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1
SYSTEM AND METHOD FOR AUTOMATED
PLAY OF MULTIPLE GAMING DEVICES

CROSS-REFERENCE TO RELATED
APPLICATIONS

This application is a vonlinuation-in-part of U.S. patent
application Ser. No. 09/437,204 “AUTOMATLED PLAY
GAMING DEVICE” filed Nov. 9, 1999 now U S, Pat. No.
6,244,957, which is a continuation of Scr. No. 08/774,487
now U .S, Pat. No. 6,012,983 “AUTOMATED PLAY GAM-
ING DEVICE” filed Dec. 30, 1996 and pranted Jas. 11,
2000 Each of the above is incorporated herein by reference.

BACKGROUND OF THE INVENTION

1. Field of the Invention

The present Invention rclates gencrally to a method and
apparatus lor intiating and terminating automated play of a
gaming device (or multiple paming devices), such as a siot
machine.

2. Description of Related Art

There are numerous lypes of paming devices in use today.
Most of these paming devices, such as skt machines, video
blackinck machines, video poker devices, or the like, require
the player of the device o be physically present during game
play Specifically, the player must be present to continuously
feed moncy ioto the gaming device, initiate cach play of the
device, and receive any payout from the device. The require-
ment of a physical presence is not only a hardship on a
player, as will be further described below, but aiso resulls in
substantial down-time fo the easino owner of the gaming
device. While casinos typically have a farge capital invest-
ment in gaming devices, and parlicularly slot machines,
thuse devices go unused a large portion ol the time. For
example, late at night, beiween successive players, nmd
during inclement weather, are times when such devices may
go largely unused.

For a player, 2 constant prescnce at a gaming device may
comprise both & physical and emoticnal hardship. For
example, a player may wish o leave the gaming device
moentarily to have dinner or take a short rest before
returning 1o the machine. In other instances, the player may
wish 1o leave for an extended period to attend a show, play
a round of golf, or the like.

Despite wanting to leave the gaming device, the player
oftes will desire to continue playing. Because a player's stay
at @ casino is limited, a player will often want to maximize
the playing time, thereby increasing the chances of winning,
For instance, a player may attempt to play at multipic
gaming devices at the same time. Morcover, a player often
desires 1o continue playing the same gaming device or

devices because the player believes that the chance of

winning at a particular device or devices s great.

In response to a desire to physically leave a gaming device
yet continue playiag it, players have beea known to manu-
ally “lock-up™ a device. Such manual locking-up of & device
has typically been achieved by placing a “reserved”sign on
the device or, in the case of slot machines, placing a change
cup on the pull kandle. In theory, by manually locking-up a
device, a player prevests others from playing that device
until the player returns 10 resume play.

In practice, however, manually locking-up a4 pgaming
device has several disadvantages. Manually ockisg-up a
deviee is ineffectual as there can be no guarantee that other
players will respect the indication that the device is locked-
tp. Despite the “reserved”sign or the change cup on the
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handle, another player may stil operate the manually
jocked-up device. During such an apparent iock-up, the
device is really reserved, not physically secured . Even if no
other player begins piay on the locked-up device, the time
away from the device is Jost; not only has the player lost
opporlunities to hit a jackpol, but also the owner of the
device has lost significant revenue by aflowing the device to
go unused, Thus, there is a need for @ method and system: for
sutomated play of a paming device {or multiple gaming
devices) in a continuous gambling mode while the player is
away [rom the device(s).

The game ol Keno resembles automated play. A game of
Keno consists of matching a series of player-selected num-
bers against a series of numbers drawn by the Keno system.
Once the player has selected the series of numbers, the
piayer scleets a certain number of games for which those
numbers are valid. Thus, by selecting several games, the
player may bet on future games without further interaction
with the systern

Despite proceeding without interaction between the
player and the Keno systes, theee is neither true automated
play nor device lock-up in Keno, The numbers are drawn by
the systere and broadeast or fransmiticd to a number of
screens throughout an establishment, such as a casino An
unlimited number of players can atiempt to malch the
numbers drawn . Thus, cach screen displaying the numbers
drawn by the system need not be lecked-up . Furthermere,
the Keno games continue indefinitely, without regard to
either (i} a particular playee's status, (i) o perticular player’s
pasticipation, or {iif) the cutcome of a prior game. Thus,
while the mumber drawings in Keno may occur ia a con-
tinuous maneer, there is no automated play for a particular
customer

SUMMARY OF THE INVENTION
A method according to one embodiment of the present
invention provides for: receiving a request for an automated
session, 1 which the avtomated session comprises a plural-
ity of games; initiating a first game of the automated session,
the first game corresponding to a first paming device; and

initiating a seccond game of the awtomaled session, the
second game corresponding o 2 second gaming device.

BRIEF DESCRIPTION OF THE DRAWINGS

FIG. 1 is an overall schematic view of a system according
to one embodiment of the present invention, including a slot
machine, a slot network server, and @ player communication
device;

FIG. 2 is a schematic view of the slo! machine of FIG. I;

[IG. 3 is a schematic view of the slol nelwork server of
FIG. 1, including a player database, aulomated session
database, communication device database, and slol machine
database;

FIG. 4 is a schematic view of the player database of FIG
3

[IG. 5 is a schematic view of the aulomated scssion
database of TIG. 3;

FIG. 6 15 a schematic view of the communication device
database of TIG. 3;

FIG. 7 is a schematic view of the slot machine dalzbase
of FIG. 3;

FIGS 8A and 8B show an overall flow diagram of the
operation of the system of FIG 1; and

FIG. 9 is a flow diagram of the system of FIG. 1,
illustrating termination of antomated play
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DETAILED DESCRIPTION OF PREFERRED
EMBODIMENTS

Various embadiments of the present inventicn provide a
method and apparatus for automated play which permits a
casino to recognize substantially increased play time, and
hence revenue, from a gaming device Al the same time,
these various embodiments satisly a player’s emotional
desire lo maximize his playing fime os a gaining device or
devices, while sccommodating the physical need 1o at times
be away from the machines.

Various embodiments of the present invention include a
gaming device operable to recsive a limiting criterion of
play, initiate automauted play of a gaming device, and ter-
mioate awtomated play of the gaming device upon oceur-
rence of the limiting criterion In another embodiment of the
present invention, the avtomated play of the gaming device
includes repetitive play of the device.

In many instagces, the Bmiling criteria will be the use of
the moncys initially authorized for play-—ie., a gaming
device, operating in the avtomated play mode, runs out of
moacy. The present invention further provides a method sad
apparatus [or notifying a player when available credit is
running low, permilting a player to visit and place more
money in & machine, or to remotely authorize further funds
for continued play.

A method according to other various cmbodiments of the
present invention includes the steps of communicating a
player parameter selection to a gaming device and initiating
awiomated play of the paming device. In such embodiments,
awtomated play of the gaming device occurs when the
gaming device is unatiended by a player.

According 1o other varous embodiments, the method
includes the steps of receiving a play option and automati-
cally playing a gaminp device according 1o the play option.

The preseat invention also includes a gaming deviee
which includes a memory device having @ player parameler
selection stored therein and a processor in communication
with the memory device. The processor is configured 1o
initiate automated play of the gaming device until occur-
rence of & limiting critcrion of play

Varjous embodiments of the present invention provide for
a slot machine operabile tor receive a commund 0 stirt a
game, in which the command is & signal that does not
correspond to a manually initinted play; play a game in
response {o receiving the command; and transmil autcome
data corresponding to the game

Other various embodiments of the present invention
receive o request for an automated session, o which the
awtomated session comprises a piurality of pames; initiate a
first game of the automated session, the first game corre-
sponding 1o a first gaming device; and Initiate a sceond game
of the automated sessior, the second game corresponding (o
a second gaming device.

Various embodiments of the present invention provide for
receiving outcome data from a plurality of gaming devices
and determining which outcomes 1o include in the player’s
automated play session based on the player's sclection
parameters for the autemated play session

Various embodiments of the present invention provide for
allowing a player of an automated play session 1o swilch
automated play from one gaming device to another during
an automated play session. Other various cmbodiments
provide for initiating a game of an auwtomated session af a
gaming, device that is different from the gaming device into
which the player entered an amount of funds for the auto-
maied play session
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Various embodimems of the present invention provide for
determiniag an outcome of an auwtomated play session that
requires & decision by the player in order to determine a
further outcome or a payoul and then holding the outcome
for a later decision by the player

Various embodiments of the present invention provide for
determining 2 player associsted with an automated play
session, selocting a gaming device, and providing she player
with an offer of a reward in exchange for the player
receiving a payout of the automated play session at the
selected paming device.

Various embodiments of the present invention provide for
determining a pliyer and providiog (o the player an offer of
a reward in exchange for the player playing an automated
play session.

Various embodiments of the present iavention provide fos
allowing an automated play session 1o be based on at least
one outcome of manual play al o gumisg device A method
is thus provided for receiving first oulcome dala associated
with a pame initiated by a first player al & gaming device,
determiniag an awtomated play session associated wilh a
second player, and determining second outcome data for the
automated play session based on the first outcome data and
3 session parameter of the automated play session.

Various embodimenis of the present invention provide for
maintaining an awdit trail for 2 gaming device and the
outcomes of a paming device whereby the paming device
may be used to provide games 1o an automated play session
of a remote player (or players) while a player at the gaming
device may also play the gaming device

The present invention is directed generally to automated
play of a gaming device or deviees. In various emboediments,
a player enters player identifying inlormation and player
parameter selections at a gaming device. The gaming device
stores the player parameler selections and proceeds to ini-
tiate automated play of the gaming device or of multiple
gaming devices.

Such autemated play may occur while the paming device
is unatiended by the player. In various embodimems, the
paming device is locked-up such that no other player may
usc the gaming device during astomated play. In various
other embodiments, the gaming device is not locked-up,
allowing a player to play the gaming device even while the
gaming device is involved in autemated play for a remole
player. In this manner, the casino may beaefit from increased
usage of the gaming device.

Remote communications with the player permit the player
engaged in automated play both 1o enjoy the ongoing play,
and 1o alter any pre-established, limiting criteria, for
example relating fo finding, by making appropriate adjust-
ments during the course of automated play In various
embodiments of the present invention, such adjustments
may be made al a gaming device In other various
embodiments, such adjustments may be made via a com-
municalion device. Some limitalions may also be allered
remotely, through a telephone el or appropriate comamu-
pication to casino personnel The automated play session
ends upon occurrence of a limiting criterion or vpon the
manual termination of the momated play session by the
player.

Certain preferred embodiments of the present invention
will now be described in greater detail with reference to the
drawings. Altiough the embodiments discussed herein are
directed 10 reel stot machines, it should be understood that
the present invention is equally applicable to other gaming
devices, such as video poker machines, video blackjack
machines, or the like
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With reference to FIG. 1, a system 1 according lo one
embaodiment of the present favention is shown. In general,
the system 1 comprises multiple slol machines 2, a siot
netwosk server 4, and a player communication deviee 6,
such as a pager, handheld display device, set-lop display
device, or cellular telephone. In the present embodiment,
each slot machine 2, which is uniqucly identified by a
machine identification (ID) number, communicates with the
slot network server 4 via a slot network 3. The slot setwork
3 is preferably a conventional focal arca network controlled
by the server 4. 1L s to be understood, however, that other
arrapgements in which the slot machines 2 communicale
wilh the server 4 are within the scope of the present
invention.

As will be described i greater detail below, the siot
machine 2 communicates player ideatifying information and
player parameter sclections to the slot network server 4. The
slot aetwork server 4, in turn, may communicate locking
data to the slot machine 2. Additionally, the stot machine 2
gencrates machine messages and outcome data. The siot
machine 2 communicates the machine messages and out-
come dala to the slot network server 4, which, in tura,
communicates the information 1o the player communication
device (or communication devices) 6. Communicalion
device 6, for example, a pager including a dispiay, provides
sufficient information 1o permit the player to follow and
cajoy the play, and in some cascs to authorize necessary or
desired changes in the play.

With reference to FIG- 2, the slot machine 2 will now be
described in greater detail. The slot machine 2 contains a
Central Processing Unit (CPU)Y 218, a clock 212, and an
operating system 214 (typicaily stored in memory as
software). The CPU 21 executes instructions of a program
stored in Read Only Memory (ROM) 220 for playing the siot
machine 2 The Random Access Memory (RAM) 230 1em-
porarily stores information passed to it by the CPU 210
during play. Also in communication with the CPU 210 is o
Random Number Generator (RNG) 240.

With respeet 1o paming operations, the slot machine 2
may operae in o conventional manner. The player may start
the machine 2 by inserting a coin, or using eleclronic credit,
and pressing the starting controller 250. Under control of a
program stored, for example in a storage device 280 or ROM
220, the CPU 210 initiates the RNG 240 1o penerate a
random number. Allernatively, the CPU 210 may be con-
trolled by, or response to, for example, a stered program or
a signal from the slot retwork server 4. In such a situation,
the CPU 210 would initiate the RNG 240 to generale a
random number at a time other than in response to an
attending player pressing the starling controller 250.

The CPU 210 Jooks up the penerated random number in
a stored probabiiity table 282 and finds the comdsponding
outcorme. Based on the identified outcome, the CPU 218
locates the appropriate payout iz a stored payout table 284.
The CPU 210 also directs 2 reel controtler 260 to spin recls
262,264, 266 and o stop them at a point when they display
a combination of symbols corresponding to the sclected
payoul and/or identified outcome. When the player wins, the
machine stores the credits in RAM 230 and displays them In
video display area 2790,

A hopper controller 290 is cornected to a hopper 292 for
dispensing coins. When the player requests to cash out by
pushing a button or the stot machine 2, the CPU 210 cheeks
the RAM 230 1o see if the player has any credit and, if so,
signals the hopper controller 290 1o release an appropriate
number of coins into a payout tray {not shown).
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In alternative cmbodiments, the stol machine 2 docs not
include the reel controller 260 and recls 262, 264 266.
Instead, a video display arca 270 graphically displays rep-
resentatioas of objects contained in the selected pame, such
as graphical reels or playing cards. These representations are
preferably animated to display playing of the selected game.

Also in communication with the CPU 210 is & player
tracking device 300, The tracking device 300 may comprise
a card reader 310 for reading player idemification informa-
tion stored on, or otherwise indicated by, player tracking
card 312 As used herein, the term player identilying infor-
mation denotes any information or compilation of informa-
tion that unpiquely idenmtifics a player. In the present
embodiment, the identifying information is a player identi-
fication (IDY number und player nume. Although not so
limited, the player tracking eard 312 of the present embodi-
ment stores the player 1D and player name on a magnetic
sirip located thereon. Such a magnetic sirip and device 1o
read the information stored on the magnetic steip arc well-
known.

The player fracking device 304 zlso includes a display
320, having a touch screen, or @ keypad 330 In operation,
as discussed below, the slot machine 2 may display a
message prompiing the player to enler player parameter
selections. In the present embodiment, a player eaters the
player parameler stlections via the display 320 wihich
inchedes a touch screen. In an alteraative embodimest, the
piayer enters the player parameter selections via a keypad
33}, which is past ol the tracking device 300 and, therefore,
in communication with the CPU 210.

Also connecied {o the CPU 210 is a slot network server
interface 348 The network server interlace 340 pravides a
communication path between the slot machine 2, the slot
network 3, and the slot network server 4 Thas, as discussed
in greater detail below, information may be communicated
among the player tracking card 312, player tracking device
300, slot machine 2, and slot network server 4

In aliernative embodiments, the slof machine 2 may
comtain the communication deviee 6, which may be
detached from the slot machine 2 for remote play. The player
may be required to swipe a credit card, provide a credit card
number, or to put up a deposit before detaching the com-
munication deviee §.

With reference 10 FIG. 3, the slot network server 4 will be
deseribed in greater detail. Like the slot machine 2 of FIG.
2, the slot nelwork server 4 has a Central Processing Unit
{CPU) 418, The CPU 410, which has a clock 412 associated
therewith, executes instructions of a program stored in Read
Only Memery (ROM) 420. During exccution of the program
instructions, the CPU 414 temporarily stores information in
the Random Access Memory (RAM) 430

Additionally, the CPU 410 is coupled 1o 2 data storage
device 448, having o transaction processor 342, a casino
player database 444, an automated session database 446, a
communication device database 448, and a slot machine
database 449. Ia general, the transaction processor 442
manages the confents of the dala storage devices 440 As
discussed in detait below, the player database 444, auto-
mated session datubase 446, the communication device
database 448, and slot machine database 449 store informa-
tion refated o player identification, automated operation of
the slot machize 2, remote communication o the player’s
communication device 6, and slot machine ouvicomes,
respectively.

In order to communicate with the communication device
6, the slot network sever 4 also inciudes 1 communication
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port 456 The communication port 450 js coupled to both the
CPU 410 and the data storape deviee 440, Thus, the CPU
410 can control the communication port 450 1o receive
information from the data storage device 440 and transmit
the information fo tke communication device 6. Note that the
communication path between the communication port 450
and the communication device 6 need ot be hardwired. As
roted above, the communication device & is preferably a
pager, 4 handheld device inchudiop a display (¢ g., such as a
PDA), or 2 cellular telephone, and preferably cmploys
wireless commuaication,

Lastly, the slot network server 4 includes a slot machine
interface 460 coupled o the CPU 410, The slol muchine
interface 460 allows the slot network server 4 to communi-
cate with the siot machines 2 coupled to the network.

The player database 444 of the present embodiment as
shown in FIG. 4, includes multiple records having multiple
fields of information. Specifically, the playver database 444
comprises multiple records, each record being associated
with a particular player, as identified by a player identifica-
tion (113} code. The fields within each record include: name
4444, social security number 4441, player 113 4442, address
4443, telephone menber 4444, credit card number 4445,
credit balance 4446, complimentary information, such as
complimentary points awarded 4447, hotel room number
4448, and player status rating 4449, Thus, having informa-
tion related to one field, such as player 1D 4442, allows the
skot network server 4 to retrieve or access further informa-
tion stored in the other fields of that player’s record.

1t is to be understood that oot all of these identifying
fields, nor the ifustraled desigo of the player database 444,
are necessary for operation of the present embodiment.
Specifically, the name 4440, social sccurity number 4441,
player 11} 4442, address 4443, telephone number 4444,
credit card number 4445, and hotel room 4448 ficlds are
murely representative of additional information that may be
stored and used for other purposes. For example, in an
alternative embodiment, credit card number 4445 and hotel
room rumber 4448 are used for billing purposes and social
security nitmber 4441 is wsed to geaerate tax forms when o
player wins a jackpot over a given amount.

Complimentary poinis awarded 4447 and player status
rating 4449 are fusther illustrative of additional information
a casino may store in a player’s record. Thus, in the present
embodiment, only the player’s name 4440, player 1D 4442,
and credit balance 4446 are necessary.

The autormated session database 446, as shown in FIG. 5,
comprises multiple records, cach record perlaining 1o an
automated play session of a particular player, as identified by
the player ID. Consequently, oae field in cach record is the
piayer ID field 4468 Other fields include: machine idesti-
fication (1D} number(s) 4461, start time 4462, end time
4463, maximum number of pulls 4464, limiting credit
balance 4465, limiting maximum payout 4466, bet per pull
4467, time between pulls 4468, and communication device
number 4469 As will he apparent to one of ordinary skili in
the arl, since both the player database 444 and the automated
session database 446 include a player ID ficid, 4440 and
4460, respectively, the system 1 can corselate any informa-
tion stored in the player database 444, corresponding o &
particular player, with any information stored in the auto-
mated sesston database 446, corresponding o that same
player

The communication device database 448, as shown in
FIG. 6, includes multiple records, each record pertaining (o
a different communication deviee 6 as identified by a com-
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munication devies number as stored in the communication
device nomber field 4480 The additional ficlds in cach
record include! communicutor identifier 4481, player ID
4482, communicator time oul 4483, and communicator time
in 4484 Because the commusication device database 448
and the sutomated session database 446 both include a
communication device number feid 4481, 4469,
respeclively, information can be correlated belween the two
databases. Furthermore, because the communication device
database 448, like the sutomated session database 446 and
the player database 444, contains a player 1D feld 4482, the
system I ean correlate information contained within these
three databases 444, 446, 448 for o particular player, as
identified hy the player 1.

In one embodiment of the present invention, the infor-
matjon stored in the communication device database 448 is
used to Inventory the communication devices 6. The com-
munication time out 4483 represents the time at which a
player removed a2 communication device 6 from 2 slot
machine 2 and the communicator time in 4484 represents the
tizoe the communication device 6 was returned o the slot
machine 2, Haviag such information, the slot setwork server
4 may, at any given time, search the communication device
dutabrase 448 and determine which commusication devices
6 are presently in use. Furthermore, for any communication
device 6 that has been out for more than & given period, the
server 4 may determine which player, based upon the player
I} number in field 4482, last used the device 6. Morcover,
based on the player ID rumber, the server 4 can obtain the
information necessary to confact that player from that play-
er’s record in the player database 444,

As will be understood by those skilled in the art, the
ultimate goal of most stot machine players is to hit & jackpot
puyoul. The eajoyment of the pliy, us well as the ability (o
maximize the chance of hitting a larpe jackpod, is increased
by more play. Play car be increased both by playing longer,
and by playing faster. As will be apprecizted from a con-
sideration of the process described below, the present inven-
tion permits both increased duration and speed of play.

The slot machine datzbase 449, as shown in FIG. 7,
relates to information concerning cach slot mackine 2. As
illustrated, cach slot machine 2 has an associaled record in
the database. Each slot machine 2 is identified by a unigue
machine IID number, as stored in the machine D namber
fictd 4491. The other fields in the slot machine database 44%
include: machine type 4492, machine denomisation 4493,
maximum coins allowed 4494, payout structure 4495, reel
positions 4496, and payout 4497. Because the slot network
server 4 may search any field in the slot machine database
449, the server 4 s able to identily a slot machine 2, not only
by its machine 12 number 4481, but also by the type 4492
and denomination 4493 of the slot machine 2

Having thus described the components ol the present
embodiment, the operation of the system 1 will aow be
described in gremer detail with referenee to FIGS. 8A and
8B, and coniinuing reference 1o FIGS. 1-7. 1t is 1o be
understood that the programs stored in ROM 420 of the slot
network server 4 and ROM 220 of the slot machine 2
provide the function described below

As shown al step 510, the slot machine player first inserts
the player tracking card 312 into the card reader 310 The
card reader 310 then proceeds to read player idemtifier
information from the tracking card 312. The player identifier
information, namely the player's name and the player 1D,
are communicated from the slot machine 2 1o the siot server
4. Upen receiving the player identifying information, the
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siot network scrver 4 authenticates the information This
step, depicted as step 520, includes the slol network server
4 searching the player database 444 Tor a record contaiping
the player name and player 1D received in the appropriaie
field 4440, 4442, respectively. Once the siot network server
4 authenticates the player identifying information, the server
4 transmits a signal to the siol machine 2 acknowledging
such authentication.

In step 530, the player chooses 1o seleet antomated slot
machine play. According to various embodiments of the
present invention, the player may choose to select automated
siot machine play alter receiving an offer of a reward in
exchange for the player participating in an automated play
sesston. The casine may provide such an offer in order 10
encourape sutomated play during nighttime hours when use
of {he slot machines is lower Alternatively, the casino may
provide such an offer duriap peak hours so as 10 free up a
machine for other players OF course, the casino may pro-
vide a reward for automated play io order 1o alow anather
player to use the slot maechine manmually, or to increase the
number of players playing on the slot machine{s), whether
remotely or manually (as discussed furtber below). Areward
might be, for example, a bonus payout, a higher payout
schedule, a meal compensation, a gift certificate, free
credits, or the like

The slot machine 2 also prompts the player Lo enter funds
for use during the automated play session. Specifically, as
shown in step 540, the player enlers coins or bills into the
stot machine 2. The slot machine 2 registers the lotal amount
of money deposited by the player. The slot machine 2 then
transmits a signal to the slot network server 4 indicating the
amount of fueds deposited by the player. In response, the
stot network server 4 gceesses the record in the player
dutabase 444 corresponding o the particular player and
increments the credit balanee fieid 4446 in accordance with
the amount of finds deposited.

In the altermative, paming credits accumulated during
ron-aiomated play of the slot machine 2 may be used 10
fund the automated play session. The slot saachine 2, which
locally stores the gaming credits in memory, transmits an
inttication of the amount of credils to the slol network server
4 for addition to the credit balance 4464.

in yet another alterrative embodiment, the player, prior 1o
initiating an automated play session, produces the player
tracking card 312 ! a slot change booth or casine cage and
deposits a certain amount of funds. The casino personnel
reads the player 1D number from the player's tracking card
312 with a card reader and proceeds to access the record in
the player database 444 corresponding to that player 1ID. The
cashier then increments the credit balance field 4446 by the
amount of {unds just deposited.

In step 550 the remote player enters the player parameter
selections More specificalty, the slot network server 4
trensmils a signal to the slot machine 2 causing the slot
machine 2 to display a promp! on the display 320 requesting
that the player enter the player paramefer selections As
noted above, the player preferably enters the player param-
efer selections via the touch screen on the display 320 Inan
alternative cmbodiment, the player enters the player param-
eter selection vin keypad 330 In yet another alternative
embediment, the player parameter sejections are previousty
stored in a record in the avtomated session database 446 as
identificd by tise particular player’s player 1D in feld 4460
Alternatively, the player may enter the player parameter
selections via communication device 6

Player parameter selections include both play options and
Iimiting criteria of play. Play options, as used herein, inciude
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any information used to define awtomated play. In the
present embodiment, pluy options iaclude the bet per game
or hupdle pull and time between games or handic pulls, as
stored in ficlds 4467 and 4468 of the automated scssion
database 446. Other play options may include, for example,
the type(s) of slot machine(s) to be played. For example, a
player might request an awtomated play session includiag
only games played al stot machines which had produced the
most (or, alternatively, the fowest) wins in the last hour
Alternatively, the player may wish to define an automated
play session that includes onty games played by players
from a specific geographic area.

A Himiting criterion, on the other hand, is any information
thal may define the beginning or end of an automated play
session. In the present embodiment, imiting eriteriy include:
starl time, ¢nd time, requested number of pames or handle
pulls, credit balanee, 1otal losses, total winnings, and limit-
ing maximum payoul. By definition, the expiration of all
available eredits/funding for playing the machine will,
unless other arrangements are made in advance with the
casino, constitute a limiling criteria of play. Similady, the
player may define a specific winning credit value as a
litniting criteria of play (e, stop playing if a credit of one
thousand dotlass is ever registered).

Once the slot machine 2 receives the player preference
selections, the slot machine 2 transmils the isformation to
slot network server 4. The slot network scrver 4, as shown
in step 568, proceeds to store the player parameter selections
in the appropriate fields in the automated session datsbase
446.

In addition fo storing the player parameter selections, the
slot network server 4 sssigas an address in RAM 430 10 keep
current tolals of actual limiting values. An zctual limiag
value is a value that corresponds to a lmiting critesion of
play More specifically, an acteal Hmiting value is the actual,
current total of a criterien value necessary 1o determine
whether any of the Hmiting criteria of play have occurred.

Thus, in the present embodiment, the siot network server
4 assigns an address in RAM 430 to store the number of
games or handie pulls that actually occur during automated
play. Additionatly, the server 4 assigns an address in RAM
430 1o store the actual amoust of losses or winniags during
awiomated play. Both the actual number of handie puils and
the actual amount of winnings or losses may be actual
limiting values.

Turthermore, the current credit balance, which is stored in
RAM 430, may also be an actual liemiting value As
described below with reference to steps 590, 600 and 620,
these actual limiting values are wpdated during awtomased
play and used to determine wheiher a limiting criterion has
occusred.

The server 4 may also assign an address in RAM 430 10
store a time value corresponding 1o the play option of time
between handle pulls 4468

Next, in step 570, the avtomated play session commicnces
In one embediment of the present invention, the commence-
ment of automated piay includes the slot network server 4
tragsmitting locking data to the slot machine 2. The locking
data is a sigoal that prevenis the slot machine 2 from
aceepting coins and entering manual mode The locking data
may alse be a sipnal that prevents a player from pulling a
pull handle or otherwise initiating a manual play of the slot
machine 2

Allernatively, locking dita may be sent by slot neiwork
server 4, in accordance with the player’s prelerences, to a
different slot machine than the slon machine 2 where the
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player entered funds and/or session parameters Locking
data may instead be sent by slot neiwork server 4 to mors
than one slot machine, thereby enabling automated play of
multiple locked-up slot machines in one automated session

The slot network server 4 need not transmit locking data
If so, slot machiee 2 is not locked and may be used by any
player (including the player for whom automated play has
commenced). In this manner, a casino may maximize the use
of a particular siot machine {or slol machines).

For example, a typical slot machine 2 is capable of
generating random numbers more frequently tham a typical
player initiates a game at the slot machine 2 (e g, presses the
starting controller 250). Thus, RNG 240 may generale a
random number in response fo an attending player pressing
the starting controller 250 during 2 maoual play, and may
also generate @ random aumber for a game of an automated
play session while, lor exumple, the spin reels 262, 264, and
266 are spinning for the manual play

Allernatively, a random number generated by an attending
player’s manual play of siot machine 250 may be used 10
determine an outcome and/or a payout of a game of an
automated play session. Thus, a single random number may
he utilized in determining both an outcoms of 2 game ol a
remote player’s automated play session and an outcome
and/or a payout of a game of the attending piayer Similarly,
a game of an automated play session may utilize the out-
come and/or payout of a manually played game

Thas, according to various embodiments of the present
invention, an automated play session may imclude games
pleyed at a single locked-up slot machine, games played at
multiple locked-up machines, games played at a slog
machine (or slot machines) while the machine is also being
manuaily operated, games played manually at a slot machine
{or stot machines), or any combination of the above in
accardance with player preferences and/or casino operation
preferences

Automaied play may commence in various ways, The
server 4 may initizte aulomated play of the game, as shown
in step 588, if the player has cntered @ start time 4463 as a
player parameter sclection Specifically, the slot network
server 4 searches the automated session database 446 and
compares the time from the clock 412 1o the values stored in
the start time ficld 4463 and the end time feld 4464 1f the
internal clock time is equal to or greater than the value stored
in the start time field 4463 and less than the value stored in
the end time field 4464 (if such a value cxists), then the slot
network server 4 transmits a signal 1o the slot machine(s) 2
to initiase play

Alternatively, the player may choose to begia automated
play immediately upon entering the player paramoter sclec-
tions other than a start time 4462

In step 5%, the slot machine 2, having played a game and
generaled oulcome data, as described above with respect to
various ¢embodiments, transmits the outcome data to the slot
aetwork server 4. Along with the outcome data, the slot
machine 2 transmits its machine D oumber so that the
server 4 can identify from which machine the outcome data
came. In various embodiments, mulliple slot machines 2
transmit outcome data to the slot network server 2

Outcome data, as used herein, means any information
describiap the outcome of a game or handle pull in the
present cembodiment, outcome data includes the final posi-
tion of each reel and the corresponding payout or loss for a
given play

According 1o various embodiments of the present
invention, once the slot neiwork server 4 receives the
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outcome data, it updates the player dutabase 444 and the slot
machinc datzbase 449 in step 660 More specifically, the slot
network server 4 accesses the slot machine database 449 and
updates the record pertaining to the particular sio! machine
2, as identified by its machine 1D number 4491 The slot
network server 4 also accesses the automated session data-
brase 446 to determine the bet per pull 4466 {or the particular
player Eastly, the slot network server 4 accesses the player
database 444 o update the credil balance field 4446 in the
player’s record. The credit balance ficld 4446 is decreased
by the bel per pull smount and increased by the payount 4497,
il uny

In various embodiments, slot network seever 4 stores
outcome clnta in conjpetion with information identifying
the player associaled with the outcome In an embodiment
where one player is playing a gambling session ai the same
time that another player has initiated an automated session
at the same slot machine 2, cach outcome stored may
indicate both players (¢ g by player tracking card number)
This allows subsequent audits te account for the fact that
although one outcome was generated a correspondiag rev-
enue siream may be associated with two players
Alternatively, slol network server 4 may store the above
information withowt the identitics

Cnce the slot setwork server 4 receives the outcome data,
the server 4 also updates the actual Bmiting criteria stored in
RAM 436, us nceded Specificaily, the number of pulls value
is Incremenied by one and the (ota! losses/winnings value is
changed o reflect the results of the last game.

In various embodiments of the present iavention, the
server 4 also stores the time it proceeds 1o step 610, as
indicated by clock 412, as the time value corresponding to
the time between handle pulls 4468 The server 4 uses this
time value to determing the speed of play Each subsequent
time the system 1 performs the operations of step 660, the
server 4 also determines whether, in light of the time
between handle pulls 4468, it must delay before continuing
to proceed Specifically, the server 4 reiricves the time
between bandle pulls 4468 and the previously stored time
value. The server only proceeds to siep 610 whea the current
time, as indicated by the clock 412, cquals the sum of the
time between handle pulls 4468 and the previously stored
time value The server 4 stores the time it proceeds to step
610 as the new time value

It is anticipated that a player having only a limited time
remaining at a casino and a small amount of fuads available
will eater the minimum allowed time {¢ g, “zero™) as the
time between handle pulls 4468. 11 such a value is received,
the system 1 proceeds to continuously generate cutcome
data without delay, or with z minimal amount of time
between genersted owtcomes, unlil & Hmiting criterion of
pluy occurs. For example, the player eniers the minimum
allowed time as the time between handle pulls 4468 in step
550 and likely remains at the slot machine 2 to waich the siot
machine 2 rapidly play game after game until, for example,
the player is out of funds or wins a jackpot

In various alternative embodiments of the present
invention, the slol network server 4 compares received
outcome data with a player’s session parameters {o deter-
mine if the game corresponding to the received outcome
data should be included as a game in the player's automated
play session For example, a player may choose 1o include
al pames {rom a particular type of slot machine i his
automated play session Thus, when the slot network server
4 receives outcome data corresponding to 3 game (whether
automated or initiated manuadly) at a slot machine 2, it may
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include the pame as part of the player’s automated play
session if the slot machine 2 is of the correet type

Onee the slot network server 4 receives the outcome data
and updates the databases, the server 4 transmits the results
of the play 1o the remote player communication device 6
The resulls communicated in step 610 to the player com-
munication device 6 may include the sclual reel position
4496, the payowt of a particular game 4496, the player's
current credit balance 4446, and any other information
stored or generated by the system 1

Alternatively, the results may be stored by the server 4
and communicated, for example, at a specific time,
periodically, upon the player’s request, or in accordance
with a playes’s sclection parameters Similarly, the results,
once received by the communication device 6, may be stored
and displayed, for example, at a specific time, periodically,
upon the player’s request, or in accordance with a player’s
sefeetion parametess

The siot network server 4 establishes communication with
a communication device & thal is associated with the par-
ticutar player Specifically, the server 4 accesses the com-
munication device database 448 and scarches for the com-
muanication device number 4480 cqual to that siored in the
player's record in the automated scssion database 446 in
field 4469. The server 4 then uses the communicalion
identifier 4481, which is the pager or celiudar telephone
number, or the internet protocol (IP) address of 2 sel-top
device, 1o establish communicatios with the communication
device 6

Note that in various embodimeats, more than ope com-
munication device 6 may be associated with the particular
player Thus, results may he iransmitted 1o & player’s celluiar
telephone, PDIA, pages, and/or other devices, Tor example,
an a player's “buddy list”

As described above, in one embodiment ol the invention
communication device 6 comprises & pager with a liguid
erystal or other type of display This communication of the
oulceme date to the player, which may even include a
display of the reel position outcome on the dispiay, permits
a player o enjoy the excilement of the play without a
physical presence at the device TFurther, such essentinlly
real-time communication with the slot machine permils a
player to adjust the limiting criteria o maximize eajoyment
and potential return, typicaily by increasing the speed and
duration of play.

in one aspect of the invention, the remaining credit
balapce is communicated to the player along with the
outcome data Thus, when a player notes that his play may
be terminated because his credit balance is running out, he
has the opportunity to increase the credit balance.
Preferably, the player wil return to a sio! machine and add
further moneys. If returning lo a slot machine is not
convenient, the player can increase the credit balance by
phoning the casino and authorizing the casino personnel fo
increase the credit balance The casino personnel will appro-
priately enter the additional funds into the correct server
database fields. I returning to a siot machine s convenient,
the player may choose simply to returs 1o the machine and
add mere coins Allernatively, the player may increase the
credil balance by sending a command to the casino, the slot
machine 2, the server 4, or other device, via, ¢ ¢, & two-way
pager or touch-lone wircless telephione

In step 624, having just compleled one play, the slot
retwork server 4 determines whether a limiting eriterion hus
oceurred . Specifically, in the present embediment, the slot
network server 4 sccesses the record in the sutomated
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session daiabase 446, as identificd by the player's 1D 4460,
to determine whether any oae of the limiing criteria have
occurred

The determination of whether any of the Himiting criteria
have occurred may be made by varions comparisons, for
example, by comparing any of: 1) the end time 4464 to an
internal clock of the server 4; 2) the maxinsum member of
pulls 4464 1o the actual nember of pulls stored in RAM 43{;
3} the current credit balance 4446 to the limiting credit
bilenes 4465; und 4) the limiting maximum payoul 4466 to
e actual payout 4497 If none of the Hmiting criteria have
accurred, operation of the system 1 proceeds from step 584,
once again

If any one of the Hmiting eriteria has occurred, thean, in
step 630, the slot network server 4 stops the automated play
session and transmils 2 signal to the communication devics
6, thereby notifying the player that the amtomated session
has ended H the slot machine 2 was locked-ap durisg the
automated session, it may remain focked-up until the player
returns. Ie an alternative embodiment, the slot setwork
server 4 also trznsmils an urlocking signal 10 the slot
machine 2 upor the occurrence of a limiling crilerion of
piey. The unlecking signal indicates to the slot machine 2
that i1 may accept coins and allow other players to com-
mence play

In yet another embodiment, information other than out-
come data, such as machine messages, is communicated (o
the communication device 6 Machine messages, as uscd
kerein, include information generated by the slot machine 2
relating to the status of that particular slot machine 2. For
example, such a machine message may indicate that the slot
machioe 2 has stopped functioning properly, is being played
manually, or is being played automatically by another
player

In yet another embodiment of the present invenlion,
limiting criteria of play, actual limiting values, or both, are
communicated to the player For examgple, the player will be
notified of the current credit balance 4446 and the fimiting
credit balance 4465, as well as the current aumber of pulis,
as stored in RAM 430, and the maximum number of pulls
4464 allowed

In an aliernative embodiment, the outcome data trans-
ferred in step 590 of FIG 8 need only include the payout
4497, if any In such an alternative cmbodiment, the slot
machine 2 communieates only the payout irformation to the
slot network server 4. The server 4, in furn, accesses z slog
machine database 449 and, based upon the machine ID
number transmitted, accesses a record for that slot machine
2 A payout structure for that particular slol machine 2 is
maintained within the record Fhe payout structure, like the
payout table 284 in the slot machine 2, correlates the payout
received {rom slof machine 2 to o possible reel result

For example, if reels 262, 264, 266 of the slot machine 2
reveal “cherry-cherry-bar,” the slot machine 2 may deter-
mine that, according to the payoul lable 284, the player
should receive a payout of ten coins The slot nuachine 2 then
commugicates to the slot server 4 a payout of ten coins The
server 4, by a accessing the payout stracture, correletes the
payout of ten coins back into the reel positions of “cherry-
cherry-bar ™ Because severai reel positions may correspond
1o the same payout, the slot network server 4 may determine
that a reel position other than “cherry-cherry-bar™ oceurred.
Thus, the server 4 simulates the actual outcome of the slot
machine 2 for transmission to the player’s communication
device 6.

It will be appreciated by those skilled in the art that, while
the player may select player parameter selections in the
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maaner described above, the casino may also sct guidelines
on the autemated operation of the slot machines In general,
the casino is desirous of maximizing play on, and hence
revenue {rom, each machine Thus the casino may limit the
selectable range of player parameter selections, for example
the frequency of handle pulls, to insure reasonably constant
ant speedy play Further, the casino may alter the range of
piayer parameter sclections, asd even the [undamental
operation of the machines, to encovrage play during times
whea the machine is otherwise vndenutifized For example,
the casino may permit @ machine 1o be played during late
night hours, in an awtomated mode, al a sfower speed and
with a higher payoul schedule This would permit a player
to start automated play during the nighttime hours when the
machine would be otherwise unused, The casino hours
would benefit from increased play and revenue, while the
pizyer would benefit from potentially better payouls

At any time during the operation of the system 1, as
described with reference to FIG 8, the player may return o
the slot machine 2 and manually terminate automated play
Such manual termination of sutomated play will now be
described with reference to FIG 9

Upon returning o the machine 2, as shown ia step 710,
the player, in step 720, inserts the player tracking card 312
into the card reader 310 The card reader 310 reads the
player identifying information from the player tracking card
312 and, in step T30, the slot machine 2 transmits this player
identifying information to the sl network server 4

In step 740, the slot network server authenticates the
player idemilying information Specifically, the slot network
server 2 searches the automated session database 446 to
determine whether the player 1D number and the machioe HD
number just received are also preseat in a single record in the
automated session database 446, If the information is

present in a single recerd in the automaited session database -

446, the player identifying information is deemed authentic

In an alterpative embodiment, the player may ferminate
his automated play session by returaieg to any available siot
machine 2, regardless of whether the slot machine 2 was
involved in the antomated play session Accordingly, the
player identifying information may be deemed authentic if
the player ID number is in al Jeast one record in the
automaled scssion database 446

Having authenticated the player identifying information,
the slot metwork server 4 trapsmits the results from the
automated play to the slot machine 2 for display 1o the playes
in step 750. The results, which arc displayed on display 320
or, alternatively, video display area 270, preferably include
the player’s credit balance 4464, The displaying of the
results may also include, for example, all of the resulting reel
positions or enly the winning reel positions. These resulis
may alse be made available to the player via the commu-
nication device 6 Having read the resulls from the auvlo-
mated play session, as shown as step 764, the player may
then decide to terminate play. In step 770, if the player
decides to terminate play, then the player may receive a
payout owed

It wiil be undersiood that, should the player so desire, a
complele audit of the automated play session is available
through an approprinate examination of the conlents of siot
machine database 449 Such an audit would typicaliy be
provided by casino personnel upon special request by the
player, and could include a complete reporting of results for
every play during the automated session

On the other hand, if the player decides not lo terminate
play, then the player must decide whether to resume auto-
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malted play, as shown in step 780 I the player decides to
resume automalted play, such play will continue as deseribed
with reference to FIG 8, steps 580630, untit a Hmiting
criterion oceurs or the player relurns (o manually terminate
play The resumption of automated pley is shown as step
750

As an alternative 1o resuming awtomated play, the player
may decide instead to resume manual play of the slot
machine 2 Step 806 illustrates the resumption of manual
play.

As shown in step 770, the player may receive any payo
4497 due. Receiving the payoul may involve the slot
muchine 2 dispensing the amount of coins equal to the credit
balance 4464 for the player. Note that the slot machine 2
may or may nof be the same slot machine at which the player
initiated his automated play session. Is an alternative
embodiment, the payout invelves the player returning to the
slot change booth or casino cage and presenting the player
tracking card 312 The casino personnel proceed to read the
player 1D and player name from 2 player tracking card 312.
Upon verifying the player’s identification with a secondary
form ol t1, such us a driver’s license, the personnul acoess
the player dutabuse 444 The casino personnel proceed to
pay the plaver any amount less than or equal to the cument
credit bulance 4446 stored in the player's record The
persennel then adjust the credit balance 4446 to refleet the
disbursement

In another alternative embodiment, the player may
receive a prize or reward in licu of the payout 4497 duc For
examply, the casino may offer ke player a free hotel stay in
ticu of the payout 4497 due Such an offer may be commu-
nicated to the player, for example, by the casino personnel,
via the communication device 6, or via the display 320 of the
slot machine 2. Of course, such an offer may be communi-
cated via the communication device 6 during automated
play.

It is to be understood that the present inveotion is not
limited o an embodiment including both the siot mackhine 2
amd the siot network server 4 Specifically, in one embodi-
men! of the present invention, a siot machine alone stores tise
automaled play infortmation, including player identifying
information, credit balance, player parameter selections, and
actuzl limiting vaiues Moreover, the slot machine aot only
generales ouicome data, bul also, rather than employing a
server, internally updates the information as described
above

Furthermore, the present inventios cncompisses aulo-
mated play of gaming devices that require a player 1o make
decisions during play, such as video blackjack machines,
videa poker machines, and the like. The iaclusion of deci-
sion rules in the player parameter selections accounts for the
need to make decisions Alternatively, decision rules may be
applicd to all players or may be otherwise outside of the
control of the player. For example, al] players playing an
automated play session, or & certain subset of such playess,
may be forced to play according to a predetermined set of
decision rules Decision rules dictate the course of play
based upon the current status of play. For example, decision
rules for automated play of a video blackjack machine
include staying when the desler shows o “six” and playing
according (o the highest odds of winning In short, because
decision rules obviate the need for player decisions, auto-
mated piay may procecd

In an alternative embodiment, outcomes requiring a deci-
sion by ihe player may be stored and displayed jo the piayer
at a fater time, for example, when the player returss 1o the
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slot machine 2, or via the communication device 6 at the
player’s request After the outcome reguiring a decision is
stored, automated play may thes conlinue with the next
game. For example, some outcomes of reel slot machise
games require the player to make 2 selection in a bonus
round In accordance with this alternative embodiment, then,
automated play could continue without the player’s selec-
tion. The player could then play alf the stored benus round
culcemes requiring the player’s selection at a later time.
There has thus been provided & method and apparatus of
operating a gaming device, for example a slot machine, in an
amlomated manner The presest invention permits i casino o
significantly increuse the usage and revenue of such gaming
devices, encouraging substantially continuous play al times
when the machine might otherwise be un- or under-used
The invention further permits a player to enjoy all of the
benefits of gambling, such as the cnjoyment of viewing
real-time paming device resulls, withoul necessitating o
physical presence at the machine. Additienally, the inveation
permids the casine to offer better-than-normal playing
parameters, such as an improved payout schedule, or even
the special reservation of 2 sekected machineg during normat
playing hours
Although the present invention has been described in
lerms of certain preferred embodimesnts, other embodiments
that are apparent to those of ordinary skifl in the 2t are also
intended to be within the scope of the present invention.
Accordingly, the scope of the present invention is intended
to be limited only by the claims appended hereto
What is claimed is:
1 A method comprising:
receiving first outcome data representative of al least one
game at a game device in, which the at least one game
at the game device is initiated by a Brst player;
determining an avtomated session associated with a see-
omd player; in which the automated session comprises
al least one game that is nol initisted by the second
player;
determining a1 least ane session parameter corresponding
to the avlomated session; and
determining second oulcome data based on the at least
one session parameter amd the first oulcome data,
2 The method of claim 1, in which the at least one game
at the game device is initisied by a handle pul
3 The method of claim 1, in which the game device is 2
slot machine
4. The method of clzim 1, in which the game device is a
video poker machioc
5 The method of claim 1, in which the & fcasl one session
parameter comprises at least ooe of:
a bet amount,
a type of game,
a peried of time between games,
a start time,
an end time,
a number of games,
the credit balance,
a number of losses,
a number of wias,
an amount lost,
an amount wo,
a number of plays without & win,
a numbur of plays without & loss,
# rate of loss, and
t rate of winning.
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6. The methad of claim 1, further comprising:

teansmitting at least a portion of the second outcome data
to the second player
7. The method of claim 6, in which the second player is
remote from the game device
8. The method of claim 1, further comprising:

transmitting at least a poriion of the second ontcome data
10 4 communication device
9. The method of claim 8, in which the communication
device is remote from the game deviee
10 The method of ciaim 8, in which the communicalicn
device is associaled with the second player
11 The method of claim 8, in which the communication
device comprises a pager
12 The method of ciaim 8, in which the communication
device comprises a handheld device.
13 The method of ciaim 8, in which the communication
device comprises a {elephone
14 The method of ctaim 8, in which the communication
device comprises a personal digital assistant
15 The method of claim 8, in which the communication
device is associaled with an internet protocol address
16 The method of claim 8, in which transmitting the a
least a portion of the second outcome data comprises;
transmitting the at least a portion of the second outcome
data 1o the communication device via wireless com-
munication
17 The method of claim 1, in which determining the
second outcome data comprises:
determining the second outcome data at 4 remote com-
mupication device that is associated with the second
player.
18 The method of claim 1, in which receiving the first
outcome data comprises:
receiving the first owtcome data 41 a resoote commuaica-
tion device that is associated with the sccond player
19 A method comprising:
initiating a pame at a pame device;
receiving game data corresponding o the game initiazed
at the game deviece;
determining first session paramelers corresponding lo a
firs! autemated session, in which the first automated
sessjon comprises al least the game ifaitiated al the
pame device, and in which the first automated session
is associated with & first player;
determining sccond session parameters corresponding 1o
i second auvtomated session, in which the second auto-
mated session comprises st least the game initiated at
the game device, and in which the second astomzied
session is associaled with a second player;
delermining first oulcome data based on the first session
parameters and the game data; and
determining second outcome data based on the second
session paramelers and the game data
20 The method of claim 19, in which the first session
paramelers comprise at least one of:
a bet amount,
a type of pame,
a period of lime belween games,
a starl lime,
an end time,
a number of games,
the credit balance,
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z sumber of losses,
a number of wins,
an amount lost,
an amount won,
& number of piays without 2 win,
a number of plays withou! 1 loss,
a rate of loss, and

a rate of winning
21 The method of claim 19, further comprising:
transmitting at feasl a portion of the first oudcome ditta o
the first player
22 The method of claim 21, in which the {irst player is
remote from the game device
23 The methed of claim 19, in whick initiating the game
comprises:
transmilting a signal to the game device, the signal being
instructive lo generate an oufcome at the gamse device.
24. The method of claim 19, further comprising:
transmitting at feast a portion of the first outcome data to
a communication device
25. The method of claim 24, in which the communication
device is remote from the game device
26 The meshod of claim 24, in which the communication
device is associated with the frst player.
27 The method of cluim 24, in which the communication
device comprises a pager
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28 The method of claim 24, in which the communication
device comprises a handheld device
29 The method of elaim 24, in which the communication
device comprises a lelephone
30 The method of claim 24, in which the communication
device comprises a personal digital assistant,
31. The method of claim 24, in which the communication
device is associated with an internet protocol address.
32 The method of claim 24, in which transmitting the at
icast a portion of the first outcome dala comprises:
transmitting the at least a portion of the first cutcome data
to the communication device via wireless communica-
tion
33 The method of claim 19,
in which the game data comprises an indication of a
payout; and
in which determining the first outcome data comprises:
determining at least one reel position based on the
payoul
34 The method of claim 33, further comprising;
transmitting an indication of the af keast one reel position
o a remote communication device that is associated
with the first player
35 The method ol claim 19, further comprising;
transmitting locking data to the game device



