn for every maximum bet play of the base game 202, or
for a specific amount of handle pull or win. This encourages players to perform maximum
bet plays to advance the system game, in this case the bingo game, or to bet more money. A
win on a specific card wins a progressive for that card (site wide, inter-site, cluster of games,
and/or player type progressives). Cards or balls gradually appear from transparent to full .
color as the base game is played. This encourages a player to play more money on the base
game 202 to advance the game, and it provides a tease for the player. In one embodiment,
the numbers on the ball or cards can be drawn until full color has been achieved. In one
embodiment, there is a maximum play rate of approximately 1 ball per second cven if a
player is playing a base game very fast with large wagers and accruing lots of eGameCash.

[0220] eGameCash accrual is used to control the frequency of opportunity of play for the
system games. The Bingo game of this embodiment can automatically end itself if no more
moves or winning combinations are possible. In another embodiment, the last few bingo
balls are given for “free” all at once to ensure that, at any time, a winning combination can be
formed. For example, and not by way of limitation, the first 10 balls cost 1 cent each, and the
remaining ten balls are given after the tenth ball is paid for. In one embodiment, receiving
the last free balls requires a wager on th‘e base game. ‘In another embodiment, various .
pattemns on the cards may be highlighted. If a pattern is completely filled, then the card is
won and the award is paid. Prizes can be progressives or fixed prizes, such as $10, $100, or
$1000 for each card respectively. ‘

[0221] The power bar on the left side of the bingo game display is a closeness indicator that
shows the closeness to getting the next game element, which in this case is a bingo ball. The
power bar provides an indication to the player that the player must keep playing the base
game to advance his system game, and approximately how much more the player must play
to get the next play element and/or system game credit. The number system used for the
game advance indicator can be different for each game. Ina non-limiting example, bingo
costs 1 cent per ball or 20 cents to get all 20 balls, and poker costs 2 cents per card used, or
14 cents per game if 7 cards are used. In one embodiment, if a player chooses the base game
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very fast with large wagers, the player accrues so much eGameCash that many balls can auto
play even after the player stops playing the base game. The indicator can be linear or non-
linear in nature, and it can include a digital number to indicate specifically how many play
elements the player has left before the game stops.

{0222] With reference to Fig. 20, a tournament selection screen presented on the IVIEW
interface 216, according to one embedment, is shown. In this embodiment, all types of
tournaments are shown on this screen. An embodiment of a tournament countdown screen
presented on the IVIEW interface 216 is shown in Fig. 21. In this embodiment, all players in
this type of tournament start at the same time and end at the same time. Their tournament
score is reset at the start time. A player can play the player’s base game 202 even though the
tournament hasn’t actually begun, as explained in more detail below.

[0223] With reference to Fig. 22, a raffle selection screen presented on the IVIEW

interface 216, according to one embodiment, is shown. In this embodiment, all raffle types
are shown on this screen. In Fig. 23, a screen used to purchase raffle tickets presented on the
IVIEW interface 216 for this embodiment is shown. The screen of Fig. 23 is for a fixed
number of ticket-type raffle (e.g., 16,000 tickets purchased will force a raffle to be drawn). A
ticket is drawn from a fixed number of tickets so there is guaranteed a winner or winners, if
more than one ticket is drawn. In Fig. 24, another screen used to purchase raffle tickets
presented on the IVIEW interface 216 is shown for this embodiment. The screen of Fig. 24 is
for a specific time based raffle (e.g., a daily raffle) in which there is a time period for the
raffle.

[0224] With reference to Fig. 25, a sample screen from a video slot system game played on
the IVIEW interface 216, according to one embodiment, is shown. In the embodiment of
Fig, 25, the system game is a multi-denomination, multi-line, multi-credit reel spinner game.
Each reel or symbol can fade in from transparent to full color as the base game 202 is played.
Once fully visible, then the symbols spin, and the player is able to achieve a winning
combination to win in the system game. An optional progress indicator indicates progress
for the player until the player earns a spin as they play the base game 202. In one
embodiment, this game also allows holds and re-spins of specific reels, or nudges by the
players to give them the ability to improve their hand. In one embodiment, the system game
played in the IVIEW interface 216 is pay to play, or free play. In one embodiment, game
winnings are re-playable if jurisdictional or casino rules allow it.
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[0225] With reference to Fig. 26, a sample screen from a video poker system game played on
the IVIEW interface 216, according to one embodiment, is shown. In one embodiment, a
player receives all cards at the beginning of the video poker game, or in another embodiment,
each card is given as the player spending money on the base game. In one embodiment, the
cards may fade in from transparent to full color as the base game 202 is played. The more
base game 202 play by the player, the faster the cards fade in or are dealt. Once all five cards
are dealt or fade in, then the player can hold and draw new cards. In one embodiment, the
system game auto plays by automatically holding the best possible hold for what is dealt, and
drawing new cards for unheld cards. No user interaction is required in this mode. In another
embodiment, a normal skill-based player interection is required. If the player must earn cards
(either the original five and/or each draw card), then a progress indicator is used to show the
closeness to achieving the next card, which in one embodiment is achieved by letting the
player earn eGameCash by playing the base game 202. In one embodiment, the poker system
game is a five, six, seven, eight, nine, or 10-card stud gﬁme with no user interaction. The best
of the cards are used to calculate the final score.

[0226] With reference to Fig. 27, a sample player account control screen presented on the
IVIEW interface 216 is shown. The player has the option to fund their eGameCash account,
cashout eGameCash, convert eGameCash to or from other currencies, including base game
credits, view account history, set up player preferences, or view messages. With reference to
Fig. 28, a sample account history screen presented on the IVIEW interface 216, according to
this embodiment, is shown. The screen of Fig. 28 is displayed after selection of the account
history option from the screen in Fig. 27. The player’s recent activity is displayed in the
screen of Fig. 28.

{0227] With reference to Fig. 29, a detailed transaction page screen for the player whose
information is shown in the screen of Fig. 28. The screen in Fig. 29 is shown after the player
selects “Show Detail” from the screen of Fig. 28. The screen of Fig. 29 lets the player view
specifics of a win or loss, other account activity, or current state of a game in progress. A

specific tournament result page is shown in the example of Fig. 29.

{0228] With reference to Fig. 30, a sample eGameCash purchase screen presented on the
IVIEW interface 216 after selection of the “Get eGameCash” button on the screen of Fig. 27.
An interface for the player to put eGameCash into the player's system gaming account is
provided in this screen according to one embodiment. In one embodiment, micro-payment
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withdrawal from another banking institution is further allowed as each system game or base
game is played.

[0229] With reference to Fig. 31, an eGameCash account withdrawal screen prescntc;d on the
IVIEW screen after selection of the *“cashout” option on the screen of Fig. 27 is shown. In
this screen the player is provided with the option to perform a cashout or conversion of
eGameCash, as previous discussed and allowed by the casino. '

[0230] With reference to Fig. 32, a promotional screen is shown for a progressive game that
is presented on the IVIEW interface 216 during attract mode periods, according to one
embodiment. In another embodiment, casino site-wide progressive awards are given out to
various players based upon the promo progressive engine, which determines at various
intervals or due to various casino or player conditions, to provide surprise pmgmssive prize
awards. A sample announcement of such an award is shown in Fig. 33, according to one
embodiment.

[0231] With reference to Fig. 34, a notification of a hand payout screen prweméd on the
IVIEW interface 216, according to one embodiment, is shown. If the base gamie 202 is
unable to process a funds transfer (EFT/AFT) request, then, in one embodiment, the IVIEW
interface 216 initiates a hand payout mﬁuest from the casino. The request is made by a player
request or automatically, after several normal cashout attempts are made by the player. For
the employee providing the hand payout, an employee card number, a date/time, and the
amount provided to the player is logged in the system for audit purposes.

[0232] In addition to the above, the IVIEW interface 216 has many additional display screens
that can be presented. By way of example, and not by way of limitation, in one embodiment,
the following services further present screens on the IVIEW interface 216:

1) Casino player marketing servers;

2) System gaming server (also referred to as the “system gaming engine";
3) Download services; '
4) Third party services;

5) Attendant screens;

6) A slot accounting system or slot system server;

7) Advertisement servers; and

8) Chat engines.
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[0233] With reference to Fig. 34, a sample player account preferences page presented on the
IVIEW interface 216, according to one embodiment, is shown. The screen of Fig, 34 is
presented for changed player preferences if the “Setup Preferences” button is selected on the

screen of Fig. 27.

[0234] A partial list of player configurable features, by way of example, and not by way of
limitation, include the following: )

1) Setup desired credit value or denomination (a penny, nickel, quarter, dollar
and the like). This helps determine the rate that the games will play using
promotional credits. '
2) Setup desired types of games and game modes. This helps the player set up
preferences of system games. For example, only play poker games or tournament
games, and no other style of games, or the player wants only progressive prize games,
or floorwide progressives, or the like.
3) Setup auto-play settings. This sets up whether the player wants to auto play
system games when the player has enough credits, and which games the player wants
to autoplay and not autoplay.
4) Cashout preferences. The player’s desired cashout procedures are set, for
example: send cashout money to a playo;r account, to a bank account, credit card
account, other financial ac;:otmt, or third party game or web site account,
5) Setup buddies list. This sets up who is on a player buddy list. As other players
play, the player can receive and send information to them, or chat, or exchange game
play activity.
6) Advertisement preferences. This determines what type of ads or pi'omotions the
player wants to see from a master list of promotions, and which type of ads to block.
7) Setup email/mail/instant message/phone call preferences:

a) tell the player when they are knocked out of a tournament or high score

leader board;

b) tell the player when new games are available;

c) tell the player when buddies win;

d) tell the player when new promotional opportunities are available (i.e., opt in
/opt out);

e) tell the player when buddies are gaming; and

f) eGameCash or other account expiration notification rules.
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8) Setup video preferences. When a camera is on the gaming device, the system can
broadcast player images to others.

9) Configure antomatic credit purchase options. This gives the player options to
setup automatic credit purchase. As an example, and not by way of limitation, when a
player’s system credits go to zero, then the system automatically takes out $20 from
their checking account or credit card account.

10) Setup desired game site theme. In one embodiment, the game site has multiple
themes available for the player to choose from. For example, and not by way of
limitation, the player can choose a special IVIEW interface 216 theme, web site
theme for play at home, or the like.

11) Audio preferences. This sets up sounds and volumes to use.

12) Setup alias names for presentation to others.

13) Setup bonusing preferences. This sets up what types of bonus program is
desired. For example, and not by way of limitation, a player can select to receive
bonus points only, or system game credits only, or 25% to their bonus account and
75% to their eGameCash account.

14) Setup default number of credits. This sets up default wager to play.

15) Setup chat group preferences. .

16) Setup default currency for playing. For example, the player may play their
bonus points first, then eGameCash, and then eCash.

17) Privacy settings. This sets up how much of a player’s private information can
be given out to others in the casino, or at the web site, or on various wireless gaming

devices.

Frame Manager

[0235] In another aspect of a preferred embodiment, the frame manager screens are rendered
in multiple web browser interfaces. Since many simultaneous Internet Explorer frames are
capable of being requested to be shown at the same time, a frame manager is designed to
coordinate these requests to achieve proper focus on the display screen. In one embodiment,
the frame manager uses XML template files that contain the business rules to ensure the
priority of the displayed screens. For example, it would be undesirable to have a third party
send messages to the topmost visible frame of the Internet Explorer if a player was in the
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middle of cashing out of the machine or in the middle of the game. These messages have to
be either buffered or relayed to a second non -visible frame.

[0236] The frame manager business rule engine then decides when is the optimal time for
presenting the information or frame to the player. Each type of service or message event is
given a priority level in the XML file. The client side code or server side code ensures the
rules are not violated. Additionally, extensive user inactivity rules are used with this business
rule engine to authorize certain features and services to be presented, like the advertisement
engine. For example, critical system level messages can force a display to come into focus
over third party services. In such a situation, the player may be warned with a dialog or alert
box giving the player time to finish what he is in the middle of doing, prior to this re-focusing
to a different frame or reloading of the currently visible frame. Alternately, the high priority

frame may just come into focus automatically without user notice or interaction.

(0237] The frame manager technology disclosed here contains controlling means of multiple
requesting services to focus on the IVIEW and/or the system game platform. The system has
the capability to know the state of transactions in process and prevents other transactions
from beginning or new frames from being brought into focus until such a time as is
appropriate. Conversely, floating frames or split screen displays may be used and be driven
by different services. For example, a message bar shown during a system game can be driven
by the hotel marketing systcm even while the system game is being played.

Download Technology

[0238] The term “downloadable” as used herein refers to the ability to change game
configurations or game content from a central computer. Additionally, download
implementation is described herein as a three-phase approach to introducing downloadable

gaming technology into traditional gaming environment. These three phases are referred to
as DL1, DL2, and DL3.

DL1

[0239] Accordingly, in a preferred embodiment, Download 1 (DL1) is the first phase of a
comprehensive download implementation strategy. In such an embodiment, DL1 is the
delivery of promotional and system game content through an IVIEW player tracking display.
The promotions and games are designed to enhance and prolong the player's gaming
experience.
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[0240] In one specific, non-limiting embodiment, the DL1 configuration initially includes
simple gaming devices such as bingo,' keno, tournament, and progressive games on IVIEW
device. Additional games can be included later using updating procedures. These initial
System Games described above, are easy to understand and will enhance the players
experience and encourage longer and more active play. In this same manner, marketing
content can be downloaded to an IVIEW device as well.

DL2

[0241] Continuing, the DL2 phase is the first step in what is referred to herein as
configuration management. In a preferred embodiment, configuration management is the
ability to download software to gaming machines in order to update peripherals such as bill
validators, ticket printers, coin mechanisms, and game configuration options. In one specific,
non-limiting example, configuration management enables a casino to change the
denominations options of a gaming machine depending on the day of the week or the time of
day. By utilizing a configuration management controller, operators can make simple but
important changes without the time and labor currently needed to manually work on every
machine.

DL3
[0242] In a preferred embodiment, the final phase of the download implementation strategy
is the ability to change speciﬁc game titles on demand. When utilizing download-supported,
multi-game gaming machines, a player is given a menu that presents dozens of selectable
titles that can be downloaded from a game server. Accordingly, a download-supported,
multi-game gaming system offers a truly dynamic gaming floor with “entertainment on

demand.”

Device Management Client

[0243] In another aspect of a preferred embodiment, the Device Management Client is the
component shipped with CE that communicates with SMS 2003 and the Device Management
Feature Pack. This client uses XML, HTTP and other protocols to exchange data and
software with the IVIEW device and the backend systems. Because of significant problems
with a client that ships with CE 4.2, the client that ships with CE 5.0 must be used. The
device management client calls the IVIEW logger component object a8 it is installing files to

keep the log files consistent and homogeneous.

Delivery of Code
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[0244] In another aspect of a preferred embodiment, a second block of software components
downloaded from the device is a set of servers that perform the delivery. This set of software
resides on a portable laptop in a first embodiment, and in a second embodiment is moved to a
server that is dual homed on both the casino floor network that hosts all the IVIEW devices
and the network that hosts all the backend servers. Packages that are to be published to the
IVIEW devices are created on the backend servers and are eventually staged where it is
delivered to each IVIEW device. In the first embodiment, the laptop is temporarily
connected to the backend network, which may happen to be a network of one computer if all
the software resides on the laptop. The laptop is carried from IVIEW to IVIEW, and the
package is delivered to each device one by one.

[0245] An slternative to using the “‘single laptop connected to the single IVIEW device”

. technique, is to ensure that the gaming network configuration supports connecting a set of

IVIEW devices to the laptop through a hub or switch. This configuration is close to a third
(“fully networked’’) embodiment that makes the deployment of packages to IVIEW devices
much more efficient for casinos that install the cables and hubs.

[0246] The workflow diagram below in Table 9A shows a process that can be followed to
successfully distribute new content or a new operating system to a single IVIEW device.
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[0247] In a preferred embodiment, some of the exact mechanisms of the process shown in
Table 9A depend on the exact business processes adopted. This exemplary, non-limiting
process depiction is generic enough that it could occur completely or partially on the casino
property and/or partially on the manufacturer’s property. Initial content decisions originate
from the casino. Code (NK.BIN) preferably originates from the manufacturer’s development.
Once content or code (which physically is a set of one or more files) is created, it is checked
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into the repository. The files must pass from one process step to another as a complete group,
or logical package, though individual files may be modified and added at each step.

[0248] Once the content or code has reached its initial completion step, it is test signed. This
adds the files necessary to the package to make it appear to be signed but without using the

real secret private keys. The process can be described as follows:

a) The next process block packages the files together for delivery to the IVIEW device
but delivery is intended for a test device or test network.

b) The test package is next staged for delivery to the test platform. This staging is
dependent on the configuration of the process. It may take a number of forms that
could include simply copying the paékage to a directory, emailing the package to a

* recipient or calling an API on a SMS server installed on a test network of IVIEW

devices.

c) Next the package is installed on the test IVIEW devices using the specified

installation process.

d) The package is tested for conformance to requirements and returned to the content or
code creation steps if it does not meet requirements. If it does meet requirements, the
files that made up the original package are used to generate the files to digitally sign
the files with the real key.

e) Next the production installation package is created using the new digital signatures.
This new package is staged for delivery. This staging process may be different from
the test staging process. At least, the delivery endpoint is different.

f) Finally, the package is delivered to the production IVIEW devices.

[0249] In a Phase II embodiment, it is possible (but not necessary) for all of the above steps
(except perhaps the final signing) to occur on a single portable computer (or computing
device).

Solution Design

[0250] In one preferred embodiment, FIG. 34A illustrates selected system software, as well
as indicating where each of the software components preferably resides. In one such
embodiment, this configuration is used to implement the above process. Blocks group the
software that preferably remains together in order to facilitate the software operating
correctly. In addition, FIG. 34A indicates where the software resides when the system
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migrates to the Phase III odnﬁguraﬁon. FIG. 34A illustrates several levels (client, workflow,
delivery, and device) at which level various components are located in Phase IT (DL2) and in
Phase III (DL3) of the system configuration. Each of the following four séctions refers to the
horizontal cross-sections in FIG. 34A.

Device

[0251] Referring again to FIG. 34A, the top level consists of the GMU and the IVIEW.

The IVIEW device is isolated from other connections in a Phase II embodiment but has an
Ethernet connection and TCP/IP capabilities for an intermittent connection. This connection
is identified by the IVIEW device as soon as possible, and it causes the device to poll the
server for updates. In a Phase [l embodiment, the connection is continuous and the polling
should happen on a schedule. The GMU is modified to send its text strings with additional

informa.tion as well as any additional strings to provide more state information to the IVIEW.

The specification for the BoB (Best of Bread) logical interface is preferably used as a guide.

" [0252] Additionally, the standard IVIEW dictionary is replaced with a new enhanced IVIEW
dictionary that knows how to interpret the new data being sent from the IVIEW. The
advantage of the additional information is that the dictionary is able to tell immediately what
the intent of the string is instead of needing to traverse an entire list to make sure it does not
happen to match anything in the list. More precise state information can be communicated

- rather than inferred, as in the standard IVIEW dictionary. To keep the IVIEW backwards

compatible and flexible some minor code changes to the shell enable the dictionary to be
selectable at runtime.

[0253] In another aspect of a preferred embodiment, the watchdog component is important
for production stability. If the IVIEW device faults or fails, it may not be apparent from

a distance or even close up until a player inserts a player card and the device fails to respond.
Further, partial failures are also possible due to a single thread having died. In this regard,

a well-designed watchdog will maintain the up time on the IVIEW device. Additionally, a
well-designed watchdog will also not be noticed by the user unless absolutely necessary.
Preferably, the IVIEW watchdog is designed to watch individual threads in the system and
,quietly restart them if they die. If the IVIEW process freezes, it will also be restarted.
Finally, there is a hardware watchdog that restarts the entire system if the Kernel watchdog
fails.
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[0254] In still another aspect of a preferred embodiment, the Device Management Client is
the component shipped with CE that communicates with SMS 2003 and the Device
Management Feature Pack. This client uses XML, HTTP, and other protocols to exchange
data and software with the IVIEW device and the backend systems. Preferably, the client
that ships with CE 5.0 is used. The device management client calls the IVIEW logger
component object as it is installing files to keep the log files consistent and homogeneous.

[0255] In a preferred embodiment, the Systems Management Server 2003 (SMS) is the server
package that is able to manage thousands of individual devices at once. The Systems
Management Server is capable of multiple types of inventory, file collection, and software
updates. The SMS utilizes the Windows Server 2000 or Window Server 2003, configured as
an Active Directory (LDAP) based Domain Controller and SQL server. In a Phase I
embodiment of the download implementation, this software is on the delivery laptop
computer. In a Phase ITl embodiment of the download implementation, the software and
licenses can be transfcned to more traditional servers.

[0256) In another aspect of a preferred embodiment, a Device Management Feature Pack
(DMFP) is added on to the SMS. This Feature Pack provides the SMS with the ability to
manage devices that have the Device Management client installed. In such an embodiment,
the SMS and the DMFP can be used to retrieve the log files from the device if the casino

believes it has a use for them.
Workflow

[0257] In a preferred embodiment, the storage consists of the management of the files and the
software to manage the workflow that must follow. The software at this level can reside
either on the portable laptop or on a server for either phase. In either case, the software heeds
to have access to the SMS server so that the packages produced can be submitted to the SMS
for delivery, and the other applications need to have access to this server to submit files for
inclusion in packages. This level contains most of the custom software that is used to create,
manage, and dlaploy packages.

[0258] In another aspect of a preferred embodiment, Windows Sharepoint Services (WSS) is
utilized in conjunction with the Windows Server. The Windows Sharepoint Services
provides group communications and file collaboretion support. It also provides an extremely
rich and highly customizable, pre-built Web based user interface that can support the new
IVIEW workflow concepts and functions. The Windows Sharepoint Services interfaces
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naturally with .Net assemblies, which enables these new functions to be constructed using
Net. In this regard, security and user roles are built in.

[0259] Using WSS enables the above-selected options to be used easily. WSS implements
everything in a Web interface. Files are located in a server base store. WSS enables InfoPath
forms (see the client section) to be installed into the site where they are always available to
the user. Furthermore, digital signatures enable regulators to track the source of content and
code to the issuers of the signatures. Additionally, WSS has the ability to further refine the
source of content down to individuals by maintaining a history of changes to files that can be
traced back to users.

Client

[0260] In a preferred embodiment, the client level is the starting point for all packages.
The Application Development function is the process that produces the operating system
files. Delivery of this file to the device is in the form of a package that includes a sighamre
so it will pass through this process to be delivered, however, the initial files are created
elsewhere. Content is handled in a similar manner. The client level is also the point where
the process is controlled.

[0261] Also included in this level is the [nfoPath client form used to create the various XML
configuration files. These files include the following XML files: the main configuration file,
the Phase I Display Manager dictionary file, the Phase II Display Manager dictionary file,
and the Phase VIl Keypad Manager dictionary file. The InfoPath form validates the regular
expressions entered and allows sample strings to be tested for the Display dictionaries. An
additional feature to consider would be importing an XML file produced by the CMS into the
InfoPath form to help start the creation of the configuration files.

System Game download

[0262] In one embodiment, system games are stored on a data store of a download or system
gaming server 140 accessible by the IVIEW interface 216. The games are downloaded upon
player selection and installed and executed on the IVIEW interface 216, If the game is
already installed on the IVIEW interface 216, its version is checked against the version on the
system gaming server 140 data store 160, or other server where the system game is stored, to
ensure the player gets the latest version available to play. If the software is out of date, then
the latest software is downloaded to the IVIEW interface 218. In another embodiment, the

systems games are downloaded as a background or foreground process without user
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interaction. Server side push or client side pull of game content and game settings work in
various embodiments and per jurisdictional requirements. Through a socket connection, the
server instructs an IVIEW interface 216 to perform a content update, either through the same
socket or through a web service call to a Microsoft Internet Information® server running a
download server application. The games are digitally signed with a public key. The IVIEW
interface 216 has a digital certificate that allows it to authenticate that a game code and its
assets have not been tampered with either on the IVIEW interface 216 or on the server 140.
Also, the hypertext transfer protocol service (HTTPS) is used to ensure that only valid servers
authenticated by the certificate authorities can send system games. In one embodiment, no
download server spoofing is allowed. HTTPS also ensures secure cryptographic transport of
the download package to the requesting IVIEW interface 216. Standard versioning control
techniques are used to ensure proper versioning and an audit trail.

[0263] In one embodiment, download servers 140 are local to the casino. In another
embodiment, the download servers 180 are situated at remote sites. In another embodiment;
a multi-tiered download server system provides faster downloads to specific IVIEW
interfaces 216, but still ensures that each middle tier download server has the latest approved
content from the master download servers. Microsoft’s dot-Net® technology and Java®
Applet, ASP, ASPX, HTML, and Java® Script technology allows any application to be
loaded from local media, such as compact flash or a hard drive, or from the remote media
download servers. In one embodiment, Internet Explorer® caches thé games in a temporary
Intemet files directory. Each game is validated by checking the date of the same files on the
download server 140. If they differ, the server-based version downloaded to the IVIEW
interface 216 replaces the version in the temporary Internet file system folder. Pﬁvatc
encryption of the application-executable file and/or media, in one embodiment, is performed
in addition to code signing authentication. In one embodiment, bit-by-bit or file-by-file
checksum verification of the content is performed at boot time of the IVIEW interface 216, or
at any time determined by the IVIEW interface 216 or initiated by a server 140, 180. Public
Key Infrastructure (PKI) allows for the public/private key exchange and code signing, and
server authentication against third party certificate authorities, such as Verisign®. Microsoft
System Management Server (SMS) deployment technology is used in one embodiment to
update to the latest operating system, latest games, latest boot application, public keys, digital
certificates, and the like. In this embodiment, this SMS technology is used to ensure that .
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each IVIEW interface has exactly what is required by the server 140. The IVIEW interface
can request a download or “pull the content” using a SMS client. V

[0264] In another embodiment, the server pushes system game content to the IVIEW
interface 216 at a selected time. The physical download occurs while play is occurring.
However, the installation of the download occurs instantly, or in another embodiment, it
occurs when certain business rules are achieved, such as no player actively for a certain
number of minutes. In another embodiment, an install sequence for the gaming software
occurs in the middle of the night.

[0265] In one embodiment, a software code is authenticated prior to installation and just after
download completes. If a download failure occurs, then a complete new download is
initiated, or once a reconnection to a download server 140 occurs. The remaining portion of
the system game download is downloaded, or the entire package is retransmitted.

[0266] In some embodiments, the list of system games available for play can exist on the web
page or be shown by a dedicated software application. In one embodiment, the list is player
specific, and updated after a player has been uniquely identified. Different systems have
different games available for play for jurisdictional, regulatory and business reasons. In one
embodiment, only those games available for play are authorized for download to the IVIEW
interface 216. The system game server 140 is dynamically built for the player or the IVIEW
inierface 216. This way, the system game server 140 can test and run games in various
locations in the casino and/or for various players in the casino. The assignment of system
games to specific IVIEW interfaces 216 or players is fully configurable by the operator at the

system game server 140.

[0267] In one embodiment, some games only include a multimedia presentation of a game
that is executing on the server 140. If network speed is sufficient, then each frame shown to
the player is first rendered on the system game servers 140, and downloaded to an IVIEW
interface 216 in real-time. In one embodiment, server-side IP address verification is used to
ensure that only authentic client devices are capable of downloading code or communicating
to server 140. A unique system gaming device ID is entered into the system gaming servers
at setup time to also ensure that only authentic client devices are capable of downloading
code or communicating with the servers. In one embodiment, the download is carried over

an IP pipe in an Ethemet network. Secure HTTP and/or private encryption is used to ensure
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privacy of the network traffic during download and server communication. Various attract
mode media are also downloaded to the IVIEW interfaces 216 for presentation to the user.

[0268] In one embodiment, authenticating IVIEW interfaces 216 as client gaming devices
and authorizing them for play, involves authenticating players with some form of login
security. This way our system gaming server 140 can be used with any client device that
accesses the system gaming server 140. Users are pre-registered prior to playing system
games, and all wagers, wins, and other gaming activity is tracked for players inside the
system gaming servers. Player specific meters or accounts are kept in the system gaming
server 140, so security of these meters is ensured because of the system gaming server 140
secure Network Operations Center (NOC) in which they operate. In one embodiment, the
client gaming devices are merely game presentation devices and all actual gaming activity
occurs on the system gaming server. This way, if the client device is hacked or tampered

with in any way, there is no effect on the outcome of game play.

{0269] In one embodiment, the player can only request to play a game for a certain amount of
dollars or system game credits, and if the system authorizes play for this player and amount
under jurisdictional rules, then the game starts on the server 140, or the outcome is sent from
the server 140 to the client for presentation. Games that require user interaction, such as
video poker have the playér's user interaction sent to the server 140 for processing.
Appropriate results are sent back to the client for the next stage in the game.

[0270] In one embodiment, when a player selects a system game, the game is downloaded
from the server 140, or launched from the local client (IVIEW interface 216) storage device.
The game or the other client side application fetches from the server 140 game specific
settings for this embodiment. An XML string is sent to the client with name-value pairs of
variables that allows a single application to run in several different modes of play without
changing the main application code. For example, and not by way of limitation, a game of
solitaire can be played in normal mode for cash or in tournament mode for prize points. The
game executable (EXE or DLL) is the same, but when the game loads, it asks for game
settings, and the server 140 returns the appropriate game settings for the game chosen by the
player.

[0271] In another example, if a tournament mode is chosen for a poker game, then examples

of name value pairs are shown in Table 10.

VarName=TOURNAMENT_MODE * Value="ON”
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VarName=TOURNSCORE_FORMULA  Value="WAGER/WIN * 10,000 *

Theoretical (AVE 10 GAMES)”
VarName= ToumID Value = “83241-3242429”
VarName=GAME COST Value = “5 Credits”
VarName=Max Credits Value = “10”
VarName=Number of Rounds Value=2
VarName= Denomination Value = $1.00
VarName= #Wild Cards Value =2
VarName= Royal Flush — Pays Value = 800 credits
VarName= Straight Flush - Pays Value = 200 credits

Table 10: Name Value Pair Parameters For Tournament Poker Game Client

[0272] X a regular (non-tournament) mode is selected for a poker game, then in one
embodiment, by way of example and not by way of limitation, some of the name value pairs

of parameters include those shown in Table 11.

VarName=TOURNAMENT_MODE Value="OFF”"
VarName=TOURNSCORE_FORMULA Value=“N/A"
VarName=GAME COST Value = *1 Credits”
VarName=Max Credits . Value = “1”
VarName=Number of Rounds Value=1

VarName= Denomination Value = $.50

VarName= #Wild Cards Value =0

VarName= Royal Flush - Pays Value = 8000 Prize points
VarName= Straight Flush — Pays Value = 1000 Prize points’

Table 11: Name Value Pair Parameters For Non-Tournament Poker Game Client

[0273] In one embodiment, registered children are only authorized to play in modes that are
authorized by the jurisdiction in which they are playing. For example, and not by way of
limitation, children may only be able to play games that are free and award prize points and

- no cash. A “jurisdictional gaming engine” in the gaming server 140 ensures that only proper

games, game modes, prizes, game settings, and the like, are given to the proper players.
Tournaments

[0274] Tournaments are often arranged at a casino to create an exciting activity to drive
attendance and revenue for the casino. A tournament is a group function wherein several
players pay a set amount of money to join a tournament. These entry fees are usually
manually collected from the players and typically are used to fund a prize pool that is paid
out to one or more tournament winners. The casino will usually retain a percentage of the
entry fees running the tournament. The gaming devices used for the tournament are those
normally used on the casino floor, but those which have been re-configured so that upon the

issuance of a "start” command, the devices allow the players to play as fast as they can
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without requiring any funds to be deposited during tournament play. Percentage options in
the re-configured gaming machines are standardized before play of the tournament. Most
players start with the same amount of credits. The wins, or "points," are accumulated, held
and djSplayed by each machine. At the end of a specific period of time, a "stop” command is
sent to all of the gaming machines participating in the toumament. The gaming machines
then become disabled. The winner is usually a person having the highest accumulated score
of win points obtained during the tournament session. In most tournaments the winner takes
the entire pot.

[0275] Currently, tournaments must be run on the aforementioned specially-configured
gaming machines, which are required to be located in a special area in a casino floor or a
separate room. At least one person is required as a tournament administrator, and/or persons
who monitor and run the tournament. The tournament setup is configured, tested, and
certified as being equal in evéry respect on each gaming machine so that all players have an
equal chance to win. The gaming machines used for the tournaments are carefully selected
from the gaming machines normally used in the casino. The selected gaming machines are
then enabled for tournament players to play at a defined "start” time, and they are disabled at
a tournament “eh " time. A tournament administrator is responsible for acquiring the score
from each gaming machine. A winner is orally announced or otherwise showh on a display
device.

[0276] Thus, in current tournaments, there is a requirement to collect tournament fees
manually, dedicate a portion or room in the casino for the tournament location, and select and
specially configure gaming machines for re-location to the tournament location. Further,
there is a specific start and end time for the tournament, during which all tournament play is
required to start and complete. Finally, the tournament scores are fetched manually. All of
these requirements limit the opportunity of the general public to access the tournament.
Further, they make the tournament costly to conduct on the part of the gaming establishment
as it must provide tournament hosts or administrators, dedicate certain machines to
tournament use, and provide a suitable casino area or room in order to conduct of the

tournament.

[0277] Some prior art systems purportedly make tournament play more available, and
purportedly simplify the host establishment's monitoring requirements to reduce overhead
expense. However, those systems still require participating gaming machines to all be a
similar type and have the same win percentage (i.e., have standardized parameters before
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tournament play). All gaming machines participate in the tournament for the same period of
time and must to be dedicated to the tournament during the duration of the tournament.

[0278] Further, the tournament close rate, the fumover rate, or the tournament velocity rate
are all terms describing a problematic area in tournament design. This is a constant issue that
needs to be considered by the toumament game administrators. Tournament operators must
carefully choose the number and size of tournaments available for a player so as create what
is called tournament velocity or turnover rate. If there are too many tournaments for the
player community available, then the tournament velocity is too little, and player
dissatisfaction occurs. If there are too few tournaments for the players, then a player may
post a score in all his desired ones and may not have a place to spend any more tournament
entry fees until the tournaments close. An advantage of closing tournaments quickly is that it
gives the winning players more money to play even more tournaments or other types of

games.

[0279] Thus, it would be desirable to provide a tournament system and method without the
need to dedicate a separate part of a casino floor, limit the duration of the tournament,
specifically configure gaming machines of the same type and move them to the tournament
area, and provide the amount of personnel typically needed to conduct a tournament.
Accordingly, in light of the discussion above, those skilled in the art would recognize the
need for a system that is capable of providing on-going tounament play over a broad area
and over a broad spectrum of gaming machine types.

[0280] A preferred embodiment of a tournament system, constructed in accordance with the
claimed invention, is directed towards a system and method that allows Qompetition between
players of dissimilar gaming machines for potentially varying periods of time while such
players are concurrently playing their gaming machines in a normal fashion or normal mode.
In one aspect, the tournaments use gaming machines with non-modified base games located
anywhere in the casino, or two or more casinos, while the players of those gaming machines

continue to participate in normal play on the plurality of gaming machines.

[0281] In one embodiment, a gaming server (140 in Fig. 1) performs as a tournament server
that automatically communicates with the plurality of the gaming machines 200 to offer the
current or potential player of each gaming machine 200 the opportunity to play ina
tournament without leaving the gaming machine 200 being played and without having to

discontinue regular play of that gaming machine 200. Thus, the offer leads to dual income
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and/or reward potential from a gaming machine 200 for a given period of time. The player
plays his base game 202, and if the player chooses, he can enter a tournament at the same
time and compete head to head with other players anywhere in the facility in which they are
playing. Or, he can play in competition with players, in any other facility around the world,
if the system is configured to do so through, e.g., a wide-area network 150. The players do
not have to all start at the same time. Each player plays his base game 202 for a specific
amount of time, the amount of money played, or the money won, or combinations thereof in
order to generate a tournament score. The tournament servers 140 will group these factors
dynamically against other players to create competition for prizes or merely entertainment.
The tournaments can be provided for free using promotional funds or pay to play, which

provides incremental income per unit time per square foot of the casino floor.

[0282] In one embodiment, a preferred method for letting players know that they can play a
base game tournament is by use of the IVIEW interface 216. Alternate display devices can
be used including, but not limited to, a second top box monitor on a gaming machine or a
second window or frame in the base game display (204 in Fig. 1). The player is enticed to
join a tournament using a gaming account by which the player is identified by insertion of a
card into the card reader 212. Alternatively, other types of accounts or factors authorize play
in a tournament. If the player chooses to enter a tournament by selecting a ‘“begin tournament
game” button on the IVIEW interface 216, then the player merely continues to play the base
game 202 on the gaming machine 200 normally.

[0283] In one embodiment, a fee, if any, for the tournament game is deducted from the
player’s account. In one aspect of this embodiment, the fee to play a tournament game funds
the tournament prize or other prizes as configured by the casino running the tournament. In
one embodiment, a percentage of the wager amount is given back to the winners of the
tournament, and a portion is kept by the casino as an operational management fee. In one

embodiment, a player’s tournament score is set to zero after the player begins the tournament.

[0284] In one embodiment, the tournament server 140 groups the player with other players
automatically. In another embodiment, the player chooses which groups of players against
whom to compete by selecting specific tournaments via a selection screen presented on the
IVIEW interface 216.

[0285] In one embodiment, there is no sectioning off of the casino floor for tournament-
enabled gaming machines 200 and non-tournament enabled gaming machines 200. On each
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gaming machine, a player plays the base game 202, as the player normally plays, by inserting
enough money into the gaming machine 200 to begin play of the base game 202. A base
game 202 is played, and each win per wager amount is accounted for by the tournament
server 104 and/or the IVIEW interface 216 on the gaming machine 200.

[0286] In one embodiment, this data is processed into a tournament score by comparing what
the player won verses what was expected to win for the machine on which the player was
playing. In one example, and not by way of limitation, a base game 202 tournament score is
normalized in the calculation that follows:

$1.00 wager on the base game

95% theoretical payout percentage for the base game.

Expected win amount: $.95

Actual win amount:  $1.65
$1.65/$.95 * Scaling factor = Tournament score for this last game.

[0287] In one embodiment, multiple scores are combined to a tournament score and relayed
to other players in the tournament using a tournament score chat server 142. In one
embodiment, the tournament score is relayed to the other partmpants of the tournament in
real-time, or periodically updated to create the competitive environment for the players. Each
player’s tournament score is posted at the end of his tournament time (for example: five
minutes of base game play). At the completion of the tournament, the players are notified on
their IVIEW interface 216 as to what their ranking is for the tournament and what any
potential win may be. Consolation prizes may go to any number of players of the

tournaments.

[0288] In one embodiment, no base game 202 reconfiguration is needed for a gaming
machine 200 to panicipaté in a tournament. There is no requirement that gaming machines
200 are dedicated to tournament use or have special high-return tournament-only pay
schedules. In one embodiment, any gaming machine 200 in the casino can be used. In one
embodiment, all the gaming machines 200 on the floor are capable of being played in
tournament mode, even against other base games 202 with different parameters. These
differences in parameters include, by way of example, and not by way of limitation, different
theme games with different payout percentages, available denominations, different wager
amounts, different pay tables, different volatilities, different bonus rounds, and the like. In
one embodiment, the different parameters are normalized for the tournament by the scaling or

waiting factor applied to each score described above.
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[0289] In one embodiment, a player can perpetually play multiple tournament games and

continue to post scores under one tournament identifier, which identifies a player in one or

‘more tournaments. Play in multiple tournament games tends to improve upon the player’s

standing in what in effect is longer running tournament for the player. Alternatively, in one
embodiment, a player has the option to post tournament scores using two or more completely -
different tournament identifiers to play as multiple players in multiple tournaments. In some
embodiments, all or certain tournaments limit a player to a specific number of score posts

specific tournaments.

[0290] In one embodiment, as an alternative to tournament play starting at the players
choosing, players choose to enter a tournament and when a specific number of players have
als;o entered the tournament, then the tournament begins. In this embodiment, the players
wait until the tournament actually begins to play. Howéver, while the players are waiting,
they continue to play their base game 202 on their gaming machine 200 as normal. In one
aspect of the embodiment, the tournament server 140 notifies all players automatically once
the tournament start criteria (e.g., number of players entered) have been reached. All players
then start at the same time. In other embodiments, other criteria for starting a tournament are
time based (e.g., a specific start time) verses a fixed number of players.

[0291] In one embodiment, all players who have committed to spending money from their
player card account for a specific tournament are considered eligible and thereby allowed to
play in a tournament that starts at a specific date and time. An announcement is provided that
a tournament is to begin at a particular time to those eligible to play on the additional user
interface on the game machine 200 that they are playing (e.g., "Fifteen minutes until a new
tournament begins"). In one embedment, the tournament oompleﬁes at a specific time.
However, in another embodiment, the tournament finishes once a player achieves a specific

score in what is called a “‘sprint” tournament.

[0292] In other embodiments there are other criteria for ending a tournament. For example,
in one embodiment, only a specific amount of money can be played on the base game 202 or
other platform, including the IVIEW interface 216, to create a tournament score. As such, in
this embodiment, devices force a cash out of all base game 202 credits over a specific amount
approved for the specific tournament play. In another embodiment, only a specific amount of
credits or dollars can be spent on the base game 202 during a tournament period of time.

This way, all players can only spend a specific amount of credits for a specific system

tournament game verses an unlimited amount as in the preferred embodiment.
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[0293] In some embodiments, lower ranking or lower scoring players are automatically
eliminated from the tournament, freeing them to join another tournament. In another
embodiment, a player is dropped from the tournament if he fails to achieve an intermediate
tournament goal or score in a specific amount of time, because the chance that the player can

win is negligible because of the tournament design.

[0294] In another embodiment, a player drops ;mt of a tournament at the player’s choice at
any time. The player’s points are optionally removed from the rankings entirely at that point
or are frozen and retained in the rankings until the tournament period expires and final scores
are tabulated. In one embodiment, the player loses his tournament entry fee in this scenario.
In one embodiment, there is an optional short transition period at the beginning of the

tournament where a player is allowed to leave the tournament without losing money.

[0295] In another embodiment, the tournaments are played around the clock with no casino
staffing required. Even if a player is the only player, a tournament score accrual engine of
the tournament controller server 140 creates a tournament score for the player and posts it to
the proper tournament identifier in a table of scores in the database 160. Once a tournament
time completes and a threshold number of tournament players is achieved, or other
tournament concluding criteria are met, this score is judged against the others for the
tournament prize. In one embodiment, using the wide-area network 150, a single player in
one casino can compete head-to-head with other players in other césinos to create the sense

of a tournament player community.

[0296] In one embodiment, tournament winnings will are added to a winning player’s
account to allow replay of the winnings, cashing out, or redeeming for a prize at a later time.
In one embodiment, a prize award may be automatically or manually paid by casino

personnel who are notified of the win.

[0297] In one embodiment, a toumamenti begins as a “one-time” event. In another
embodiment, the tournament is perpetually executed, depending on casino preferences. In
one embodiment, tournament completion rate display indicators are provided to the players
on the IVIEW interface 216 to project an expected tournament completion time. This is
helpful for players in deciding if it is worth waiting for a tournament to close, or whether to
return at a later time for tournament play. Players who want completion quickly should
choose tournaments that have a short completion time.
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[0298] In one embodiment, player-specific or group-specific messaging is provided to each
player on the IVIEW interface 216, informing the player, for example and not by limitation,
that the tournament is a daily tournament, and the player should keep trying to post more

tournament scores to improve his chances of winning the tournament.

[0299] In one embodiment, hidden tournaments are executed by a tournament controller
server 140. The player is offered, or up-sold, to post his score in a tournament he is playing
to a hidden or non-hidden tournament after his current one is finished. A single tournameant
entry fee can allow this tournament score to be posted into several potential tournaments,
each with their own prizes associated therewith. For example, a player scores 9,893 for the
tournament the player enters. In this particular tournament, it is not a very good score, and
the player does not win. In one embodiment, the tournament sexver 140 also enters the player
into a tournament competing for the lowest score of the day tournament. The player could
potentially win this tournament if his score is bad enough. '

[0300] In one embodiment, on the additional user interface, a player is shown a player
velocity meter and given a velocity bonus for a tournament score. If the player plays the base
game 202 or a game executing on the tournament server 140 at a certain velocity, then a
bonus is added. In one embodiment, the velocity is calculated for example, and not by way
of limitation as follows: the games per unit time, money per unit time, or maximum bets per
unit time.

[0301] In one embodiment, a player only wins a prize if the player is in the top few players at
the end of the tournament. In another embodiment, the system awards other prizes for any
number of players in the tournament. Examples are, and not by way of limitation: raffle and
sweepstakes tickets. In another embodiment, a player wins prizes in the middle or at the end
of the tournament for reaching certain tournament score thresholds. In an aspect of this
embodiment, a tournament score-to-prize award lookup table in the database 160 is used for
a different prize for each tournament score achieved. Partial sample records from the score-
to-price lookup table is shown in table 12 below.

Tournament | Prize

Score Award
Event ID

>1,000 186

800 5

700 1

600 -
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Table 12: Tournament Score to Event ID table: Event ID’s will award a list of Prize ID’s

[0302]) In one embodiment, in order for a gaming machine 200 to be eligible for base game
tournaments, it needs a player either playing or waiting to play the base game 202. In one
aspect of this embodiment, credits are required on the base game 202 of the gaming machine
200. In one embodiment, a base géme 202 on a gaming machine 200 is classified as idle
based upon several rules, for example, and not by way of limitation: if no player is actively

- playing a game, if no credits are on the machine, if the gaming machine 200 is presently in

“attract” mode providing lights and sounds, for example, in order to attract a player for a
threshold number of minutes, and no player has played the base game 202, or of no player
card is inserted. In contrast, in one aspect of this embodiment, a player is identified as
eligible for the tournament according to rules that suggest a player is either playing or

available at the gaming machine 200. For example, and not by way of limitation, the gaming

machine 200 is checked for whether credits have been inserted. An announcement of an
upcoming tournament is often sent to the gaming machine 200 if found eligible to entice the
player to enter the tournament. Optionally, in one embodiment, if a gaming machine 200 is
found to be sitting idle, the tournament controller server 140 sends an advertisement that a
tournament is about to start to the idle gaming machine 200 in hopes of attracting a new
player.

{0303] In one embodiment, players that do not have a play card for insertion into the card
reader 214 or that do not otherwise have an account with the system (collectively “uncarded”
players), are still allowed to play tournaments that will close in a short time, or that the rate of
closure is fast enough to make it possible to reward the player at the gaming terminal if that
player wins an award. This is because, for a player without an account with the system, his
wins cannot be put into an account. In one embodiment, carded players and uncarded players
(players who do have an account) are allowed to play free tournaments with or without a
tournament prize. This helps encourage or “tease” the player to become a carded player to
play for the tournament prizes.

(0304] In another embadiment, the casino floor is broken up into groups that can only
compete with other groups or base games 202 identically or closely configured. In one aspect
of this embodiment and for certain types of tournaments, it is required that in order to join the
certain base game tournament, the players should be playing a certain base game 202 with a
94% hold percentage. In another embodiment, all game types that pay 96% or greater can
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join this tournament. In yet another embodiment, only skill base games 202 (such as, without
limitation, “video poker™) can join a tournament. In another embodiment, any way of
breaking the gaming floor down into denominations, themes, groups of games, types of
players, wager amounts, types of games, configurations of games, theoretical win
percentages, volatility, and the like, is used to enable or disable different base games from
joining a specific tournament. While the breaking down of the floor into smaller groups is
not necessarily a preferred embodiment in all cases, however, in some causes, it is preferable
to create trust in the player that he is combeting on an even playing field with other players
who are playing similar base games 202. Also, in one embodiment, casino-run promotions
are used to advertise theme tournaments, for example, and not by way of limitation, a “Video
Poker” tournament where any video poker game can join a tournament. In one embodiment,
enabled machines are physically grouped on the casino floor for marketing and promotional
reasons. The tournament servers 140 manage all of the tournaments and which gaming
machines 200 and players are eligible to play against which other gaming machines 200 and
players, removing the burden from the casino managemént, ekcept at tournament
configuration setup time.

{0305] In one embodiment. a player is allowed to buy more tournament time in some
tournaments to improve the player’s tournament score. By way of example, and not by way
of limitation, after a five-minute tournament is completed, the player is provided with the
option to purchase one more minute for $1.00 through their account. In one embodiment,

maximum up-charges can be set for these types of tournaments.

Simulated tournament players

A [0306] In one embodiment, the system simulates a number of players to meet the minimum

gaming machine 200 requirement for a tournament. Simulation programs for players of
games are known to those skilled in the art. For example, SIM-Earth® by Electronic Arts of
Redwood City, California and other popular games, including casino-based games, have used
computer logic to simulate humans or game play. In one embodiment, the simulated players
of the tournament play on behalf of the house, and should one of the simulated players win
the tournament, the winnings are retained by the casino, or, for example, distributed to the top
human player, or other distribution rules are used to distribute the winnings. In one
embodiment, the simulated players and their scores are based on players who have played at
previous times. This is implemented by an “instant close” tournament engine. The simulated

players are used to tease a human player to create real time interaction even when the casino
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floor is very light and no one else in playing toumaments. Simulated players win and lose

tournaments to create any desired competitive effect.
Tournament Score formula calculation

[0307] In one embodiment, each tournament has its own tournament score accrual formula.
Also, each player has his own tournament score equation for each tournament he plays. In
one embodiment, this formula is downloaded to the gaming machine, or calculated on the
gaming server 140. For example, in one tournament, a two-player, ten-minute tournament
base game 202 may use a different tournament score calculation than a five-minute, pyramid-
style tournament (described below). Alternatively, in another embodiment, the tournament
score is calculated based upon different types of players (“gold” and “silver” player club
levels, and the like). In one embodiment, this dynamic modification of a tournament score
formula occurs in the middle of a running tournament or an individual game in a tournament.
The gaming systems auto-tune a tournament score calculation to get the desired entertainment
effect. The change is effected between games, during individual games, or after a tournament
concludes prior to a tournament of the same type beginning again. In one embodiment, the
same game modifications, tournament score formulas, and game variables are given to all
players in a specific tournament. In another embodiment, players use different sets of these

parameters.

[0308] In one embodiment, any variable or meter that can be read from the base game can be
used to construct a tournament score. In one embodiment, averages of multiple base gamé
plays are used to smooth out the highs and the lows in a scoring methodology. The higher
and lower base game plays are thrown out in order to normalize any statistical effect. In one
embodiment, thé tournament score formulas are designed to grow only upward to help.
encourage players to keep playing the base game if they want their tournament score to grow.
In another embodiment, a tournament score formula is constructed such that the further the
player is away from an expected payout for the player’s wager amount and the theoretical
win for this wager amount for the gaming machine 200, the larger the tournament score will
be. For example, and not by way of limitation; if a player plays 100 base games in a row
with no wins whatsoever on a 95% theoretical payout machine, then a tournament score
could be very large even as compared to a player that has won more often on the same type of
game machine with a 400% actual payout win over the tournament duration. A non-linear
curve is shown as a non-limiting example in Fig. 35 that is used in one embodiment to map or
normalize a theoretical to actual win ratio to a tournament score.
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[0309] In other embodimexits, other calculation techniques are used. In one example, and not
by way of limitation, the player with the highest standard deviation from the éxpected return
is given the highest tournament score. In another example, the score is calculated to give a
player the best rate of change (acceleration) of actual vs. theoretical outcome of a higher
score. In another embodiment, the tournament score calculation is a simple addition of the
win from each game from one base game to the next, with or without a comparison to the
expected return.

[0310] For some tournaments, the tournament scores are positive or negative for one
individual in a group of players. Tournament scores are calculated based upon how a plgyer
is doing compared to another player or group of players. The player that does the best at the

end of the tournament period of time wins the prize. Any combination of the above-

described scoring techniques can be used.

[0311] Preferably tournament scores are calculated to maximize the play activity, the wager

amount, the time on the machine, the entertainment effect, and to bring new monies into the -

casino. In one embodiment, the tournament score calculation normalizes the variations in the
base game design including, without limitation: the denomination, the wager, the theoretical
payout percentage, the game theme, the game win/lose volatility, the skill games vs. the
chance games, the pay table variations, the bonus round variations, the widc;area progressive

wins, the size of the wide-area progressive wins, and the like. This feature reduces or

 eliminates the need to section off the game floor to tournaments by the casino with same-type

games. Any eligible player can play any base game 202 at anytime, and if the player selects
and begins a base game tournament, the player can immediately play a tournament. The
player selection to enter a tournament can occur on any display device, for example, the base
game display 204. In one embodimcnt; selection is provided on the IVIEW' interface 216 due
to its touch screen capabilities.

[0312] In another embodiment, players are provided with a tournament score handicap, such
as that in the game of golf. This helps to make a fair playing field especially with skill-basgd
games or for low denomination verses high denomination players, since pay tables and
theoretically payout percentage are typically higher for the latter of the two. In some
embodiments, the handicaps are game, tournament, or player-specific to help create a fair

tournament experience.
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[0313] In one embodiment, a dynamic yield analysis engine in the tournament server 100
finds base games, games that execute on the IVIEW interface 216, or players that should be
grouped into new available tournaments to create the optimal player excitement and revenue
potential for the casino. In one embodiment, the grouping occurs automatically with no
player interactions.

[0314] In another embodiment, each gaming machine 200 has a separate tournament point
table maintained in the tournament sexver 140, an IVIEW interfaced 216, by which it
evaluates each normal gaming machine wager and win and appropriately calculates
tournament points for reporting to the tournament server 140 in a manner that provides an
equal opportunity to accumulate tournament points to all tournament participants. In one
embodiment, there is a game point to tournament score lookup table associated with each
base game 140, so no real-time calculation of the tournament score needs to occur. In one
embodiment, different tables are used for different games, themes, denominations, wager
amounts, and the like.

[0315] In another embodiment, tournaments are formed in the backend server networks with
player session data and/or gaming terminal data that is collected in a day in the casino as part
of its player promotional processes and slot management processes, executing on the server
140, 180. This data collected is not necessarily real-time data. In one embodiment, it is
collected nightly or at some other interval period of time. Playetﬁ’ base game 202 activity on
gaming machines 200 is used to create tournament scores that are grouped in the tournament
server 140 for competition.

[0316] In one embodiment, a tournament consists of a player’s best five minute moving
window in his entire play session. For -examplc, if a player played for an hour and had a very
low payout for most of the hour, but had one good five-minute window where payouts were
high, then this slice of time is used for his tournament score post. This embodiment
encourages players who just won big to replay much of their money back into the base game
to “top off”’ their tournament score in order to help ensure that no one else can beat him in the
tournament. In the player’s mind, the player believes the player is playing with the casino’s
money so the more willing he is to spend a sizeable portion of the recent win to try to win big

again.

[0317] As stated above, in one embodiment, different types of games, themes of games,
denominations, game volatility, skill, chance, pay tables, optionally, each has their own

82




18 May 2012

2012202948

tournaments. So for, in this embodimeat, only Poker games compete head-to-head against
other poker games due to the skill nature of the game. The negative side of this embodiment
is that the size of the group of players shrinks as gaming machines 200 are subdivided into
smaller groups. Thus, there is less chance that players compete against each other due to the
smaller number of machines allowed to play in each group. Therefore, the tournament in
many cases takes longer to complete or close. Accordingly, in one embodiment, it is
preferred to have tournaments of fewer quantity, shorter duration, and smaller numbers of
players to create a quick turnover.

[0318] In another embodiment, simultaneous tournaments execute on the same client or for
the same player. For example, and not by way of limitation, in one embodiment, a player
posts one base game score to multiple different tournaments at the same time. Oge option is
to provide a player the choice to play in multiple tournaments or to do so without the player’s
choice. For example, a player plays a limited entry tournament against a small number of
players in which the player can win a prize for that tournament. In addition the player has the
same tournameant score posted to a daily tournament in an attempt to win another prize. As
described above, one form of this embodiment involves entering a player into a tournament to
achieve the highest win rate over an expected win rate, and to also enter the player into a
tournament in which prizes are awarded to a player with the lowest actual win rate of retum
verses an expected rate of retum. This way, even if the player loses the highest payout rate
tournament, the player can still win in the other tournament. The player can pay for both
with different wagers, or pay just once to play both tournaments. Alternately, one or more

tournaments are paid for, and one or more tournaments are free.

[0319] In one embodiment, a tournament score for a period of time is calculated using all or a
smaller group of individual wager/outcomes from each base game play. A single base game

contribution to an overall tournament score is calculated in this embodiment as follows.
10000 * (LastGameCashWON/LastGameCashWAGERED/PaytablePayoutPercent);

wherein “LastGameCashWON” is an amount won in the last game for cash that the player
won, the “LastGameCashWAGERED” is the amount wagered in the last cash game, and
“PaytablePayoutPercent” is the payout percentage for the player. In one example, with a base
game 202 configuration, the following parameters apply:

$.50 Denomination Machine
92% Theoretical win amount

83




18 May 2012

2012202948

The expected win can be calculated as follows:
$.50 play * 92% = $.46 expected win

[0320] An example Sequence of base game plays on this base game configuration during
a tournament is as follows:
First base game played on this base game configuration

$1 wager, 2 credits played
$.50 win

‘The single game tournament score contribution would be:
10,000 * ($.50 win/ $1 wager / 92% theoretical win for this wager= 5,385 tournament
points.

Second base game played on this base game configuration:

$1 wager, 2 credits played
$2.50 win

The single game tournament score contribution would be

10,000 * ($2.50 win/ $1 wager / 92% theoretical win for this wager = 27,173 tournament
points.

[0321] In one embodiment, the single game contributions are added to a score of the scores
stored in the database 160 throughout the entire tournament time. Table 13 illustrates
an example of a part record listing of the score table.

Base game # during tourn. | Single game contribution

1 5,385
2 27,173

3 ' : 0

Table 13: Base Game # and Tournament Score contribution table.

[0322] In one embodiment, the score table is ranked by sorting from highest score to lowest
score. An altemnative to storage in the database 160, is that the score table may be stored in
the additional user interface 216. In another embodiment, the table is concatenated to a
specific number of elements after ranking. For example, and not by limitation, only the top
10 individual scores are summed to build the tournament score shown to the player. In this

embodiment, a score can range from O to approximately 1,000,000. The score is averaged for

~ all 10 games and stored in the score table. This embodiment has the effect that one good

game does not guarantee a top tournament score. A player needs to play many base game
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plays in order to ensure that the player is able to get 10 good individual base game
contributions to the tournament score. In one embodiment, a player’s score never goes down
and can only improve as the player plays and achieves better wins on the base game 202. A
skill-based game 202, such as a video poker game, in one embodiment changes a player’s
play technique depending upon what the player has achieved so far in the tournament. For
example, the player will most likely not hold a pair of jacks if it is not going to improve the
player’s tournament score. In one embodiment, the tournament score formula is shown to the
user in a “help” screen on the additional user interface 216 to help the player determine how
to achieve the best possible tournament score.
[0323] In another embodiment, the tournament score formula is:
Tournament score = Weighting factor * (totalwager * theoretical hold%) +
abs(totalwin — (totalwager*win%))
[0324] Wherein the “Weighting factor” is determined based on the skill required to play
abase game; the “totalwager” is the total wager placed by a player; the “theoretical hold%" is
the theoretical percentage of the player’s wagers that should be retained By the ﬁouse or
casino during game play of the base game 202; “totalwin” is the total amount won by the
player; and win percentage is the actual percentage won by the player.

[0325] In another embodiment, the highest instantaneous tournament score wins the
tournament if the tournament score goes up and down throughout the tournament period or
game play. The tournament server 140 records the peak tournament score in the score table
that was achieved by a player in the tournament period, and this number is used for the
competition. Also the player with the most single game tournament contributions over a
certain score threshold wins the tournament prize. In another embodiment, ihe player with
the highest sustained average of single game contributions over time wins the tournament.

[0326] In one embodiment, maximum threshold values are used in the tournament score
calculation for the last base game played. For example, and not by way of limitation, in one
embodiment, 100,000 points is the maximum amount of an individual single base game
contribution to an overall tournament score. Even if a player had a huge win on a base game
202, it would not guarantee a tournament score that would win at the tournament conclusion
time.
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Tourmament Score Weighting Factors

[0327] In some embodiments, other variables are combined with the tournament score
calculation. Those other factors include, by way of example, and not by way of limitation, a
skill game weighting factor; a number of games played weighting factor; a denomination
weighting factor; a maximum bet weighting factor; a wager weighting factor; a player-type
weighting factor; a tournament-type weighting factor; a pay table weighting factor; a game
volatility weighting factor; the actual lifetime wager/win weighting factors; the progressive
win weighting factors; the date/time weighting factors; the game theme weighting factors; a
theoretical payout percentage weighting factor; a game location weighting factor; and the
like. In one aspect of this embodiment, one or more of these weighting factors are added at
any time for any specific tournament to create the fairest playing field as possible for the
different types of players playing at different types of base games 202. In some
embodiments, these weighting factors are fixed numbers, lookup tables, or formula based, in
order to normalize or accentuate any type of gaming activity that the casino desires. For
example, and not by way of limitation, a casino can have a tournament that gives a player
more points if the player bets a maximum wager than if the player did not. The formulation
above tends to normalize the denomination played by a player.

[0328] In one embodiment, the casino encourages the player to play $.25 denomination
machines or higher to get the best score. The casino gives a 10% advantage to players that
play on those gaming machines 200. In another embodiment, games that have an element of
skill use a weighting factor that is specific to the skill game played due to the nature of the
skill and the difficulty bf generating a fair tournament score against players playing on 100%
random chance machines. The weighting factors are inserted into the final tournament score
formulation mathematics at several times or locations. For example, and not by way of
limitation, the weighting factors are inserted after each base game is played, or after a group
of base games have been played, or after all base games have been played in the tournament.
In one embodiment, these weighting factors are player specific; base game 202 specific;
location specific; device specific; gaming machine 200 configuration specific; and in one
embodiment, specific to a game played on the IVIEW interface 216.

[0329] In one embodiment, the tournament scores are inserted in real time with each single
game contribution or with the combined tournament score calculations. These weighting

factors can be added at the conclusion of the player’s play or at the conclusion of the entire

tournament.

86




18 May 2012

2012202948

[0330] In one embodiment, weighting factors may tum on or off at various Linim throughout
the tournament period or when particular scoring thresholds have been achieved or not
achieved. The weighting factors in one embodiment are of fixed value, linearly derived, or
non-linear derived formulas or tables.

[0331] In one embodiment, the theoretical win percentage is for a maximum bet game only,
or it is for each type of win in a pay table for each wager amount and for each denomination.
In one embodiment, base games 202 are configured to only give the theoretical win for a '

maximum bet on a game play. More modern games or server side games can give the GMU

218 the detail required to calculate more accurate and fair tournament scores.

(0332] In some embodiments, different tournament calculation techniques include taking
individual base game 202 contributions and calculating using different averaging techniqucs'
with prior wagers and wins, different summation techniques using probability mathematics,
standard deviation/variance mathematics, or remapping them through a tournament score
converter engine or look up table. In one embodiment, best and worst individual -
contributions are thrown out, or best or worst moving cluster if individual base game

contributions are thrown out.

[0333] In one embodiment, individual base game contributions are not used at all.
Alternatively, the entire cumulative wager/win for the entire tournament period is used
instead. A goal of the tournament score formulation is to provide many possible scores in a
range of for example, and not by way of limitation, 0-10,000,000. This gives fidelity of the
number system to ensure everyone has a chance of beating the leader even if only by one
point.

(0334] In another embodiment, tournament scores are calculated in real-time as the player
plays, or after the player finishes playing in a background processing job done on the server
or client. In yet another embodiment, tournament scores are pre-calculated prior to playing
the actual game by using data collected on previous dates, times, or games played.
Tournament scores are generated by combining several individual tomnarﬁcnt scores or game
scores into one final score for the tournament. Tournament scores from different types of
tournaments or games are combined to form tournament scores, such as the Olympic

decathlon event.

[0335] In another embodiment, each game has its own tournament score calculation formula
to normalize it against the others it is playing against in this specific tournament.
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Alternatively, in another embodiment, each player has their own tournament score calculation
for a specific tournament identifier in order to provide a fair playing field for players. For

example:

Player #1 or Base game config #1 = Use tournament score accrual method #1
Player #2 or Base game config #2 = Use tournament score accrual method #2
Player #3 or Base game config #3 = Use tournament score accrual method #3

[0336] In one embodiment, tournament scores calculation formulas are sent down to the
gaming machine 200 for each base game 202 prior to the playing in the toumament or during
or after play in the tournament. The formula may either reside in the IVIEW interface 216 or
the base game 202.

[0337] The advantage of base game tournaments is that the base game code is already
certified by regulators and approved for use on the casino floor. By actively monitoring
several variables on the base game by the tournament server 140, the system derives a
tournament score through mathematical manipulation of these base game wagers and wins.
In one embodiment, no random generator is used to calculate the tournament score other than
the already certified base game software. Thus, the gaming machine 200 is easier to approve
in regulated markets, because there is no chance element in the calculation of the tournament
score that is grouped with other tournament scores to determine a toufnament winner. Thus,
quicker regulatory approval in these jurisdictions can take place. In other embodiments,
other game types are designed to calculate a winner using data collected from the base games.

[0338] In one embodiment, plasma screens throughout the casino show the current
tournament leaders on them for the local facility and inter-site leader boards.

[0339] Players on the IVIEW interface 216 are teased with the pending tournament closings
to encourage players to currently play in the remaining time of a tournament, the remaining

entries, or prior to any other tournament end criteria.

[0340] In one embodiment, an alternative method of creating a tournament score for a base
game 202 is performed wherein scores are created by a ranked list of recent five minute
wagers/wins for that specific gaming machine, or identically configured games. For
example, and not by way of limitation, the tournament server 140 keeps the last wins for each
five-minute window of play, and sorts them in a ranked list. The score to be inserted has
found a position in the ranking list, and the system calculates how far above and below the
entry points are to the closest entries. The ratio of the distance between the two scores
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calculates the “ones” digit of the instantaneous tournament score. The first insertion point
gencrates the rank used in the tournament score calculation. In one embodiment, the system
uses a first-in-first-out method to remove old players on the ranked list.

[0341] In one embodiment, different tournament rooms, tournament tables, or tournament
identifiers are available to allow players to get together and play against a group of their
friends if they so choose. In one example, a player sends messages or calls friends to go to
the “Solitaire Babes™ room so they can compete against each other even though they are not
required to sit next to each other on the casino floor. This communal gaming creates a bond
between the players, their friends, and the system. In one embodiment, players are able to
create their own rooms and even make them access restricted in order to prevent unauthorized
players from entering the room. In another embodiment, the casino has restricted rooms set
up for specific players, groups of players, or types of players, in order to create a special
gaming arena for special players. These rooms or tables for the players are provided for non-
tournament games too. Typically the rooms or tables are setup and are game and mode
specific. Players are given options for configuring the players that are allowed in their

specific tournament rooms.

Types of Tournaments — Dynamic Grouping

[0342] As discussed above, several types of grouping takes place for tournaments according
to one embodiment. The following list of tournaments and grouping types are used by this
embodiment:

Synchronized Tournament. Waits for five people to join, and then the tournament
begins. Top scores wins the pots.

Team Based Tournaments. Team A with five players plays against Team B with
five players. The best, combined team score splits the pot. Teams with different
numbers of players are allowed to compete for prizes. The tournament score
calculation normalizes out the extra players scores.

Co-Op tournament. Five people combine their gaming to one tournament score.
This score is a house generated score, or the current top Co-Op score

Conquest Tournament. Five vs. five players. The lowest players score after a round
is eliminated. Then it is five vs. four players. Rounds continue until a team is
eliminated. The last team standing collects the pot.
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Elimination. 10 players start. At the end of a round, the lowest score is eliminated.
Then nine players are pléying. The last player collects the pot.

Time-based tournaments. There are an unlimited number of players for a fixed
amount of time. Prizes are fixed or progressive, based upon a percentage of cost to
play.

Limited Entry tournaments. A fixed number of players post scores. Top players
win prizes.

Sprint Tournament. The first player(s) to achieve a specific tournament score wins.
Merchandise tournaments — Merchandise or service types of prizes are used verses

cash.

[0343] Other types of tournaments and player groupings include:

The largest posted tournament score for a time period wins;

Most money won or lost by any player in a time period wins;

Most money played in a time period wins; -

Most or least tournaments won/lost in a day or other time period wins;

Best cumulative tournament scores or average for a period or number of tournaments

wins; ’

Largest number of tournament scores of the day wins; ‘

Largest 10 or lowest 100 individual game tournameant score contributions wins;

Personal best tournament or personal worst tournament wins;

Groups of players compete against each other for tournament prizes;

Best number of minutes played in a tournament of the day wins; and

If players are losing at a certain rate then they are grouped into a tournament
automatically.

Visiting tour group tournaments. A specific trade show group can all compete for
a fixed list of prizes. The system monitors their play and performs statistical
analysis for them to decide winuers in a group.

Players who play longer are grouped. For example, all players whose session time
is over an hour in length are grouped.

Highest winner of the hour or other time period. This is either the absolute dollar
amount, the largest amount over an expected win amount, or the best

tournament score achieved in the last hour.
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Players that play maximum bets on their base game 202 for a certain percentage of
time are grouped.

Players that play a specific denomination or average wager size are grouped into
tournaments.

Players that play at a specific rate of play are grouped. For example, fast poker
players are grouped, because they are very skilled.

Grouping players who play specific games titles.

Grouping players who play certain clusters of games.

Players who belong to a certain TYPE of group. For example, gold, silver, or
platinum players. In one embodiment, this is calculated by player interval or
game session ratings.

Grouping playei's by skill level, or rank level per game.

Grouping players automatically by time.

Grouping players by demographic information provided by players or third parties
about players. (e.g., age, race, sex, birthday, spouse name, anniversary date,
and the like)

Grouping players by what services the player likes or use.

Grouping players by theoretical or actual payout percentage of the machines on
‘which they are playing.

Grouping by casines.

Grouping by types of players.

Grouping players with the most number of tournament score posts over a defined
tournament score threshold. V

Grouping players by their handicap level.

[0344] In one embodiment, a player can use the game play from multiple gaming machines
202 simultaneously contributing to a tournament score. For example, and not by way of
limitation, a husband and wife can combine their play into a combined tournament score, or
a player can play two or more base game 202 at the same time. The player identifier allows
this linking of the two machines into one tournament score. If same card or account number
is used on both gaming devices, or a player logs onto both gaming devices, then the player’s
combined gaming activity is monitored into a single tournament score.

[0345] In one embodiment, players are notified in the mail of a promotion for different types
of players stating that when the players come to the casino next, they are going to be grouped
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and presented some type of game mode or tournament unique to them. These groups of
players use special game features or different games because of the group to which they
belong.

(0346] In one embodiment, a multiple overlapping tournament gaming system allows a
player to post a score in one tounament, move on and play another, prior to the first one
concluding. This way a player has many pending results at one time. The system
automatically or manually configures the available tournaments to ensure that the right
amount and types of tournaments are available in order to provide a player enough places to
play and post a score. If there are too many, the tournament finish rate will not be fast
enough. If too few, then there is a risk of a player not playing more 1f he has scores posted in
all available types of tournaments that he likes. Dynamic Yield Analysis (DYA) helps auto-
tune this capability in order to provide an optimal tournament velocity, turnover, and money
spent playing. '

[0347] In one embodiment, the tournament relay 140 relays in real-time tournament scores to
various players in a particular tournament without burdening a separate system game server
140 with all of the transactions. As a player’s score changes, the additional user interface 216
sends to the tournament score server the payer’s score, the player's time left to play, the
player’s status, and other fields for identification and statistics on the player. The tournament
score server forwards this information to only the players that are playing against each other,
and/or any overhead displays in the casino for presentation to players. This is done by

establishing a socket-based connection with each particular IVIEW interface 216 in the
specific tournament.

[0348] In some embodiments, other messaging technologies are used to communicate to the
additional user interface and overhead displays, including XML messages, over web services.
Periodically, each client sends this tournament data to the dafabase server 140 at end the end
of the player’s specific game. After the tournament concludes the server 140 judges all of the
posted scores and calculates the winners. This same engine can be used for chat and high
score leader board capabilities as well as on the client devices.

[0349] In one embodiment, a “Chance or Luck Meter” is shown on the additional user
interface 216 to indicate that a player can play in tournaments of varying types (e.g., gold
players, a large number of players, a small number of players, time-based players, and the
like). In one embedment, a player is eliminated from the tournament and chooses to
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participate in a different upéoming tournament, wherein the player believes the chances are
better. This chance meter provides the player an idea of how lucky the gaming machine 200
currently is. One advantage of this is that when the meter is low, the player can determine
that the base game 202 is ready to go “hot,” and to keep playing. If the meter is very high,'
the player cam believe the gaming machine 200 is “hot,” and he should keep playing. In
some embodiments, this meter can take the form of a digital number, a linear gauge, a radial
analogue “speedometer,” a gauge or other gage that easily conveys the “luckiness” of the

gaming machine 200 currently or averaged over several games.

{0350] The data used to calculate the Luck Meter is provided by the base game play, or

a system game (run off the tournament server 140) played on the IVIEW interface 216. In
one embodiment, the data used is the wager amount, the win amount, and the theoretical
payout percentage for the entire pay table or each winning combination on a game. This data
was collected by the GMU 218 from the base game through standardized pmtoéols‘
(discussed above) supported by gaming machines 200 on the casino floor. Alternatively, this
data is collected by the back-end tournament or gaming server 140, accounting servers
(shown as 180 in Fig. 1), and player tracking (casino marketing servers shown as 140 in Fig.
1), and calculated in the back end tournament servers 140 for presentation to the [VIEW
interfaces 216 of the gaming machines 200.

[0351] Further, in oné..embodiment, a “Win Meter” is shown to the player to denote the
player’s frequency of winning tournaments.

[0352] With reference to Fig. 36, an example display screen 500 for tournament play is
shown according to one embodiment. In one embodiment, the display screen 500 is ._shov&%n to
the player on the IVIEW interface 216. In the embodiment of Fig. 5, play in a “pyramid
tournament” is shown on the display. The tournament includes a five-minute base game

tournament played against eight other players.

[0353] The overall goal of the pyramid tournament system is to encourage play;:rs to
maintain the tournament level so they can play for increasingly larger prizes. The players
want to have competition for a more immediate reward and at the same time post this same
tournament score to a longer running tournament for a bigger prize. This technique will force

players to keep coming back again if they want to keep moving up the pyramid.

{0354] In one embodiment of the pyramid-tyﬁe tournament, the player has a level associated
with their account. For simplification only, and by way of example, and not by way of
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limitation, in one embodiment, the levels_ include hourly, daily, weekly, and monthly
tournament levels. A new player starts as an hourly tournament player. The overall goal of
the pyramid tournament system is to encourage players to maintain their tournament level so
they can play for increasingly larger prizes.

[0355] In one embodiment, players try to win a spot in the top 10 list of players for an hour's
tournament. In order to post a score in the hourly tournament, players enter a five-minute
limited mini-tournament. Players do so at any time and instantly begin playing. When a
player selects the pyramid tournament game button to join, they are grouped with other
players that are also trying to post scores for the multiple levels of tournament prizes. In one
embodiment, all of the other scores displayed are players that recently finished their play
(making a new player always the last entry or nearly the last player into the tournament).
This is called an instant-close tournament engine run by the tournament server.

[0356] In another embodiment, 10 spots of a mini-tournament are populated with players as .
they start in real time, which could leave some tournaments undecided until the needed
number of players have entered. In one embodiment, this mini-tournament will have five to
ten entrants, and the winner will receive a small award for his play. This pnze is, by way of
example only, and not by limitation, raffle tickets, cash card reimbursements for further game
play, or other prizes. In one embodiment, there is no prize awarded apart from a satisfaction
by the player that he is a winner. In addition, in one embodiment, all players entering the
mini-tournament have the opportunity to have their score posted into their player level
specific tournament leader board. Any player’s score that is high enough to make the top ten
list for his individual level has his score added to that list.

[0357] Once a new player that has been playing for the hourly tournament is in the top 10
when the tournament ends, he is advanced to the next level daily. The players with the
highest score win the hourly progressive pot. In one embodiment, this pot is distributed
amongst multiple players in the top 10 or given entirely to the highest player only. Once a
player has advanced to the daily level he is now able to participate in the daily tournaments,
and all of his scores post there and optionally (casino configurable) down to lower levels. In
one embodiment, a player remains a daily level player for as long as he continues to post
scores in daily tournaments at least once every 365 days (casino configurable). In one
embodiment, the player need not win a daily tournament in that time frame. He just has to

play a mini-tournament and post a score. Even a losing score would renew the 365-day
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expiration time limit. If he fails to do this, he would drop back one or more levels and have
to win at the lower level again before playing in daily tournaments.

[0358] In one embodiment, there are multiple levels for the player to climb through to reach
the monthly level. The winners of the monthly level tournaments are invited back for a
special yearly tournament with a large grand prize. Players may advance or fall back

tournament levels for any marketing or mathematical reason the casino desires.

[0359] In one embodiment, a player has the player’s five-minute tournament score posted to
the current level the player is at as well as any of the levels lower than the current level.

This way, a player has a chance to still win the hourly, daily, weekly, and monthly prizes if
the player is a yearly level player. In other words, a specific tournament score can post
downward as well. In this embodiment, if a player wins a lower level tournament prize even
though the player is a higher-level player, the player does not advance levels. Other players
in the lower level advance however. For example, and not by way of limitation; a level four
player with a tournament score of 123,321 posts this scote to level one, two and three, as well
as level four (the current player level). If the player wins the level one (hourly) then the
playér can win the level one prize, but the player doesn't advance from level four to level five
because the player did not post a level four tournament score high enough to advance yet, or

the level four tournament has not concluded yet.

[0360] In one embodiment, when players advance from one level to the next, they do not
pass their score into that new level. This forces the player to come back again to post a score
at that level generating a repeat visit. This prevents a great tournament score in one lower

level from winning all levels up from the player’s current level

(0361] In one embodiment, a player plays with an alias, for example BK1832 verses the
player’s username assigned to the player card or account. In one embodiment, this name is
randomly chosen. Also, a city, state and casino name are shown on the tournament standings
board to create an inter-location or state rivalry. From home, in one embodiment, players
create a username/password/pin/alias to access account data including tournament

information as well as play from home where allowed by law.

[0362] In one embodiment, funding for prizes of the hourly, daily, weekly, and monthly
tournaments come from the games played on the additional user interface. A portion of each
$.01 played by a player on a system is distributed to the different prize pots or pools. In one
embodiment, other casino promotional funding of the progressive pots occur.
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[0363] In one embodiment, the casino is provided with several tools for configuring the
pyramid tournament system. The casino is able to set up different levels of play, percentage
of tournament entry fees that fund differing levels of tournaments; duration the player stays at
a particular level before dropping down; the number of players that advance to the next level;
the progressive increment rates for each level’s progressive pots and contribution events; the
length of time for the tournament; the minimum level of activity by the player; the minimum
tournament score achieved at specific times to continue; and whether or not tournament

scores post downward as well as to the player's current level.

[0364] With reference to Fig. 37, a block diagram illustrates a server 140 side player level
advancement process. In one embodiment, players of different levels compete in limited
entry five-minute base games tournaments for a prize. Each player’s tournament score is
posted to the level of progressive games that he is playing at the time for a chance to win at

that prize level.

[0365] With reference to Fig. 38, a flow diagram illustrates the steps performed in the system
to conduct the pyramid tournament according to one embodiment. At step 600, a player
chooses to play a pyramid tournament. At step 602, the tournament server checks for
whether the player has enough credits to play. If not, an “insufficient funds” message is
displayed at step 604. Otherwise, in step 606, the player is provided the opportunity to open
a hew tournament. If the player chooses to do so, then a new limited entry tournament is
opened, step 608. Othérwise, the player is assigned to a tournament that is already running,
and his account is decremented, step 610. The tournament server determines if more players
are needed for the tournament, step 612. If there are not enough players, step 614, then an
instant-close-engine in the tournament server assigns simulated players to the tournament, as
described below, step 616. The player’s ﬁrﬁe in the tournament and score are set to 0, step
618. Base game play is monitored, step 620, and the score is calculated, step 622. The
tournament score is sent to the relay server 142 for forwarding to other players, step 624. If
needed, more simulated players are added, step 626, whose scores are shown to all the
players along with the human players. '

[0366] The system checks for whether the player’s time in the tournament is up, step 628.
If not, the play continues at step 620. If his time is up, the additional user interface posts his
final score, step 630. The system checks for whether all scores have been posted, step 632.
If so, then the tournament is concluded in the database 160, step 634. A prize award occurs
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to the top ranked players, step 636. All of the players’ tournament scores are posted to their
specific pyramid level, step 638.

[0367] The system next checks for whether the pyramid tournament time is up for the
player’s specific tournament level, step 640. If not, then the player can play another 5
minutes to attempt to achieve a better score, step 642. Otherwise, if the time for the specific
tournament level is up, then the specific tournament level closes, step 644. A prize award
distribution for the specific level occurs, step 646.

[0368] Next, in step 648, it is determined whether a player’s score was good enough to
advance the player to a new level in the pyramid. If so, the player is advanced to the next
pyramid level, step 650, and all future scores for the player post at the new level, step 652.

In one embodiment, the player is required to return and play at the new level periodically in
order to maintain the level, step 654. The system checks for whether the level has expired for
that player, step 656. If not, then the player continues to play at the new level, step 658.
Otherwise, if the level did expire for the player due to the player's failure to periodically play
the tournament, then the player is decremented a level, step 670.

[0369] With reference back to step 632, of all of the scores were not posted to the server for
the tournament played by the player, the player is notified of tournament standings, step 680,
and given the opportunity to play in the same or another tournament, step 682. Later, the
player can again view his standings or statistics for the tournament, and any prizes are
automatically awarded to the player’s account after the tournament ends.

Instant Close Tournaments

[0370] In one embodiment, an instant close tournament engine (ICTE) allows for an
immediate or near immediate conclusion of a tournament game for a specific player. In one
embodiment, this embodiment is used with a limited entry tournament having a fixed number
of players playing for a prize, but it can alternatively work on other types of tournaments.
Normally when a player starts a limited entry tournament, the player can be anywhere from
the first through last player to play up to the maximum allowed number of players for the
specific tournament. The player does not necessarily know what number of player he is prior
to starting the tournament. For example, when a player is joining a ten-player tournament,
he is the first to ninth player to play, then the player normally must wait for the last player to
post a score in this specific tournament. The time to complete a tournament is unknown by
the first through ninth players. No one else may chose to play this specific tournament for
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another minute, an hour, a day or longer. This uncertainty to the conclusion of the

tournament creates player dissatisfaction.

[0371] With reference to Fig. 39, a block diagram illustrates data flow in a method for
providing an instant close tournament according to one embodiment. The ICTE executes in
the tournament server (140 in Fig. 1) and uses tournament scores posted by other tournament
players at an earlier time to more quickly conclude the currently running tournament. In the
ten-person limited entry example tournament discussed above, if the player is the tenth
player, then the player’s score is grouped by the tournament server 140 against nine other
players who played previously. The toumament server dynamically groups the player’s
toumament score against others who are playing identical tournaments. The ICTE keeps
track of all tournament scores posted for all tournament games 702 for each specific type of
tournament ordered by date played in a tournament history table 700 in the database (160 of
Fig. 1). These are the scores that are used by the ICTE to “fill out™ the specific tournament to
help end the toumament for the player who just started.

{0372] This filling out process can take many forms. In one embodiment, the ICTE pre-fills
all tournament positions prior to the player seeing his score on the ranked list of tournament
scores. This way, the player is always the last one to enter the limited entry tournament 702.
Alternatively, in another embodiment, the ICTE fills out the specific tournament 702
randomly or in some order fashion to emulatc many players simultaneously playing the

‘specific tournament 702.

[0373] There is a scenario where there are so many limited entry tournaments 702 that are
started that there are not enough prior tournament scores in the ICTE tournament history
database table 700 to complete the newly started L.E. tournament. In one embodiment, the
ICTE loops back around in the tournament history table 700 using an index pointer to keep
track of tournament scores that are delivered from the ICTE engine to the next specific
tournament 702,

[0374] In one example according to one embodiment, a player “Rick” starts a new
tournament on the date 6/19 at 1:23:01. The casino floor is very light, and very few people
are playing tournaments, so the tournament servers 140 or tournament engine pulls names
from the tournament history table 700 to help “fill-out” Rick’s tournament. The tournament
engine uses a current read index associated with the tournament history table 700 and begins

drawing names and scores out of the tournament history table 700 in order to assign them to
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the tournament 702 that Rick had started, as shown by the arrows in Fig. 7. Rick now has
players to compare against his score. If during this time a “real” player chooses to play the
same tournament as Rick, there will be one less “simulated” player and score to fully fill the

tournament.

[0375] In one embodiment, the I[CTE allows the player to design his own tournament 702.
By way of example, and not by way of limitation, options for the player are: How many
players he wants to compete against, how much the tournament costs, game speécific settings,
type of prizes, and the like. Game specific options, include, by way of example, and not by
way of limitation, individual base game tournament time or the number of levels or ro@ of
the game. .

[0376] In one embodiment, a player’s tournament score is grouped and ranked against other
players that created similar tournaments 702. When a player who paid for the specific
tournament 702 finishes the tournament 702, the score, time, and the player’s player identifier
are inserted into the tournament history table 700. The player's tournament score is also
posted to his speéiﬁc tournament record in the table 700. If the player wins his tournament, '
then the player is awarded any associated award. In one embodiment, players from which the
ICTE drew scores from the tournament history table 700 do not win a prize even if their

scores win the current tournament 702.

[0377] In one embodiment, the ICTE alternatively executes in the IVIEW interface 216.
A list of recent scores and player names stored in the IVIEW interface 216 is used. In one
embodiment, the names of players used by the ICTE are blocked and/or replaced with
alternate names drawn from a list of names, or randomly chosen names. This is to prevent
players from seeing the name of a friend or family member during the tournament. Scores

and locations are used in one embodiment instead of names and scores.

[0378] In one embodiment, a player is shown an indicator on the IVIEW interface 216 that
tells the approximate time left until the tournament concludes. In one embodiment, the
display is calculated by the tournament servers 140 by analyzing the current closure rate of
the tournaments 702. Various other data from a yield analysis or player marketing databases
is used to approximate the time until each tournament 702 will close. This gives the player
some guidance as to whether or not to wait to see the close of the tournament 702 or return at
a later time. Also, the player can use this information to decide whether this is a tournament

702 the player would like to enter now or choose another that may close sooner. In one -
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embodiment, each tournament 702 has an associated tournament velocity indicator to let the
player choose an appropriate one for him. '

Plasma Sign messaging for Tournament Leaders
[0379] In one embodiment, there are at least four messages that are sent to a plasma display

controller for a casino plasma display for a tournament. These messages allow the plasma
signs to show tournament leaders, and prizes for the tournaments. Message protocols for
display controllers or other servers are used as necessary for the particular casino’s
requirements. The messages used in this embodiment are:

1) TournamentWinStartNoStopNeeded.xml;
2) TournamentWinStop.xml;
3) TournamentLeaderboardUpdate.xml; and
4) TournamentWinStart.xml.

[0380] In one embodiment, the TournamentWinStartNoStopNeeded.xml message has
the following structure:

<Mxml version="1.0" encoding="UTF-8"?>
<Signage xmins:xsi="http://www.w3.0rg/2001/XMLSchema-instance” xslmonspmeSchmlmnm:‘BGSS@Mme.ud

- Checksum="0000">

<Eavelope>
<Source MessagelD="151" Name="Tournament Win" LocationID="TOURN100">
<TimeStamp SoarceTimeUTC="2005-04-21T16:18:00Z°/>
<Delivery DeliveryReceipt="fals¢* Securel og="true"/>
</Eavelope>
<Payload>
<Target Name="TOURNCO! WIN* Type="OncShotTxigger"/>
«<Command Name="Start” DataAction="Overwrite"/>
<Records FieldCount="8"> )
<FieldDefs Name="ToumamentID" KeyField="false" Type="Text" MaxLen="10" />
<FieldDefs Name="TournamentName"® KeyField="false” Type="Text" MaxLen="50"/>
<FieldDefs Name="CurrentPot" KeyField="false" Type="Text" MaxLen="20"/>
<FieldDefs Name="ToumamentClosingDateTime" KeyField="false” Type="Text" MaxLea="20"/>
<FieldDefs Name="EntryNumber” KeyFeld="trus" Type="Number* MaxLep="4" DefaultVai="0"/>
<FicldDefs Name="Name" KeyField="false” Type="Text" MaxLea="10"A
<FieldDefs Name="Score" KeyField="false” Type="Number” MaxLen="9"/>
<FieldDefs Name="Win" KeyField="false" Type="Text" MaxLen="20"/>
<Record>
<Field Name="TournamentID® Velue="100"/>
<Field Name="ToumamentName" Value="Hourly Pyramid Tournament"/>
<Field Name="CurrentPot® Value="150.50"/>
<Field Name="TournamentClosingDateTime" Value="2005-09-21T16:00:00Z"/>
<Field Name="EntryNumber” Vahie="1"/>
<Field Name="Name" Value="Playerl "/>
<Fleld Name="Score" Value="235000"/>
<Field Name="Win" Value="10,000"/>
</Record>
</Records>
</Payload>
</Signage>

[0381] In one embodiment, the TournamentWinStop.xml message has the following
structure:
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<%xml version="1.0" encoding="UTF-8"7>
<Signage xmins:xsi="http//www.w3,0org/2001/XMLSchema-instance” xsinoNamespaceSchemalocation="BGSSignMessage.xsd"
Checksum="0000">
<Eavelope>
<Source MessagelD="15]1" Name="Toumament Win* LocationID="TOURN100"»>
<TimeStamp SourceTimeUTC="2005-04-21T16:18:00Z"/>
<Delivery DeliveryReceipt="false” SecureLog="true"/>

<Payload>
<Target Name="TOURN001 WWIN" Type="RecurringTrigger*/>
<Command Name="Stop" DataActiog="Overwrits"/>
</Paylcad>
</Signage>

[0382] In one embodiment, the Tournamentl eaderboardUpdate.xml message has the
following structure:

<?xml version="1.0" encoding="UTE-8"?>
<l edited with XMLSpy v200S5 rel. 3 U (http/Awww.altova.com) by Ian P Firmimore (Bally Gaming + Systems) ~>
<Signage xmins:xsi="http:/’www.w3,0rg/200 I/ XMLSchema-instance" xsimoNamespaceSchemalocation="BGSSignMessage.xsd"
Checksunr="0000">
<Envelope>
<Source Message[D="150" Name="Toarnament Leader Board Update” LocaticnID="TOURN100"">
<TimeStamp SourceTimeUTC="2005-04-21T16:18:00Z" />
<Delivery DeliveryReceipt=" " Securelog="trae"/>
</Envelope>
<Puyload>
<Target Name="TOURNOO1LEADER" Type="DataTable"/>
<Commend Name="Updatc" DataActicnm"Overwrite"/>
<Records FieldCount="7"> :
<FieldDefs Name="ToumamentID* KeyField="false" Type="Text" MaxLen="10"/>
<FieldDefs Name="ToumamentName" Keyfield="false* Type="Teat" MaxLea="50"/>
<FieldDefs Name="CurrentPot" KeyField="false” Type="Text" MaxLen="20"/>
<FieldDefs Name="ToumnamentClosingDateTime" KeyField="false" Type="Text" MaxLen="20"/>
<FeldDefs Name="EntryNumber" KeyFicld="truc" Type="Number” MaxLen="4° DefauitVal="0"/>
<FieldDefs Name="Name" KeyField="false" Type="Text” MaxLen="10"/>
<FicldDefs Name="Scare" KeyField="false" Type="Number" MaxLen="9"/>
<Record>
<Fleld Namne="ToumamentiD® Value="100"%
<Field Name="TournamentName" Vahe="Hourly Pyramid Tournament"/>
<Field Name="CurrentPot" Value="150.50">
<Ficld Namea"ToamsmentClosingDateTime® Vatne="2005-09-21T16:00:00Z"/>
<Ficld Name="EntryNumber” Value="1°/>
<Field Name="Name" Value="Player}"/>
<Field Name="Score" Vahe="235000"/>

<Field Name="ToumamentID" Valoe="100"/>
<Field Name="ToumameatName" Value="Hourly Pyramid Toumament"/>
<Ficld Name="CumrentPot” Vaine="150.50"/
<Field Name=""TournamentClosingDateTime" Value="2005-09-21T16:00:00Z"/>
<Fleld Name="EntryNumber” Value="2"A>
<Field Name="Name" Valoe="Playe2"/>
<Field Name="Score" Value="205000"/>
</Record>

<Field Name="ToumamentID" Value="100"/>

<Field Name="ToumamentName" Value="Hourly Pyramid Toumament"/>
<Field Name="CurrentPot* Valne="150.50"/> |
<Ficld Name="TournamentClosingDateTime" Value="2005-09-21T16:00:00Z"/> ‘
<Field Name="EntryNumber" Value="3"/>
<Field Name="Name" Value="Player3"/>
<Field Name="Score" Valae="185000"/>

<Field Name="ToumamentD" Vale="100"/>

<Field Name="TournamentName® Value="Hourly Pyramid Tournament"/>
<Field Name="CumentPot" Value="150.50"/>

<Field Name="ToumamentClosingDateTime" Value="2005-09-21T16:00:00Z"/>
<Field Name="EntryNumber" Value="4"/>

<Field Name="Name" Value="Playetd"/>

<Field Name="Scare® Value="125000"/>
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<Fleld Name="ToumamentID" Value="100"/>
<Field Name="TournamentName* Vaiue="Hourly Pyramid Toumament"/>
<Field Name="CurrentPot" Value="150.50"/>
<Field Name="ToumamentClosingDateTime" Value="2005-09-21T16:00:002°/>
<Field Name="EatryNumber” Value="5"/>
<Field Name="Name" Valuc="Player5*/>
<Ficld Name="Score" Value="108000"/>
</Record>

</Signage>

[0383] In one embodiment, the ToumamentWinStart.xml message has the following
structure:

<?xml version="1.0" encoding="UTF-8"?">
<Signage xmins:xsi="http://www.w3.01g/2001/XMLSchema-instance” monpmSchmﬂmhnm‘BOSSlgnMasngwd
Checksum="0000">
<Eavelope>
<Soarce MessagelD="151" Name="Toumament Win" LocationI[D="TOURN100"/>
<TimeStamp SourceTimeUTC="2005-04-21T16:18:00Z"/>
<Delivery DeliveryReceipt="fake" SecurcLog="true"/>
</Envelope>
<Paylcad>
<Target Name="TOURNOO! WWIN" Type="Recurring Trigger"/>
<Command Name="Start" DataAction="Overwrite"/>
<Recards FieldCount="8">
<FieldDefs Name="TournamentID" KeyField="false" Type="Text" MaxLen="10" />
<FieldDefs Name="ToumamentName® KeyField="false” Type="Text" MaxLen="50"/>
<FieldDefs Name="CurrentPot” KeyFicld="false’ Type="Text’ MaxLen="20"/>
<FleldDefs Name="ToumamentClosingDateTime" KeyField="false” Type="Text" MaxLen="20"5
<FieldDefs Name="EntryNumber" KeyField="true” Type="Number” MaxLen="4" DefaultVal="0"/>
<FieldDefs Name="Name"® KeyField="false" Type="Text" MaxLen="10">
<FieldDefs Name="Score" KeyField="false" Types"Number" MaxLea="9"/>
<FleldDefs Name="Win" KeyFicld="fats¢" Type="Text" MaxLen="20"/>
<Recard>
<Field Name="Tournament[D° Value="100"/>
<Field Neme="ToumamentName" Value="Hourly Pyramid Tournament"/>
<Ficld Name="CurrentPat® Value="150.50">
<Fleld Name="TournamentClosingDateTime" Value="2005-09-21T16:00.00Z">>
<Field Neme="EntryNumber” Value="1"/>
<Field Name="Name" Value="Playerl "/>

<Field Name="Score" Value="235000"/>
<Field Name="Win" Value="10,000"/>
</Record>
</Reconds>
</Payload>
</Signage>
Raffle Games

[0384] In a preferred embodiment, eGameCash is used to purchase Raffle tickets, and for the
specific implementation of picking a winner without using a random number generator.
Notably, there are several different Raffle types, non-limiting examples of which are
described below. First, in a Limited Entry Raffle, only a set number of raffle tickets are
“sold.” Once all of the tickets are sold, the raffle is begun. In this scenario, there can be a
single winner or multiple winners. Advantages of the Limited Entry Raffle include the
ability to have huge prizes with no risk on the part of the casino. Additionally, the Limited
Entry Raffle enables the ability to have many levels of faﬂ:‘les (e.g., smaller pots that would
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end quicker). This would allow players to play some games, eamn eGames or eGameCash,
enter raffles, and view the results in a single day or even in several hours.

[0385] Next, in a Progressive Timed Raffle, the raffle is seeded with a small to medium
amount of money and some additional money is added for each ticket purchased. At a set
time, the raffle is held and a winner(s) are decided. The advantage of a Progressive Timed
Raffle is that the progressive pots can get very big and cause a frenzy of play. Raffles can
have multiple different progressives running so that some end hourly, daily, weekly, and the
like. This enables players to have at least some of the raffles end during their trip.

[0386] A Limited Entry Prize Raffle uses the same mechanism as a Limited Entry Raffle
except a prize, or prizes, are awarded instead of cash. The prizes can fange from small values
($50 - $100) to very large. Yet another type of raffle is a Progressive Timed Prize Raffle.

An example of a Progressive Timed Prize Raffle is progressive poker. The players enter the
timed raffle and as more players enter, the prize gets bigger and possibly more prizes are
added. ' ’

- [0387] Finally, yet another type of raffle included herein is a Progressive Raffle with a

Guaranteed Payout Amount. This type of raffle has a known upper limit. In one non-limiting
example, the raffle drawing starts sometime after a lower limit and before it reaches the
maximum value (e.g., a maximum value of $150,000 and a minimum value (not disclosed to
players) of $100,000). The actual value that the drawing would occur ﬁt would be pre-
selected and when enough tickets are bought to push the progressive past that point the -
drawing would be held. The drawing value could be preset by human or pre-selected in a

non-random way by the server, and thus, hidden from human knowledge.

[0388] Notably, one overall advantage of raffles is that the number of tickets does not matter.
If the tickets cost one unit of e<GameCash each, then there can be a tournament with 10
players that awards 15 tickets instead of 10 tickets, but only increases the progressive as if 10
tickets had been purchased.

Acquiring Raffle tickets
[0389] For each raffle, there are several different ways that a player can purchase raffle
tickets. After the player selects the raffle they want to eater they can choose from the
possible ways to get tickets. These include a Straight Purchase or a Ticket Tourney. In a
straight purchase, players select home tickets they want to buy and exchange eGameCash for
the tickets. In a ticket tourney, the players pay the cost of one ticket for the raffle they want

103




18 May 2012

2012202948

to enter. The players then play a base game tournament. The winner (or alternatively the
first and second winners) wins all of the raffle tickets and possibly more than the 10
deposited by the players.

Determining a Winner

{0390] In another aspect of a preferred embodiment, Raffle tickets are coded to include
identifying information. Specifically, as players purchase or win Raffle tickets, the tickets
are added to a table for the specific raffle. In one non-limiting example, each ticket has two
pieces of information associated with it: a raffle ticket number and a player identifier for the
player that owns this ticket. The raffle ticket numbers need not be unique. In one
embodiment, the raffle ticket number is a timestamp based on the time the player purchased
or won the ticket.

[0391] In one preferred embodiment, a winner of a raffle is identified without a random
number generator. One non-limiting example of a systematic method for determining a
winner of a raffle without using a random number generatbr is shown below. This technique
is likely to limit the need to have software certified by regulatory agencies because the
winner is chosen by certifiable code that is already in the casinos, namely the base game

software.
1) Provide a list of raffle tickets (e.g., 1000)

2) At a point when the raffle is ready to be awarded, a timestamp is taken from
the server and the number of raffle tickets are modified (e.g., add one so it is a number
between one and the number of tickets). This provides a starting point in the list of tickets.

3)-  Utilize an array of steps. In one non-limiting example, the mathematical
constant pi is used (i.e., 3.1415962...). Preferably, the array would have fifty or sixty
numbers in it. In one embodiment, the starting place in this array is selected using the same
method as is used to select the starting place in the ticket list.

4) From the starting point in the list of tickets, step down (looping to the top
when we reach the bottom of the list) by the first number in the STEPARRAY. That ticket is
now declared a losing ticket. Next, step down by the second number in the STEPARRAY
and declare that ticket a losing ticket. When stepping, only count tickets that are still winning
tickets. Tickets that are losing tickets already do not count as steps. Each time a ticket is
marked as a losing ticket, a count is kept until the count equals the list length (i.e., the total
winning positions available).
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5)  When the end of the STEPARRAY is reached, loop back to the beginning and

continue.

6) When there are the same number of winning positions remaining in the list as
there are winning prizes, continue at that same point but begin to award the prizes to the
remaining tickets from littlest prizes to grand prize.

[0392] Alternate formulae may be used to determine a Raffle winner using the base game
monitored variables combined in various ways. Similar math techniques like those used with

the base game tournaments can also be used to calculate a winner.

[0393] In still another preferred embodiment, a winner of a raffle is identified with a random
number generator. Specifically, in this winner selection technique, the winner is selected by
having the database system randomly pull one or more raffle ticket numbers from the specific
raffle and then award the prize to the specific player(s) mentioned on the ticket.

[0394] Raffle tickets can be purchased by groups of players as well. In one example, a player
decides which group to enter when purchasing tickets, or the player may automatically be
assigned a group by the casino. If a winning ticket(s) is drawn from one group then the entire
group would split the prize either evenly or weighted to the amount of tickets each person had
in the raffle at the ticket draw time. If there are a finite number of prizes, (e.g., show tickets)
then the prizes are givenAto the people who entered the most tickets in the group that won. If

* the raffle prize is evenly divisible (i.e., cash) then the pnze is split between the players using

whatever split rules the casino desires.

IVIEW Interface System Gaming Platform

[0395] With reference to Fig. 40, a block diagram illustrating components of a circuit board
containing a unified IVIEW interface 216 and GMU (or player tracking user interface),
according to one embodiment, is shown. The board of this embodiment has all of the
hardware features to function as an electronic gaming device. In one embodiment, an
external pointer/navigation device and/or pin pad is used in lieu of a touch screen input

device.

[0396] In one embodiment, a trusted platform module (TPM) 4002 is used as an extra
security chip based on industry standards, which enables users to store digital signatures,
passwords, software authentications and encryption data in one secure repository. Endorsed
by the Trusted Computing Group standards Orgahization, the TPM 4002 provides businesses
with protection for sensitive information. The TPM 4002 ensures that the gaming software
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has not been tampered with. An advantage of this is that gaming outcomes can be
determined on IVIEW interface 216, or other client device using a TPM 4002, to reduce the
load on system gaming servers 140. This means a random number generator (RNG) can
reside on the IVIEW interface 216 verses the servers.

[0397] With reference to Fig. 41, a block diagram illustrates components of one embodiment
of an IVIEW interface 216 with GMU functions merged into IVIEW interface 216, thereby
obviating the need for a separate GMU 218. In one embodiment, Ethernet-IP based card
reader 212 can be used in lieu of serial or USB card reader 212. In one embodiment, the card
reader 212 can be a magnetic strip or smart card type. In'one embodiment, a sound mixer
4202 is included to mix sound signals from both the IVIEW interface 216 and the base game
202 for a set of speakers 4204. In an altemative embodiment, the sound mixer 4202 is not
needed if the IVIEW interface 216 has its own speakers.

[0398] With reference to Fig. 42, a block diagram illustrates components of a base game 202
according to another embodiment in which the base game 202 includes functionality of both
the IVIEW interface 216 and the GMU 218, thereby obviating the need for a separate [VIEW
interface 216 and GMU 218. A combination base game display and web protocol browser
4208 is included in order to display both base game 202 play, and system game play (in the
browser portion).

[0399] With reference to Fig. 43, a block diagram illustrates components of a client system
that is GMU 218 based. All functions of the client system are centered around the GMU 218,
which functions as a hub for the components of the client system. The base game 202,
IVIEW interface 216, card reader 212, and the like, are controlled by the GMU 218 to which
these components connect directly. An Ethernet connection connects directly to the system
gaming server 140. A printer 4302 is further included to print tickets, vouchers, and the like.
Further, in one embodiment, a game administration computer or terminal 4304 is directly
connectable to the GMU 218, by way of example, and not by way of limitation, a serial or
USB connection.

[0400] Table 13, by way of example, and not by way of limitation, lists some messages that
are exchanged between the IVIEW interface 216 and system gaming server 140 according to
one embodiment.

| Ver | Name | Purpose | Parameters |  Return
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Ver Name Purpose Parameters Return
1.0 SGS_PlayerCardInserted ﬁzymmm;ﬁzfm PlayerCardId HasCash
20 any eGameCash. Returns PlayerNiCkname
Player Id, Level 14, Pid
Tournameat Id, Scheduled
Toumament 1d. EGameCredits Levelld
STId
eGameCredits
Status Code
1.0 SGS_PlayerCardRemoved | EGameCreditsare addedback | PlayerCardId Status Code
20 0 the player ooount EGameCredits
XX SGS_GameOver Retums player score aad PlayerCardld HasCash
Mﬁﬁ?ﬁ Gameld Status Code
cGameCah played. PlayerScore
Amount Played
1.0 SGS_eGameCashOut ‘e‘é‘;’_j’xz’:"’m@“‘ his s o | PlayerCardld ServerAmount
be transferred to the Base
Game. Note, cnly the
eCameCash won from
tournameats will be seat.
EGameCash an the IVIEW
will remain.
: Casino Consale should
1.0 SGS_knit Yo A Status Code
2.0 startup and returns
haltion sett
2.0 SGS_RegisterGMU Once a comnection is Casino Id Site Id
GMU regson dam s seu | Game Serial # Status Code
to the Game Server Game Id
Pay Table Id
Base %
GMU Time
GMU Id
20 SGS_PlayerLogin Flayer Tracking card is Player Card Player 1d
speciﬁc'm farmsion | Number Player Status
the ‘l’:"gﬂ“’ .‘r’me gam;s eGameCredits
ii.‘.’.d.‘ oo pRyE Game Results
url
Games url
2.0 SGS_PlayerAuthentication 5'{,’,‘2‘.;;“’;‘.,‘22’5'2““.?.: Player Id Status Code
| toplay a System Game. Player Pin number
20 SGS_LoadGame Game o load, get its settings, | Sjte Id Pay Table
ey b, doms alebe: | Game Id Denom Table
Player Id Max Bet Table
Game Settings
2.0 SGS_BaseGmAmountPlayed | Opce the Base Game Handle | player Jd Player
mﬁfﬂf l}rﬁ:'ahMb Amount played eGameCash
eGameCash is returned. Status Code
1.02.0 | SGS_BeginGame System Game is to begin. Site Id History Id
‘ Game Id eGameCredits
Player Id Used
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Ver ~ Name Purpose Parameters Return
Tournament Id STId
Toumament Type
Id
eGameCredits
Played
Denom Played
STId
1.02.0 | SGS_EndGame F‘fm;': has finished sorepat | Seore url for show
Historyld results
Site Id Player buckets
Game Id
Player Id
Scheduled Tourn Id
?Amount Won?
20 SGS_XFromEGameCredits | Comart cOuncCrodits to
2.0 SGS_XToEGameCredits Scm or cash to
20 SGS_GetGameSettings This mothod ellows any game | Site Id XML string of
s o fome | IVIEWID, all game
server prioror during play. | Game Id, specific
Mode Id, configuration
Player Id data for the
particular
chosen game.
1.0 CM_SaveGameState Allows game to save stat Any string
1.0 CM_RestoreGameState An"‘: &“m"‘m““” GamelD Saved string
1.0 CM_Message Message Event
CMGDRGameMessages
1 (messages £rom
game)
GetSystemSettings,
GetGameSettings,
GetPayTable,
GameBegin,
GameEnd,
ShowResults,
MenuPressed
GetGameOutcome() ;
GetRandom()
CMGDKSystemMessag

es

(messages to
Gane)
PrimaryGamestart,
PrimaryGameEnd,
GameBeginResponse,
GameEndResponse,
BalanceUpdate,
TakeScore,

Load,

Show,

Hide,

BExdt,
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Ver Name Purpose Parameters Return
‘ ' Pause,

GetGameSettingsRespon
g:t':mtemSeCtingsResp
anse,
GetPayTablaResponse,

1.0 CM_MessageHandler Message delegate.

1.0 CM_GetProperty Retrieves a property String property tag

2.0 4

Table 13: Sample Messages Exchanged Between The IVIEW Interface And System Gaming
Servers

Player Login

[0401] In one embodiment, complete user registration occurs at the IVIEW interface 216, a
web portal, kiosk, casino registration desk, electronic transfer from third party authorized
sites. The PIN and/or username and password are created at this time to authorize
transactions to the player’s account. In one embodiment, player demographic information is
collected at registration time to help target the player with advertisements, mailings, gamé

recommendations, promotions, and the like.

[0402] As discussed above, playing system games can be for registered or unregistered
players (carded and uncarded, or players with or without usemnames/passwords). In one
embodiment, uncarded or unregistered players have fewer features available to them. For
example, and not by way of limitation, the player is able to accrue eGameCash on the IVIEW
interface 218, but is not able to save the earned eGameCash to an account for later access
unless an account is created at the IVIEW interface 218 device. In another embodiment, a
ticket can be printed with temporary account information to allow the uncarded player to save
earmed eGameCash, cash winnings, and a game state regarding a game the player was
playing. In one embodiment, any account meters for uncarded players are able to play
subsequent players whether carded or not. In yet another embodiment, the uncarded player’s
account meters are automatically decremented to zero after a period of time of inactivity by a
user, or base game cash out. In another embodiment, the uncarded player’s account meters
can be given to carded players in the form of eGameCash as described herein with respect to

the eGameCash accrual engine.

[0403] A player can login into the system gaming server 140 in several ways. In one
embodiment, access is prohibited to certain activities unless the proper player can be
authenticated so the player’s gaming activity can be tracked. In one embodiment, the login
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process requires something the player has in his possession and something he knows. In one
embodiment, the player is able to browse the games and rules without a player card inserted
as an inducement to become a carded player by seeing the exciting gaming products
available. Some system games are playable by registered players, but games that award their
prizes at a later date are blocked for unregistered players according to one embodiment (e.g.,
tournaments, raffles, and sweepstakes). This is because winnings in this embodiment are
awarded to a specific player or player’s accounts, and these accounts do not exist for
unregistered players.

(0404] In one embodiment, when a carded or registered player wants to play, the player is
asked to insert their magnetic card or smart card into the card reader 212. After successful
PIN entry, or biometric entry, the player is authorized against casino market place and system
gaming servers 140 and 180, and if the account is valid, the player is authorized to begin
playing at the system gaming site. Inactive accounts are terminated by the casino after some
period of time in one embodiment. In one embodiment, accounts are put on hold until the
user consults with an attendant or customer service agent as an aide in getting players
attention and action regarding some issue. Players can also enter a username or alias and
password by which to gain access without the magnetic card or smart card. In one
embodiment, biometric devices are used in combination with a username and/or password to
gain access to a player account at an IVIEW interface 216 or other system gaming client
devices, or web portals. '

[0405] In one embodiment, temporary cards are freely given to uncarded players for the
player to accrue eGameCash and bonus points, even though the player has not gone through
the registration process at a web portal or registration desk. In one embodiment, a player is

. asked to enter a PIN or password at card insertion time, or prior to system game play. In one

embodiment, the unregistered players are not able to cash out any system game winnings
until a full registration takes place. This rule is casino configurable. These temporary
accounts accrue eGameCash to play system games. In one embodiment, a player is able to
cash-out their winnings with temporary cards if the system allows. Cash-outs can transfer
credits to the base game and/or special tickets can be printed describing the cash or prize
ticket. In one embodiment, the printing of tickets is supported by system printers attached to
the GMU 218, or printers attached to the base game 202, The SAS 6.0 or BOB Protocol

support printing cash vouchers to enable print outs that do not originate from the base game
202 themselves.
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[0406] In one embodiment, temporary accounts can be given to a player by the use of a ticket
that is printed with a code number that references a specific unnamed account in the system
gaming server 140. This ticket is reinserted into bill acceptors on the gaming devices 200,
scanned with an optical scanner at gaming device 200, or manually entered into the IVIEW
interface 218 to gain access to this account. '

[0407] Several different methods can be used to allow an uncarded casino player account-
based access to system gaming features. Current systems typically require each piaycr to
have an account on the system for players to take advantage of club membership. This
account is used for individual identification and accrual of points, awards, or other incentive
or loyalty program items.

[0408] There is difficulty in offering these programs to players who have not been registered
or enrolled in these programs prior to their playing slots. In one embodiment, the system
detects the uncarded player who has been given a temporary account, identification number,
and instrument for notifying the system of their presence at a game machine 200.

[0409] In one embodiment, the uncarded player is asked by the IVIEW 216 if they would like
to play these system games and if they are willing to have a temporary account created for
them. Upon acceptance, the system uses a ticket printer to print a bar-coded ticket having an
identifier denoting the ticket as a player ID ticket (and not a ticket redeemable for cash),
along with the player’s newly generated ID number.

[0410] The playér can then identify themselves by inserting this ID ticket into a slot’s bar-
code enabled bill acceptor which will notify the slot system of the player being present at the
game (via the player ID on the ticket bar-code). At this point, the system may reject the ticket
from the bill acceptor for the player to reuse at another gaming machine 200. In this case, the
player’s session is closed based on either & lack of play on the gaming machine 200 for a
predetermined period, or, the player can close the session by pressing & button on the IVIEW
interface 218. : '

(0411] Tn one embodiment, the ticket is stacked in the bill acceptor stacker and a copy is
printed by a game ticket printer at the time the player wishes to leave the game (as signaled
by their pressing a button on the IVIEW interface 218). One additional feature in this
embodiment is that a message is sent to an employee notification system (i.e., slot host
pager), telling the host to retrieve the automatically printed magnetic strip card (magcard)
from the promotions booth to give to the player at the requested slot for a mofe convenient
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identification method. In this embodiment, the player may still use their printed ticket while
waiting. Alternatively, the player is instructed on where to pick-up their automatically
generated magcard. In one embodiment, the player is also given a password or PIN for use at
a kiosk used for printing magcards.

[0412] With reference to Fig. 44, a component and data flow diagram illustrates the data flow
in the system for biometric authentication of a player. In one embodiment, biometric devices
are used in addition to, or in lieu of, any tangible item that the player has or is given to
uniquely identify that person. Biometric devices include, by way of example, and not by way
of limitation, fingerprint devices, handprint devices, voice recognition, hand writing analysis,
facial recognition, retinal scan, DNA scan, thermal scans, and the like. In the embodiment, of
Fig. 44, a smart card 4500 also has the biometric input device included with the card.
Biometric data 4502 stored in the card itself is compared with the input from the biometric
input device when inserted or connected wirel&ésly to the card reader 212 for the gaming
device client 4400.

[0413] In another embodiment, the biometric input device (e.g., fingerprint, eye, or image
scammer) is part of, or connected to the gaming device (which in some embodiments
comprises an IVIEW interface 216), player-tracking unit 212, or separate device 4508. In
one embodiment, the biometric data to which the biometric input is compared is a remote
third party trusted biometric registry, such as Verisign®, a bank, or the U.S. Government,
4510. The input is sent to the trusted registry 4510, along with a user ID, and for example, a
password, and the trusted registry sends back an answer as to whether the biometric data
matches. Biometric is digitally encrypted with a public/private key cryptographic process
prior to sending to any remote server. In one embodiment, the biometric data is sent as hash
or other encrypted data that uniquely identifies the raw biometric data. In another
embodiment, instead of using a third party trusted registry 4510, the casino has its own
biometric database 4512.

[0414] In another embodiment, a personal computing device 4400 includes the biometric
reader 4508 that compares biometric input against a local biometric database 4509, or a
remote biometric registry 4510 to approve gaming activity. Further, one embodiment,
electronic funds are transferred into the gaming device 4400 or gaming server 140 using a
secure wallet 4511 to allow game wagers or credit purchases to occur.
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[0415] Biometrics are helpful at remote gaming locations and with wireless devices to help
with the age and person identification of the player for regulated gaming markets and
products. Periodic biometric scans are required in some embodiments during play of a game
to ensure the authorized person is actually playing, and not another substituted person. At
registration time a biometric scan take places for an individual, and the data representative of
the biometric scan is to be stored in a secure database associated with the player account.
User age or birth date is entered into the database so as to create a jurisdictionally compliant
gaming system per player and per access point to the system gaming server 140. In one
embodiment, this registration takes place at any casino or government approved registration
location. Casino per;sonnel or government-approved personnel take the registration data from
the player and authenticate the player’s various forms of identification. Age and/or
biometrics are checked for whether they are associated to the one person. In one
embodiment, registration kiosks are used in combination with or alone without extra
personnel required in the process.

[0416] In one embodiment, a temporary carded player is allowed to accrue eGameCash and
play. A cash-out by these players is not allowed until full registration is performed by the
player. These cards are freely handed out on the casino floor for players allowing them to
play anonymously until they want to cash-out. The goal is to tease the player into becoming
a carded player.

[0417] Simultaneous play by family or group members using the same card number or player
account is allowed by the casino in one embodiment. These accounts all accrue eGameCash

to the same account, and these players can play as a group against other groups.

[0418] With reference to Fig. 45, a block diagram illustrates components of an alternative
embodiment for a client gaming device 4400 to play system games. In this embodiment, a
geo-location device 4402 is used to locate a specific player for regulatory and other purposes.
Geo-location techniques that can be used include by way of example, and not by way of
limitation, IP address lookup, GPS, cell phone tower location, cell ID, known Wireless
Access Point location, Wi-Fi connection used, phone number, physical wire or port on client
device, or by middle tier or backend server 180 accessed. In one embodiment, GPS 4402 and
biometric 4404 devices are built within a player’s client device 4400, which in one
embodiment, comprises a player’s own personal computing device 4400, or provided by the
casino as an add-on device using USB, Bluetooth, IRDA, serial or other interface to the
hardware to enable jurisdictionally compliant gaming, ensuring the location of play and the
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identity of the player. In another embodiment, the casino provides an entire personal
computing device 4400 with these devices built in, such as a tablet type computing device,
PDA, cell phone or other type of computing device capable of playing system games.

[0419] In one embodiment, different features of the system game system are enabled or
disabled depending on the jurisdiction and/or the identity of the player who is accessing the
system. For example, skill games only may be played in some jurisdictions for any person.
Or skill predominate games are available for minor players in other jurisdictions.

[0420] Other jurisdictions limit the types of prizes that can be won. For exampie, a
jurisdiction does not allow gift certificates. The system game servers have the capability to
prevent these types of awards and provide alternate awards that are compliant with local,
state, federal, and international law.

[0421] Other jurisdictions require prizes not to be shipped into their jurisdiction. The system
game server prevents prizes from being mailed into these jurisdictions. Further, various
wagcr/payout restrictions are enforced in specific jurisdictions, such as Texas, where the
player can only play for prizes and cannot win in excess of $5 or 10 times the wager amount
whichever is less. Some jurisdictions limit the size of wager for a game. Other jurisdictions
limit the amount of win per game or payline. The system game server 140 manages this
regulatory compliance, including by using the above-mentioned geo-location techniques to
determine the location and identity of a player. '

[0422] New wagers or game plays, are blocked by the system game server 140 under certain
circumstances according to one embodiment. By way of example, and not by way of
limitation, an individual game will not provide the option for the player to bet more than the
maximum number of credits or cash allowed. In another embodiment, a maximum wager is
set for a player per gaming session, or for a specific time period. In another embodiment, the
list of available games is modified. In another embodiment, credit purchases are blocked at
certain times, or after certain limits have been reached. In another embodiment, the number
of games playcd in a time period is controlled. In another embodiment, the player is stopped
after reaching a threshold for losses in a period of time. Player demographics, such as age,
sex, and player group can block new credit wagers. Further, parental or master account
restrictions on a child or sub-account can block wagers.

[0423] Further, in one embodiment, the system gaming server 140 automatically reconfigures
for a certain player in a certain jurisdiction on a specific type of gaming device. Content and
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game server 140 modifications can include, by way of example, and not by way of limitation,
modifications are made to dmency converters, currency purchase options, game selection
options, game configurations, skill or chance game options, denominations of play, size of
wins allowed per jurisdiction, maximum credits allowed, minimum cost to play, cost of
credits, advertisements seen, third party services available, third party gaming sites available,
speed of play for games, bonus rounds available, bonus games available, progressives
available, available promotions, available prizes, and prize types.

[0424] In one embodiment, player registration occurs at a web site or a physical site or
registration terminal (username, password, PIN, player card, and the like, and other player or
group specific information created at this time). In one embodiment, this registration occurs
at a casino’s player club registration desk, but can occur using any gaming or non-gaming
device capable of collecting registration data with or without operator assistance.

[0425] In one embodiment, responsible gaming limits setup is performed during registration.
(A player and/or casino associates one or more of the above-discussed responsible gaming
limits with this registered account.) '

[0426] In one embodiment, parental controls are entered for the account. If the account is for
a child, child account limits are setup. In one -embodiment, by way of example, and not by
way of limitation, these rules limit the types of games, amount of money spent playing
games, amount of purchases, time spent playing or doing other activities in a system game,
what services are available for the player, and which currency conversions are available by

the player. Parental controls can be entered at any time during or after registration.

[0427] In one embodiment, if player desires to play regulated games on non-regulated
gaming devices, in non-monitored locations, and/or at Internet accessible web portals, then
the player provides biometric data at a government or casino approved biometric registration
site that requires the player to be physically present. Identity of the player is checked by
approved personnel with one or more photo identifications proving age, name, and address of
the player. The pl_ayer’s biometric identity is maintained in the database 160 associated with

_ the player’s birthday, name, and other demographic or address information. . If registration is

performed at a casino, then this biometric data can be directly associated against the unique
player identifier that includes, for example, username or player club card number, and the
like. If the biometric registration occurs at a third party registration site, the data is associated
with a unique user identifier (user ID). In one embodiment, a biometrically registered user is
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provided a new government issued or approved card, or a casino approved smart card ID
capable of storing all types of data including biometric data in secure memory within the
card. Other smart cards can be used as long as they contain biometric data, or authorize
secure access to a recognized database oontainihg biometric data. In another embodiment,
the IVIEW interface 216, or other client gaming device, has a secure biometric repository
contained within it, such that, at any time the gaming software executing therein can
authenticate the player against this local biometric repository. For exemple, in one
embodiment, a cell phone carrier registers and manages the biometric data, either in a remote
database or in the cell phone’s secure memory. In one embodiment, the smart card used is
the national Biometric ID smart card authorized by the U.S. Congress in 2005.

[0428] In another embodiment, a player accesses an approved gaming portal on an approved
or non-approved gaming device. For example, and not by way of limitation, an example of

an improved gaming portal is www.games.harrahs.com.

[0429] In one embodiment, the system logs the IP address and other geo-location specific
data for client gaming devices. As discussed with respect to Fig. 44, geo-location is
accomplished in one embodiment by a GPS device 4402 that is provided to the player by the
casino, or by a third party regulatory agency. In another embodiment, the GPS device 4402
is embedded in the gaming client device 4400 as provided by the manufacturer. In one
embodiment, geo-location is gathered by detecting the cell phone tower used by a wireless-
type gaming device client 4400. The system gaming server 140, or third party cellular
location service, uses the cellular tower location being used by the wireless device to
determine the location of the device 4400. In one embodiment, geo-location of the gaming
device client 4400 can also be accomplished by detecting for known wireless access points
(WAPs) being used, or if a wireless device uses a certain wireless protocol and frequency
then the system can determine the location of the player due to the limited range of certain
types of wireless protocols at certain locations. For example, a Bluetooth connection has a
30-foot range from client device being used by the wireless client 4400, or, 802.1A/B/G
networks have approximately a 300-foot range. In one embodiment, the geo-location method
uses the dialup access number and a caller ID reader to determine the area code and phone
number from which a player is playing. This area code can provide the graphic location of
the gaming device. The geo-location data is associated with the specific player for the
specific gaming session on the specific gaming device 4400 for a determination of options, or
whether the player is allowed to play a system game at all.
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[0430] In one embodiment, gaming content and configurations are dynamically modified ’
depending upon the web portal, wireless access point, and/or device used, to gz{m access to
the system gaming server 140. Modifications include, for example, not by way of limitation,
the different games available. In one embodiment, non-approved gaming device 4400 require
gaming outcomes to be determined on the server 140 for chance based games, while
approved secure devices allow gaming outcomes to be determined on the client device 4400.

[0431] In znother embodiment, skill-based game outcomes can be determined on the client
device 4400. These game outcomes are securely sent to the system gaming server 140 using
HTTP protocol. Digital Certificate authentication by third party certificate authorities, for
example, and not by way of limitation, Verisign®, or local casino-based certificate
authorities, can ensure the client device is communicating to the proper system gaming server
140. In another embodiment, the gaming content is automatically localized for the
appropriate language used after used the above described geo-location techniques.

[0432] In another embodiment, game parameters are modified based upon player specific
attributes, which include, by way of example, and not by way of limitation, the player’s
demographic information, player club level, or other player specific or group specific data. In
another embodiment, data collected by the yield analysis engine is used. Game server site
parameter modifications include actual reconfiguration of the system gaming servers. For
example, and not by way of limitation, in one embodiment, the player is pointed to a different
web location managed by the system gaming server 140, and/or reconfiguration data is
moved to the client gaming device 4400 so that reconfiguration occurs in the client-by-client
side software. '

[0433] With reference to Fig. 46, in one embodiment, a network diagram illust:réting
components of the system game network illustrates in which system game scrvms 140 and
180, have multi-site with multi-sub-site capability. In one embodiment, each site is assigned
a specific currency. With reference to Fig. 47, in one embodiment, the casino system gaming
network is a multi;level casino network design, with the bottom layer including casino floor
gaming machines, and the middle level including a casino service layer, and a top layer

including an enterprise server layer.

IVIEW Interface Software And Hardware

[0434] In one embodiment, the software and media types on the IVIEW interface 216 include
but are not limited to the following: Windows CE® or Windows XP® embedded software,
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Dot Net Compact Framework® 2.0 or higher, Java® applets, Java® Applications, Java®
Midlets, HTML, DHTML, JavaScript®, Macromedia® Flash®, animated GIF, JPEG, BMP,
PNG, C# applications, Visual Basic.Net® applications, Internet Explorer®, XML, ASPX,
ASP, Shockwave®, and VBScript®, Windows® Forms. The client side game system on the
IVIEW interface 216 is capable of playing, for example, and not by way of limitation, Java®,
Shockwave ®, Flash®, C#, C++, Visual Basic® games. With reference to Fig. 48, a block
diagram illustrates the relationship between client hardware and software, and the system
gaming servers according to one embodiment.

[0435] Fig. 49 is a block diagram illustrating components of a unified IVIEW/GMU board
and software according to one embodiment. In the embodiment of Fig. 49, the Integrated
GMU/IVIEW board is provided in addjtion to their NT board and an System Data Service
250 board. This board serves as the Display Processor and PIN pad interface. All of the
GMU 218 functionality is moved into the Integrated GMU/IVIEW board of Fig. 49,
including the function of monitoring the base game 202, meters, and the likg.

Other Services Available

[0436] Other features or services can be provided to the player of the IVIEW device 218 or
the associsted web portal in the system. For example, onscreen notifications are provided in
one embodiment. These notifications can be shown between games and during games. A

casino can directly enter messages to a player.

[0437] Other uses of IVIEW interface 216 include player or customer surveys for free
eGameCash or prizes or sweepstakes opportunities. The casino can use such a survey to
enter player demographics into the database 160. More opportunities to play can be provided
for entry of the survey information, or more bonus points are awarded. Further, for example,
the IVIEW interface 216 can be used for customer service and help desk support with a video
and microphone link to a customer service agent. In one embodiment, player chat and instant
messaging (IM) with other players is provided.

[0438] In one embodiment, the system game website for remote clients operates as a system
game web portal. A sample screen shot from one embodiment of the web portal site is shown
in Fig. 50. With reference to Fig. 51, a player account page from the system game website,
according to one embodiment, is shown.
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Third Party Gaming Transaction
[0439] In one embodiment, third party servers have access to eGameCash, or other accounts,

on the system gaming server 140 for purchase of products or services. With reference to Fig.
52, a block diagram illustrates the interaction between the system and third party gaming
server 5302. The third party gaming server 5302 requests for money directly from a base
game 202 by forwarding the request to a client side cashless server 5304 to retrieve the
money. The service 5304 either retrieves the funds from the base game 202 credit meter, or
retrieves the funds from the player’s server-side cash account 5308. Otherwise, in one
embodiment, the third party server 5302 directly requests the cashless server 5302, or system
gaming server 140 for funds. Transactions are logged by a transaction log server 5310, and at
the end of a billing period, a check is sent to the third party server 5302 for gaming services
rendered.

[0440] In one embodiment, a third party system game in a browser 5314 is either a thick or
thin client function. In the case of a thin client, images, sounds, videos, and other media are
resident on the client (downloaded). However, outcome of the game play is determined by
the third party server 5302, and sent to the client 218. All meter calculations are performed at
the third party gaming server 5302, and updates are sent to the client 5314.

[0441] In the case of thick client implementation, the entire third party game is resident on
the client (downloaded). All gamé play outcomes and meter calculations are performed on
the client. The third party server 5302 communicates with the client 5314 primarily
regarding the player’s account activity.

Save Game State

[(0442] In one embodiment, a currently playing game is able to save its current state for game
recovery. This is accomplished by the game making a SaveGameState() SDK call into the
gaming server 140. The data from the SaveGameState() is stored as complete software
objects, or strings of data, in one embodiment, in XMI format in the data store 160. In
another embodiment, the saved data is stored m a safe local storage medium. The local
storage medium, in one embodiment, is a non-volatile battery backed RAM, or physical
storage medium such as an EEPROM, hard drive, or compact flash. In one embodiment,
system game software moves save game state data to the system game server as a second
level of redundancy;, in case of a coinplete client side failure of the local storage medium.

Along with the data stored by server software, in one embodiment, by way of example, and
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not by way of limitation, the following other metadata regarding the game state data is stored:

timestamp, casino ID, player ID, IVIEW ID, game ID, game history ID, random number
seed, and random number index. In one embodiment, the SaveGameState() function call
made by the system game also stores the game specific game state data too.

[0443] With this data, any client gaming device 4400, 216 and/or system game server 140
can recover a specific game, even if a power outage or system crash occurs, or a software
crash in the middle of play. In one embodiment, the game can recover and be played at the
server, or at the client device 4400, 216, and the game state recovery data is moved into the
game play software, wherever it resides for the particular game. The next time the client
device 4400, 216 boots up, the game state data is returned by the system gaming server 140
to the game play software. Each game has parameters which define what needs to be saved
regarding its object states, and can recover the game to its exact or near exact state after it
receives the game state data automatically, or upon request with a GetGameState() function
call. In one embodiment, a game can optionally retrieve the game state data at any time it is
requested.

(0444] If the player leaves the gaming device in the middle of a system game being played,
in one embodiment, the game can be recovered the next time the player logs into the system
at any system game client device 4400, 216. If a player removes the player’s player card,
logs out, stops playing for a period of time, or cashes out of the base game 202, the game
state data is saved for later replay. Any unfinished game is restarted at the beginning of the
game with the same settings, or continued exactly where the player left off. In one
embodiment, the system recovers the exact raidom generator list of numbers that would have
been used if the player completed play on the previously played device, or prior to the power
crash, or software crash. Pointers to the correct prize in the database are maintained. This
means the exact same card deck and card index used prior to recovery can now be played
after recovery. The same can be done for any game theme that uses a random number
generator.

[0445] This SaveGameState() function can be advantageous for a player to continue play on
another gaming device 4400, or at a later date. For example, and not by way of limitation,
the first 2 minutes of a 5 minute base game tournament are played on one base game 202, and
the remaining 3 minutes on another base game 202. This continued play technique can be
advantageous for a player because the player can move to a base game where the player feels

luckier or on a location where the player feels more comfortable. In another example, the
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first 10 balls on a Bingo game can be earned on the first base game 202, the remaining 10
balls can be earned on a second base game, or at a later date on any gaming client device
4400.

[0446] In one embodiment, the client side game device 4400, 216 can also save any data it
determines is needed to ensure a proper recovery occurs after a critical failure. In one
embodiment, the player’s session preferences are saved in local non-volatile memory so the
player’s choices can be quickly restored after re-powering up the device 4400, 216. A re-
power up cycle occurs automatically in one embodiment, with hardware and software
“watchdog” services provided on client gaming device 4400, 216. In one embodiment, the
client gaming device 4400, 218 tracks whether a game was in process or not at the time of
reboot. If a game was running, then the client device 4400, 216 recovers itself first, launches
the last game that was running, and then fetches the SaveGameState() data out of the non-

volatile memory so that the game can recover itself.

[0447] In one embodiment, system game credits or eGameCash is returned to the player in
the case of critical failure, or for any reason an EndGame() call (end of game message) to the
server 140 fails to be posted. The server 140 returns the game credits, or allows the game to
be played over again from scratch, or from where the game left off. In one embodiment,
thesc recovery choices are configured by the casino. In one embodiment, the player can
optionally be given the choice of how the player would like to get a refund back after a
failure. After relogging in, the player is given the choice to continue where he left off, start a
new game, or just get the credits Aback.

Sample Games

[0448] In one embodiment, a game called “Payoff Poker” is a stand-alone game that runs on
the IVIEW interface 216. Payoff Poker progresses by spending eGameCash earned through
base game 202 play. The eGameCash is used to purchase a poker hand. The faster the player
plays the base game, the faster they earn eGameCash and the faster they receive cards. In
one embodiment, as a default setting, the player receives 1 hand of poker for each $0.05 of
eGameCash.

[0449] The player plays the base game 202 (slots, poker, etc...) and earns eGameCash
promotional dollars. The eGameCash accumulates on the IVIEW interface 216. As the
player accumulates eGameCash, a card is slowly dealt onto a playfield to start a Payoff Poker
game. Each card received by the player costs an additional amount of eGameCash. Each
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individual game funds its own prizes from the eGameCash spent on that game. A playér
earns eGameCash at the set rate of a percentage of the handle pull on the base game. This
value is set by the casino, but, in one embodiment, is between 5% - 25%. At the top end of
this range it is $.01 of eGameCash eamed for each $4.00 played on the base game.

[0450] In one embodiment, the player earns 5 poker cards that are dealt face down as they are
individually earned, as the eGameCash is being earned. After the last card is eamed and
dealt, all 5 cards flip over to reveal a winning or losing hand. The player is then awarded their
prize and the next game begins with more play on the primary game.

[0451] In one embodiment, to show the player that the game is active, a sparkle effect
animates over the empty card spaces in-between games, and when the cards are partially dealt
but not currently moving. A power bar in the top left comer of the IVIEW interface 216
display grows as the eGameCash accrues to give another visual clue as to the progress of the
current card being dealt. When a card is completely dealt, there is animation around the card
to show the player that it is locked in place and fully earned. The cards that comprise the
winning hand are highlighted when the player wins. After showing the player how much
they won, a “wimnings box” is incremented. A message area at the top of the screen has
several different context sensitive messages. For example, and not by way of limitation, the
player is reminded to play the primary game to progress a card, press a menu button to collect
their winnings, or the like. ‘

(0452] With reference to Fig. 53, a sample screen of PayDay Poker executing on the IVIEW
interface 216, is shown according to one embodiment. In the screen of Fig. 53, cards are
filling in as the player plays the base game 202.

(0453) With reference to Fig. 54, another sample screen of PayDay Poker executing on the
IVIEW interface 216 according to the embodiment of Fig. 53. In the screen shot of Fig. 54,
cards are flipping over after all the cards are filled in.

(0454) With reference to Fig. 55, another sample screen of PayDay Poker executing on the
IVIEW interface 216 according to the embodiment of Fig. 53. In the screen shot of Fig. 55, a
poker hand is judged, and the winning cards are highlighted.

(0455] Boom Bingo is another stand-alone game that executes on the IVIEW interface 216.
Boom Bingo progresses by spending eGameCash eamed through base game 202 play. The
eGameCash is used to purchase bingo balls. The faster the player plays the base game 202,
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the faster eGameCash is eared, and the faster bingo balls are received. -In one embodiment,
as a default setting, the player receives 3 different bingo cards and 20 bingo balls.

[0456] The player plays the base game 202 and earns eGameCash. The eC}ameCash
accumulates on the IVIEW interface 216. When the player has accumulated enough
eGameCash to start a Boom Bingo game, the player receives an initial bingo ball draw. Each
ball received by the player costs an additional amount of eGameCash. Each individual game
funds its own prizes from the eGameCash spent on that game. A player earns eGameCash at
the rate of a set percentage of the handle pull on the base game.

[0457] The player receives three random bingo cards. The card on the very left is a straight
bingo card, where any five balls in a row horizontally, vertically, or diagonally will produce a
win. The other two cards have patterns marked on them that the player has to match to win.
In one embodiment, by default, the player receives 20 balls after which, if there is not a
winner, the c&rds reset, and a new game will begin. Each card has a winning amount over the
iop of it. It is a small win for the easy (left hand) card, and increases in value for each of the
other 2 cards, as the difficulty of the pattern, the player must match increases. Making a
bingo on any card awards the player the win and blocks out that card for further play until the

* next game. The game continues until all 20 balls are drawn. Players can win on multiple

cards.

[0458) As the player earns eGameCash, an on-screen power bar fills. When the player has
accumulated $0.01 of eGameCash, the number on power bar reads 1, a ball will drop out of
the hopper, and the power bar will count down 1 to 0. Starting with the left hand card, a
rocket will fly up from the bottom of the screen flying over the column that matches the letter -
on the drawn bingo ball. If there is not a match for the number on the bingo ball on that card,
the rocket will continue to fly up and off the screen. If there is a match, it will explode as it
reaches the matching number. This will be repeated for the remaining 2 cards. The rockets
mark matching spots on multiple cards if applicable. After the player has paid for the first 10
balls ($0.10 total eGameCash), the remaining 10 balls launch as freebies. Overall, this gives
the player a fun show to watch every S — 10 minutes depending on their play rate. A screen
shot of the Boom Bingo game is shown in Fig, 56. ‘

Skill Score

[0459] In one embodiment, an all-skill method of game play and scoring is used in a
redemption game that awards prizes. In the system, a player's game score is compared
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against other players' game scores who played the exact same game with the same scoring .
potential. The skillful actions of the player determine the player’s game score. The game
score is ranked using a percentile system to determine a skill score. The skill score is used to
determine a prize award. The skill score removes all elements of chance within the game.

[0460] In this embodiment, a seed is the value that determines in which order a deck of cards
are dealt, what the starting play field for each round loaks like in a puzzle-style game, or any
value that determines the initial state of a game. All players have equal opportunity for the
highest score available for that seed. A game score includes points achieved for the skillful
actions of a player in a specific game. Skillful actions include knowledge, dexterity, speed of
play, strategy, and other well-known skillful actions. The game score table per seed includes
the all-time high score and low score within the most recent scores. The game score table is
specific to each game and each seed. The game score position is the percentile position of the
game score when compared to the game score table per seed. A game score position is an
integer between 0 and 100, wherein 100 means the score is equal to or greater than the all-
time high score, 0 means the game score is lower than the previous all-time low score, and 50
means the game score is above half of the scores in the game score table per seed and lower
than the other half. A prize award includes “prize bucks” (non-cash funds that are used in the |
system for purchase or playing games) or cash winnings. A seed library, in one embodiment, :
includes up to 10,000 sceds that are stored for each game. With reference to Fig. 58, a |
depiction of seed library wherein 1,000 seeds are available for a game named solitaire is
available. In this embodiment, there are 100 scores stored for each seed.

[0461] Active seeds are a subset of the seed library. The active seeds are those seeds
available for play at any given time. The subset of active seeds is rotated hourly so that the
seeds available to players never become predictable and the game play experience remains
rich. The skill value is the sum of the game score position and a decimal skill value
explained below.

{0462] The decimal skill value is a fractional value wherein the numerator equals the
difference in the game score of a current game and the game score of the next lower game
score position. The denominator equals the difference in the game score of the next higher
game score position and the next lower game score position. The calculated fraction is
truncated to the second decimal place so that only one hundred values are possible (i.e., 0.00,
0.01, 0.02, ...,0.99). For example, and not by way of limitation, a game score table per seed
excerpt for one specific seed of one specific game is shown in table 14.
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Game Score Position Game Scare
74 4,700
73 4,200
Table 14: Sample Excerpt From Ga;lle Score Table Per Seed
A newly achieved game score 4,550 is inserted into game score table per seed, and the
excerpt with the newly achieved game score entered is shown in Table 15.

Game Score Position Game Score

74 47700

73 4,575
72 4,200

Table 15: Modified Sample Excerpt From Game Score Table Per Seed

The skill value is the game score position plus the decimal skill value as illustrated as
follows:

Skill Value = Game Score Position + Decimal Skill Value
=73 + ((4,575-4,200)/(4,700-4,200))
= T73.75

[0463] The skill score is displayed to the player after being calculated using the following
equation:

Skill Score = Skill Value * 1,000

[0464] Given the example above with the skill value of 73.75, the skill score is 73,750. The
prize award for the skill score is then determined. The skill score and the prize award are
displayed in the IVIEW interface 216. In one embodiment, players are awarded prizes using
a pay-table populated with either prize bucks or cash amounts. In another embodiment,
players are awarded progressive bonuses. Table 16 is a prize award table in which prize
bucks are awarded by way of example, and not by way of limitation.

Skill Score Prize Award
93,000 and above 25 Prize Bucks
63,000 to 93,000 20 Prize Bucks
48,000 to 63,000 15 Prize Bucks

0 to 48,000 5 Prize Bucks

Table 16: Sample Prize Bucks Awards

[0465] In this embodiment, a score of 93,000 or more also wins the player’s current
progressive bonus, for example, 1,379 prize bucks. With reference to Fig. 58, an IVIEW
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interface 216 screen shot shows an example of an end game score box for a game called
“Wild Solitaire.” In this example, the game is in a “PrizeBuck” mode of play, meaning that
prize bucks are awarded, instead of, for example, cash. The score box shows a final game
score of 494,558 points. With reference to Fig. 59, an IVIEW interface 216 screen shot
shows the game score to skill score conversion and final prize award for the player for the

wild solitaire game for the game in the sample screen shot of Fig. 58.

[0466] Table 17 is a cash award table in which cash is awarded by way of example, and not
by way of limitation. '

Skill Score Prize Award
93,000 and above $.25
63,000 to 93,000 $.20
48,000 to 63,000 $.15

0 to 48,000 $0.00

Table 17: Sample Cash Awards

[0467] In the example of Table 15, a score of 93,000 or more also wins the player’s current
progressive, for example, a bonus of $2.51. With reference to Fig. 60, on the IVIEW
interface 216, an end game score box for the Wild Solitaire Game in “Insta-Cash” mode of
play is shown, wherein the “Insta-Cash” mode of the game awards cash instead of prizes.
The score box shows a final game score of 304,521 points. With reference to Fig. 61, the
game score to skill score conversion and final prize award for the player in Insta-Cash mode

of play is shown.

[0468] With regard to seed generation, in one embodiment, first, a seed has to be created and
grown, meaning it uses some sample scores stored for the seed. Having sample scores
ensures that during pay-to-play modes, the first scores achieved will not easily get the top or
bottom payout. Scores from guest play games where there is no consideration and no prize
award are used to initially grow seeds with a set of real scores. Then with real scores and
other statistical data, the seeds are moved into the seed library.

[0469] Second, several thousand seeds are used to ensure that the play experience is not dull
or predictable for the players. However, several thousand seeds, all active at the same time,
present data processing hurdles. Therefore, in one embodiment, at any given hour, 100 seeds
(the active seeds) from the seed library are available for use by pay-to-play games. Then,

after one hour, a new set of 25 to 100 or more active seeds are selected for use by players.
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This rotation of active seeds from within the seed library enables several thousand seeds to be

used while minimizing data processing complications.

[0470] Third, in one embodiment, seeds are self-maintained by replacing the past scores with
the more recent scores achieved by actual game play. New seeds are constantly being grown
in the guest play games. A floodgate system is maintained so that the seed library grows to
10,000 seeds, and then for each new seed permitted into the seed library, an older seed is
removed. These rules, in this embodiment, keep seeds fresh with competitive scores for prize
award, and fresh with new seeds for an evergreen play experience.

[0471] In one embodiment, seeds are generated randomly and associated with a certain game.
Seeds become available for guest play right after creation and start accumulating guest
(sample) scores until the limit of 20 scores is reached. From the 20 scores recorded, the top
10 are used to initially populate the game score table per seed. After that, a seed is marked as
complete and a new seed is created to replace the complete seed. At established time
intervals (e.g., daily or hourly) a scheduled process called a “job™ executes and moves the
necessary number of seeds with all the scores into the seed library. The seed library is
populated with newly grown seeds until there are 10,000 seeds per game. After that, a
specified number of the oldest or most played seeds are deleted from the seed library, and the
same number of newly grown seeds arc inserted into the seed libraryT

[0472] In one embodiment, the procedures of making seeds available for a game rely upon
certain assumptions and considerations. For example, and not by way of limitation, some of
those assumptions and considerations include:

e Seeds are picked randomly;

¢ A minimum of 1,000 seeds growing to 10,000 seeds are used for a game to ensure
a reasonably small probability of any player gaining any advantage from
potentially playing the same seed more than once;

e Each seed in the seed library has at least 10 and up to 100 scores attached to it to
provide an adequate fidelity of skill score calculation; and

e Any score after the 100™ score is stored and the oldest score is deleted (preserving

the maximum and minimum scores for the seed).

[0473] In one embodiment, considering an example when there are 100 games available for
play, under the above rules, there will be 1,000,000 seeds and 100,000,000 scores in the seed
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libraries of games. Large data sets like that make it difficult to query, let alone dynamically
update, especially when speed of processing is a factor to the game play experience.

[0474] To overcome this hurdle, in one embodiment, the active seeds table is used wherein
only a subset of the whole seed library is used. The active seeds are those currently in use by
games. Every hour a job executes and moves 100 seeds per game from the seed library into
the active seeds table. Likewise, 100 formerly active seeds are deactivated but left in the
active seeds table for another hour to make sure that all games that started using those seeds
are successfully processed after an end game. Then, after two hours total, those hundred
seeds are moved back into the seed library. This procedure diminishes the size of an active
data set SO times, which enables fast processing. At the same time, having totally different
100 active seeds per game every hour provides satisfactory randomness of play field

experiences.

[0475] In one embodiment, the process that picks up the next 100 seeds from the seed library
uses a “LAST_USED” data field for each seed. Therefore, the least recently used seeds are
selected, thus eliminating the probability of the same seed being used as an active seed twice
in a row, and also further minimizing the probability of any one player seeing the same seed
repeatedly. ‘ '
[0476] With reference to Fig. 62, a flow diagram illustrates steps performed for seed creation
and use. In step 6300, seeds are randomly selected for use. Scores from actual games played
are captured and used to populate the initial game score table per seed. In step 6302, mature
seeds, which in one embodiment are those with at least 10 actual scores, are moved into the
seed library from the seed generation process, and are made available for rotation into the
active seed table. In step 6304, at any given time, 100 seeds from the seed library are

actively being served to players for their own game experience.

{0477] In anotber embodiment, a skill score is used to determine the winner of a tournament-
style game. For tournament-style games, in some embodiments, one of two methods are used
for seed selection depending on the type of tournament. A limited entry type tournament
with 5 or fewer players uses the same seed from the active seed pool for all entries. With so
few entries and two winners in the 5 entry tournaments, a player is not rewarded for playing
the same seed (i.e., same play field) more than once -- there is no advantage for the player.
Likewise, displaying the exact same game experience where possible is appealing for the
player experience.
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[0478] A tournament with unlimited entries (e.g., time-based progressive tournament) or a
limited entry tournament with more than 5 entries randomly selects a seed from the pool of
active seeds for each individual entry in the same way as described above. Therefore, each
player could be playing the game with a different seed, yet the skill score is used to determine
the most skillful player and the prize awards.

[0479] In one embodiment, the seed library and pool of active seed values are protected by an
existing enterprise level network infrastructure by Arcade Planet®, which includes the latest
firewall and cryptographic technologies. Any breaches of security are noted in the minutes of
the System Quarterly Compliance Review meetings, discussed by a compliance committee,

and appropriate corrective and preventative actions are taken.

[0480] Although the invention has been described in language specific to computer structural
features, methodological acts, and by computer readable medis, it is to be understood that the
invention defined in the appended claims is not necessarily limited to the specific structures,
acts, or media described. Therefore, the specific structural features, acts and mediums are
disclosed as exemplary embodiments implementing the claimed invention.

[0481] Furthermore, the various embodiments described above are provided by way of
illustration only and should not be construed to limit the invention. Those skilled in the art
will readily recognize various modifications and changes that may be made to the claimed
invention without following the example embodiments and applications illustrated and
described herein, and without departing from the true spirit and scope of the claimed
invention, which is set forth in the following claims.
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Throughout this specification and the claims which follow, unless the context requires
otherwise, the word "comprise", and variations such as "comprises" or "comprising", will
be understood to imply the inclusion of a stated integer or step or group of integers or steps

but not the exclusion of any other integer or step or group of integers or steps.

The reference in this specification to any prior publication (or information derived from it),
or to any matter which is known, is not, and should not be taken as, an acknowledgement
or admission or any form of suggestion that that prior publication (or information derived
from it) or known matter forms part of the common general knowledge in the field of

endeavour to which this specification relates.
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The claims defining the invention are as follows:

1. A method of operating a gaming system comprising:

enabling play of a first game on a gaming machine;

enabling play of a second game on a player tracking user interface that is operatively
coupled to the gaming machine, wherein the gaming system enables a player to activate the
second game displayed on the player tracking user interface, wherein the player tracking user
interface includes a display screen capable of rending a plurality of overlapping web browser
interface frames; and

enabling a frame manager to coordinates frame requests for viewing priority on the
display screen,

wherein the gaming system enables a player to activate the second game displayed on

the player tracking user interface.

2. The method of claim 1, wherein the frame manager uses XML template files that

contain business rules to ensure proper priority of the frames.

3. The method of claim 1, wherein the frame manager uses a frame manager business rule

engine that determines to proper time for presenting information or frames to the user.

4. The method of claim 1, wherein frames that are not the topmost visible frame are

buffered by the frame manager.

5. The method of claim 1, wherein frames that are not the topmost visible frame are

relayed as secondary non- visible frames by the frame manager.

6. The method of claim 1, wherein the frame manager enables use of a floating topmost
visible frame that still allows a secondary frame to be partially viewed beneath the floating

topmost visible frame.

7. The method of claim 1, wherein the frame manager enables use of split screens,
wherein the topmost visible frame shared a portion of the display screen with a secondary

visible frame.
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8. The method of claim 1, further comprising: earning promotional game credits as a
result of wagering on the gaming machine, enabling play of a bonus game on the player
tracking user interface, wherein the gaming system enables a player to activate the bonus
game displayed on the player tracking user interface, and decrementing earned promotional

game credits in response to playing the bonus game.

9. The method of claim 8, wherein the promotional game credits are calculated as a

percentage of player wagers.

10. The method of claim 8, wherein the promotional game credits are earned afier a

specific amount of wagering has occurred.
11.  The method of claim 8, wherein the bonus game includes a progressive prize.

12.  The method of claim 11, wherein the progressive prize is incremented after

expenditure of earned promotional game credits on the bonus game.

13.  The method of claim 1, further comprising: earning promotional bonus points as a
result of wagering on the gaming machine, enabling play of a promotional game on the player
tracking user interface, wherein the gaming system enables a player to activate the
promotional game displayed on the player tracking user interface, and decrementing earned

promotional bonus points as a result of play of promotional game.
14.  The method of claim 13, wherein the promotional game includes a progressive prize.

15.  The method of claim 14, wherein the progressive prize is incremented after

decrementing earned promotional bonus points.

16. A gaming system.comprising:

a gaming machine capable of playing a first game;

a player tracking user interface operatively coupled to the gaming machine, wherein
the player tracking user interface is capable of playing a second game, and wherein the player
tracking user interface includes a display screen capable of rendering a plurality of

overlapping web browser interface frames;
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a frame manager, wherein the frame manager coordinates frame requests for viewing
priority on the display screen; and

ensuring proper priority to a topmost visible frame.

17.  The gaming system of claim 16, wherein the frame manager uses XML template files

that contain business rules to ensure proper priority of the frames.

18.  The gaming system of claim 16, wherein the frame manager uses a frame manager
business rule engine that determines proper time for presenting information or frames to the

user.

19.  The gaming system of claim 16, wherein frames that are not the topmost visible frame

are buffered by the frame manager.

20.  The gaming system of claim 16, wherein frames that are not the topmost visible frame

are relayed as secondary non-visible frames by the frame manager.

21.  The gaming system of claim 16, wherein the frame manager enables use of a floating
topmost visible frame that still allows a secondary frame to be partially viewed beneath the

floating topmost visible frame.

22.  The gaming system of claim 16, wherein the frame manager enables use of split
screens, wherein the topmost visible frame shared a portion of the display screen with a

secondary visible frame.
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