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Description

TECHNICAL FIELD

[0001] The present invention relates generally to gam-
ing devices and systems, and more specifically to remote
game servers.

BACKGROUND

[0002] Casinos and other forms of gaming comprise a
growing multi-billion dollar industry both domestically and
abroad, with electronic and microprocessor based gam-
ing machines being more popular than ever. A brick and
mortar gaming entity that provides gaming services, via
stand-alone casino-type machines, may control gaming
devices that are globally distributed in many different
types of establishments. For example, gaming machines
that are stand-alone units, may be placed in casinos,
convenience stores, racetracks, supermarkets, bars and
boats.
[0003] Brick and mortar gaming establishments typi-
cally use electronic and microprocessor based gaming
machines can include various hardware and software
components to provide a wide variety of game types and
game playing capabilities, with such hardware and soft-
ware components being generally well known in the art.
For example, bill validators, coin acceptors, card readers,
keypads, buttons, levers, touch screens, displays, coin
hoppers, player tracking units and the like are examples
ofhardware that can be coupled to a gaming machine.
Software components can include, for example, boot and
initialization routines, various game play programs and
subroutines, balance or credit, and payout routines, im-
age and audio generation programs, security monitoring
programs, authentication programs and a random
number generator, among others. These software com-
ponents are generally configured to provide these func-
tions for a single gaming machine and each gaming ma-
chine typically duplicates the functionality of the other
gaming machine in a brick and mortar casino.
[0004] In a typical, electronic and microprocessor
based gaming machine operated by a brick and mortar
casino, such as a slot machine, video poker machine,
video keno machine or the like, a game play is initiated
through a wager of money or credits that have been de-
posited directly into the gaming machine in some man-
ner, whereupon the gaming machine determines a game
outcome, presents the game outcome to the player and
then potentially dispenses an award of some type, in-
cluding a monetary award, depending upon the game
outcome. In this instance, the gaming machine is oper-
able to receive, store and dispense indicia of credit or
cash as well as calculate a gaming outcome that could
result in a large monetary award. The gaming machine
is allowed to operate in this manner because it is placed
typically in location that is monitored (e.g., a casino), the
gaming machine hardware and software components are

secured within a locked cabinet and the gaming machine
includes a security system for detecting fraud or theft
attempts.
[0005] The functions available on a stand-alone, gam-
ing machine may depend on whether the gaming ma-
chine is linked to other gaming devices. For instance,
when connected to other remote gaming devices, a gam-
ing machine may provide progressive jackpots, player
tracking and loyalty points programs, cashless gaming,
and bonusing among other items. Many of these added
components, features and programs can involve the im-
plementation of various back-end and/or networked sys-
tems, including more hardware and software elements,
as is generally known. Nevertheless, the bulk of game
play functionality on the gaming machine is provided via
hardware and software located on the gaming machine.
[0006] Traditionally, as described in the previous par-
agraphs, casino-style gaming has been provided using
self-contained devices, where each machine contains all
of the hardware and software required provide a gaming
experience, including generating game outcomes, pro-
viding a presentation of the game outcome and handling
monetary transactions. More recently, client-server sys-
tem architectures have been developed whereby one
server can service the gaming requests, including game
outcome generation, for multiple display devices. Al-
though these client-server system architectures have ap-
plications in traditional brick and mortar gaming estab-
lishments, their major application so far has been in al-
lowing the availability of casino-type gambling to expand
via Internet based casinos.
[0007] In a client-server system architecture, the ca-
pabilities of the client and the tasks it is allowed to perform
can vary depending on the location of the client. For in-
stance, in a brick and mortar establishment, such as an
Indian Casino, which are a secure location, slot-like gam-
ing machines provide Class II games, such as bingo or
lottery, where the gaming machines access a central
server to obtain serialized, predetermined outcomes.
These clients are operable to provide money handling
transactions and generate presentation of the game out-
come received from the server. These clients are very
similar to the gaming machines traditionally used in brick
and mortar gaming establishments and are often capable
of providing local game outcome generation as well as
receiving game outcomes from a remote server in the
client server system architecture. Further, in a casino en-
vironment, a private and dedicated network is usually
used to connect the client and server devices.
[0008] As noted above, Internet-based gaming is an-
other example of a client-server system architecture and
is an area where casino-style gaming is now being pro-
vided. In Internet-based gaming, the player’s home com-
puter or a mobile device, such as phone, contains the
client software that interacts with a centralized online ca-
sino server. Since the client device is located in a non-
secure environment, such as a player’s home, the client
device is used to provide only an interface that allows

1 2 



EP 2 005 400 B1

3

5

10

15

20

25

30

35

40

45

50

55

the player to view the game presentation and provide
inputs, such as wager amounts or game inputs, that allow
a wager-based game to be played.
[0009] In the example described in the preceding par-
agraph, the individual gaming transactions, accounting,
player tracking, game outcome generation are handled
by one or more the Internet casino servers. Further, the
Internet casino servers are configured to provide func-
tions that are usually not that important for brick and mor-
tar casinos, such as player registration, which involves
allowing new players to play games online, player ac-
count management, which involves electronically track-
ing a balance of funds in a players’ account including
transfers of funds in and out of the account, player veri-
fication, which involves determining whether a player is
eligible to play games based-upon such factors as their
age, location or credit worthiness and client software
services, which provides software needed by the client
to interact with the online casino and/or generate a game
outcome. The software that allows the individual game
transactions, player registration, player account man-
agement, player verification, accounting, game outcome
and client software services is usually provided as a sin-
gle integrated package, often referred to as casino plat-
form software.
[0010] As compared to a brick and mortar gaming es-
tablishment, a gaming entity providing remote gaming
services, such as an Internet-based casino, may provide
gaming services to tens of thousands of or even hundreds
of thousands of users/clients while a single land-based
casino may include only thousands of gaming machines,
which primarily operate as stand-alone devices. Further,
an Internet-based casino interacts with clients that have
hardware, software and communication capabilities that
are much more variable from client to client as compared
to a brick and mortar establishment. In a brick and mortar
establishment, the gaming machines are much more ho-
mogenous and communications issues between a server
and client are more reliable. In addition, because the se-
curity of the client and its location can’t be relied upon,
Internet-based casinos provide a much higher level of
functionality in regards to player monetary account man-
agement and additional functions not generally provided
by the stand-alone gaming devices of brick and mortar
establishments, such as player registration and player
verification.
[0011] In general, the client functionality is much great-
er in brick and mortar casinos as compared to the client
functionality in Internet gaming. As a result, the gaming
architecture in a brick and mortar casino can be consid-
ered a mostly distributed computing architecture while in
an Internet casino the computing architecture can be con-
sidered a more centralized computing architecture. The
differences in scale, functionality and computing archi-
tecture between brick and mortar casinos and Internet
casinos lead to casino platform software packages exe-
cuted on casino servers in Internet based gaming that
are generally larger, more complicated and integrated

than the server-based software packages utilized in a
brick and mortar gaming establishments.
[0012] Player’s gaming interests are constantly chang-
ing and the effort associated with providing fresh content
to users is quite costly. However, most online casinos offer
games solely developed by the company that provides
their casino platform software and are unable to provide
games developed by other software providers. The ability
of a casino operator to maximize their operating profits
and keep their customers happy is directly linked to their
ability to provide new and desirable gaming content. In
view of the above, it would be desirable to provide gaming
apparatus and method that reduce the costs associated
with providing new gaming content, such as new games,
on gaming devices, such as remote gaming clients served
by an Internet-based casino server.
US patent application publication US 2006/0025207-Wal-
ter describes a gaming system and method that allows a
player to play a gaming device and receive a predeter-
mined number of outcomes in exchange for a payment.
The gaming device generates the predetermined number
of outcomes and adjuct the player’s account balance
based on the predetermined outcomes.

SUMMARY

[0013] According to first and second aspects of the in-
vention there is provided a gaming system in accordance
with claim 1 or 2.
[0014] To provide a wager-based a displayed on the
gaming device, the gaming device may access a web-
site listing gaming services hosted by the player man-
agement server. The web-site may include one or more
links to the game outcome server. Following a selection
of a link to the player management server, an authenti-
cation process may be initiated between the game out-
come server and the player management server. During
the authentication process, the game outcome server
and the player managment server may exchange infor-
mation that allows i) the verification of eligibility of the
gaming device and ii) allows the verification of the player
management server to receive gaming services from the
game outcome server and iii) uniquely identifies a game
play session initiated on the gaming device.
[0015] Upon a successful authentication, player ac-
count information, such as balance information and play-
er preferences, may be sent from the player management
server to the game outcome server. When the player has
enough available balance and a game has been initiated
on the gaming device including a wager, the game out-
come server may generate a game outcome that is dis-
played on the gaming device. The game outcome may
be displayed as a game presentation, such as reels, spin-
ning and stopping for a slot game. Also, an award asso-
ciated with the game outcome may be displayed with
game presentation. In addition, the game outcome and
associated award may communicated in a manner that
allows a balance associated with a player’s account
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maintained on the player management server to be up-
dated.
[0016] In a particular embodiment, the game outcome
server may receive a request for a game and a wager
amount for the game from a gaming device and may gen-
erate a tentative game outcome for the game. Then, the
game outcome server may communicate to the player
management server the wager amount and the effect of
the tentative game outcome on the player’s balance. If
the player’s balance is large enough to support the wager
amount for game, the player management server up-
dates the player’s balance and responds to the game
outcome server that the transaction is valid. The game
outcome server then at least transmits the game outcome
to the gaming device. When the player’s balance is not
large enough to support the wager, the player manage-
ment server may send a message with information indi-
cating the wager is not valid to the game outcome server
and may optionally send a message to the client. In re-
sponse to receiving the message from the player man-
agement server, the game outcome server may disre-
gard the tentative game outcome and may send a mes-
sage for display on the gaming device indicating the
wager is not valid.
[0017] In another embodiment, the game outcome
server may receive a request for a game and a wager
amount for the game from a gaming device and may gen-
erate a tentative game outcome and in parallel contact
the remote server to authorize the wager. After the ten-
tative game outcome and authorizing acknowledgement
from the game outcome server arrives, the game out-
come server may communicate information to the gam-
ing device that allows the game outcome to be presented
on the gaming device. The presentation for the game
outcome may include an update to the player’s balance.
[0018] In another embodiment, the game outcome
server may maintain a temporary balance for a player.
The temporary balance may result from a transfer of
funds from an account maintained on a balance handling
device, such as a player management server/system, a
player tracking system or a casino gaming machine. As
a result of gaming activities generated on the game out-
come server, such as a play of one or more games, the
game outcome server may be operable to increase or
decrease the temporary balance depending on an award
associated with each gaming activity. As long as funds
remain in the temporary balance, the game outcome
server may not have to contact the balance handling de-
vice from which the funds were transferred each time a
gaming activity that may affect the temporary balance is
initiated by the play via a client device.
[0019] The game outcome server, in response to a) a
request received from a client device, b) a request re-
ceived from a balance handling device, such as a player
management server, a player tracking system or a casino
gaming machine, c) an event initiated on the game out-
come server, such as after a time period expiring, may
be operable to transfer any remaining funds in the tem-

porary balance back to the balance handling device. In
addition, when the funds remaining a temporary balance
are exhausted, the balance handling device, such as a
player management server, a casino gaming machine or
a player tracking system and/or the game outcome server
may be operable to initiated a transfer of funds from the
balance handling device to the game outcome server that
allows the temporary balance maintained on the game
outcome server to be supplemented. The additional
funds may allow for further gaming activities to be gen-
erated on the game outcome server and displayed on a
client device in communication with the game outcome
server.
[0020] In addition to providing information to the client
device, the game outcome server may also transmit a
request to update a player’s balance to the player man-
agement server. In response, the player management
server may update the player’s balance and may send
an acknowledgement that the player’s balance has been
udpdated. After receiving the acknowledgement, the
game outcome server may store a record of the transac-
tion on the game outcome server. Further, for any of the
purposes of auditing and dispute resolution purposes bill-
ing, performance analysis, etc., a record of the game
outcome may be stored on the game outcome server
and/or the player management server.
Alternately, when the player management server re-
sponds that the player’s balance is insufficient, the game
outcome server may disregard the tentative game out-
come and send a message for display on the game client
device indicating that the player doesn’t have sufficient
funds to proceed with the requested game. If available
(i.e., when it has been received from the remote host),
the game outcome server may provide information to the
gaming device indicating the player’s current balance. A
record of the failed game may or may not be stored on
the game outcome server and/or the player management
server.
Aspects of the invention may be implemented by net-
worked gaming machines, game servers and other such
devices. These and other features and benefits of as-
pects of the invention will be described in more detail
below with reference to the associated drawings. In ad-
dition, other methods, features and advantages of the
invention will be or will become apparent to one with skill
in the art upon examination of the following figures and
detailed description.

BRIEF DESCRIPTION OF THE DRAWINGS

[0021] The included drawings are for illustrative pur-
poses and serve only to provide examples of possible
structures and process steps for the disclosed inventive
systems and methods for providing game services to re-
mote clients. These drawings in no way limit any changes
in form and detail that may be made to the invention by
one skilled in the art without departing from the spirit and
scope of the invention.
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[0022] FIG. 1 illustrates a block diagram of a gaming
system of the present invention.
[0023] FIG. 2 is a block diagram showing details of
interactions between a client a player management serv-
er and a game outcome server and components of these
gaming devices for one embodiment of the present in-
vention.
[0024] FIG. 3 is a block diagram showing details of
interactions, including transaction based updating, be-
tween a client, a player management server and a game
outcome server for one embodiment of the present in-
vention.
[0025] FIGs. 4A-4B are interaction diagrams illustrat-
ing transactions between a game outcome server, a play-
er management server and a client for embodiments of
the present invention.
[0026] FIG. 5 illustrates a perspective view of one em-
bodiment of a gaming machine.
[0027] FIG. 6 illustrates a block diagram of a gaming
system of the present invention.
[0028] Fig. 7 illustrates a network device that may be
configured according to some aspects of the invention.

DETAILED DESCRIPTION

[0029] Exemplary applications of systems and meth-
ods according to the present invention are described in
this section. These examples are being provided solely
to add context and aid in the understanding of the inven-
tion. It will thus be apparent to one skilled in the art that
the present invention may be practiced without some or
all of these specific details. In other instances, well known
process steps have not been described in detail in order
to avoid unnecessarily obscuring the present invention.
Other applications are possible, such that the following
example should not be taken as definitive or limiting either
in scope or setting.
[0030] In the following detailed description, references
are made to the accompanying drawings, which form a
part of the description and in which are shown, by way
of illustration, specific embodiments of the present inven-
tion. Although these embodiments are described in suf-
ficient detail to enable one skilled in the art to practice
the invention, it is understood that these examples are
not limiting, such that other embodiments may be used
and changes may be made without departing from the
scope of the invention.
[0031] FIG. 1 illustrates a block diagram of a gaming
system 199 for one embodiment of the present invention.
The gaming system 199 may provide wager-based gam-
ing services on a number of different clients. The gaming
system 199 may comprise a game outcome server 201,
player management servers 200 and 202, network infra-
structure, such as 206 and 208, and clients 210, 212,
214, 216, 218, 220, 222, 224, 226 and 228. Further de-
tails of a server, such as servers 200, 201 or 202, that
may be utilized with embodiments of the present inven-
tion are described with respect to FIG. 7.

[0032] The clients in the gaming system 199 provide
an interface that allows a user to participate in a game.
The game may be a game of chance or a game of skill
and may include wagering on an outcome of the game.
To provide the interface, the client may at least include
a display device for viewing the game and input mecha-
nism for making choices related to the play of a game.
For example, the input mechanism may allow a player
to select a wager amount, initiate a game, select paylines,
hold/draw cards, select a game, etc. Some examples of
input mechanisms include but are not limited to a mouse,
keyboard, buttons on a button panel and a touch screen.
Further details of peripheral devices and functionality that
may be provided with a client or a server are described
with at least respect to FIGs. 2 -7.
[0033] Many different types of clients may be used in
the gaming system 200. Some examples of clients in-
clude but are not limited to personal computers, 210, 212
and 214, cell phones 222 and 224, a tablet computer
218, a PDA 220, casino-type gaming machines 226 and
228 and a television set-top box 216. During game play,
the clients may be located in a monitored and relatively
secure environment, such as a casino environment 230,
or in an unmonitored environment, such as a user’s
home. The casino environment 230 may include loca-
tions associated with a casino where game play is al-
lowed. Nevertheless, the clients of the present invention
may be used in other environments, such as stores, res-
taurants, bars, racetracks, sports books and other ven-
ues where game play is allowed.
[0034] The network infrastructure, such as but not lim-
ited to 206 and 208, that allow the clients and servers to
communicate with one another may comprise various
combinations of wireless and wired communication links.
Also, various wireless and wired communication proto-
cols may be employed over these links as is appropriate
for the devices that are communicating and the type of
communication link that is being utilized for the commu-
nication. The protocols that are utilized may be of a pro-
prietary or non-proprietary nature. The network infra-
structures 206 and 208 may utilize communication links
provided by wide-area networks, such as the Internet, a
wide area progressive jackpot network, a Wi-Fi network
or a cell phone network and/or local area networks, such
as a communication schema provided within a casino.
[0035] In one embodiment, the player management
servers 200 and 202 may allow a remote client to provide
game play of games where a monetary balance is ad-
justed based upon the outcome of the game. To enable
the game play, the player management servers, 200 and
202, may be operable to provide an account with a bal-
ance of funds that a player may use to play games. As
part of the account management, the player manage-
ment servers may be operable to allow funds to be de-
posited and transferred from the account. In a particular
embodiment, the transfers of funds into and out of the
account may be performed electronically. The electronic
fund transfers may involve credit cards, debit cards, bank
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accounts, wire transfers, etc. Other types of fund trans-
fers, such as via paper check, may also be employed.
The player management servers, 200 and 202, may man-
age accounts for thousands or tens of thousands of play-
ers and may be capable of providing game play for thou-
sands of player’s simultaneously.
[0036] When a player doesn’t have an existing account
with the player management servers, such as 200 or 202,
then the player management server may be operable to
establish a new account with the player. The registration
process may include functions, such as but not limited
to determining that a player is eligible to play by checking
their location, age, financial institution, credit, details
about the device being used, etc. Once a player’s eligi-
bility to play is verified, an account for the player may be
set-up. The account set-up may include but is not limited
to player information, device information, financial infor-
mation and a verification mechanism, such as a pass-
word, player biometric details, PIN number, hardware de-
tails or combinations thereof. After funds have been es-
tablished in the account, a game play session utilizing
the funds in the account may be initialized. In some em-
bodiments, the player management servers, 200 and
202, may carry out a verification process each time a
player tries to access their account. Details of a verifica-
tion process that may be used with the present invention
are described in co-pending U.S. US 2005/0176500, filed
on Jan. 18, 2005, by Mathews, et al., and titled, "Config-
urable and Stand-alone Verification Module," .
[0037] After a player accesses their account on one of
the player management servers, such as 200 and 202,
via a client device, game play may begin. In one embod-
iment, the player management servers, 200 and 202,
may host a web-site that provides a portal that allows the
player e to access their account and to play games. Dur-
ing game play, the player management servers, 200 and
202, may maintain and update a player’s balance in their
account as a result of their gaming activities. Gaming
activities may include but are not limited to sports wager-
ing or wagering on other types of events, playing games
of chance, such as slot games, card games (e.g., poker
and blackjack), roulette games, bingo games, lottery
games, keno games, or dice games, and playing games
of skill, such as solitaire. Further details of providing gam-
ing services that may be used in the present invention
are described in co-pending U.S. patent applications
20040242322, titled "Flexible User Interface," filed De-
cember 15, 2003 by Montagna, et al., 20040152511, ti-
tled "Cross-Enterprise Gaming Server," filed September
23, 2003, by Nicely, et al., and 20050176500, titled, "Con-
figurable and Stand-Alone Verification Module," filed Jan.
18, 2005, by Mathews, et al.,
[0038] The player management servers, 200 and 202,
may be operable to allow a number of gaming activities
to occur simultaneously that may affect a player’s bal-
ance tracked by the player management server. For in-
stance, a player may be playing two or more games of
chance simultaneously via an interface on a client device.

In another example, a player may be making sports
wagers that decrease a player’s balance or receiving the
results of sports wagers that may increase a player’s bal-
ance while playing a game of chance or other type of
game that may increase or decrease their balance de-
pending on the outcome to the game via an interface on
a client device.
[0039] Traditionally, Internet casinos have used a cen-
tralized, integrated software architecture to provide gam-
ing activities, such as a casino software platform that may
include a combination of player account management,
player registration, player tracking, money handling,
player verification, client software management and
game services (e.g., generating game outcome and as-
sociated presentations and storing a record of game play
dispute resolution purposes). Different software provid-
ers provide different casino software platforms where
each software provider may use different software im-
plementations to generate the functions described
above. Associated with each casino software platform is
a unique set of games that are only compatible with ca-
sino software platform provided by the software provider
of the casino software platform.
[0040] As an example of utilizing casino software plat-
forms, provided for illustrative purposes only, player man-
agement server 200 may be installed with a first casino
software platform from a first casino software provider
that provides a first set of games and player management
server 202 may be installed with a second casino soft-
ware platform from a second casino software provider
that provides a second set of games. In one embodiment,
player management server 200 may be a first Internet
Casino and player management server 202 may be a
second Internet Casino. In operation, each of the player
management servers, 200 and 202, utilizing the integrat-
ed casino software platforms may have unique customer
database, unique player management functions/capabil-
ities and a unique set of games associated with each
integrated casino software platform. An advantage of an
integrated casino software platform is that an operator
may install one of the packages on a server and have an
online casino up and running.
[0041] As noted previous paragraph, each integrated
casino software platform is associated with a unique set
of games. The provider of the integrated casino software
platform may update the games that are available for
their platform. However, a game developed for a first ca-
sino software platform by a first software provider is gen-
erally not compatible with a second casino software plat-
form. Thus, if an operator desires access to a popular
game from a first casino software platform provider and
already is set-up with a casino software platform from a
second casino software platform provider, then, to obtain
access to the popular game, the operator is limited to
either 1) setting up a new server with the first casino
software platform that provides the popular game or 2)
forgoing the popular game, and utilizing only the games
provided by the second casino platform software provid-
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er. In the case, where the operator decides to set up the
new server with the first casino software platform includ-
ing the popular game, the operator has to worry about
maintaining two different casino software platform pack-
ages, porting account information to the new casino soft-
ware platform and compatibility issues between the two
casino software platforms.
[0042] One solution to the problem described in the
previous paragraph, as identified herein, is to provide
method and apparatus for game services that are com-
patible with multiple casino software platforms. The
method and apparatus may include a game outcome
server, such as 201, that provides game services that
are compatible with different integrated casino software
platforms. For example, in one embodiment of the
present invention, player management server 200 may
utilize, a first casino software platform and player man-
agement server 202 may utilize, a second casino soft-
ware platform. Again, a unique set of games may be na-
tive to each platform. Player management server 200
may provide a remotely accessible interface, such as a
but not limited to web-site, that provides first content,
such as text or images, related to the games native to
the first casino software platform and second content,
such as text or images, related to the games provided
by game outcome server 201. Similarly, player manage-
ment server 202 may provide a remotely accessible in-
terface, such as but not limited to a web-site, that provides
third content, such as text or images, related to the games
native to the second casino software platform and fourth
content, such as text or images, related to the games
provided by game outcome server 201.
[0043] In a particular embodiment, the first content,
second content, third content and fourth content, may
each include selectable links, such that when the player
management server 200 or 202 receives information
from a client that one of the links is selected, a process
for providing a play of a selected game corresponding to
one of the links is initiated. The method of providing the
play of the selected game may differ depending on wheth-
er the selected game is native to the casino software
platform of player management server 200, the selected
game is native to the casino software platform of player
management 202 or the selected game is provided by
game outcome server 201 as will be described as follows
in regards to various embodiments of the present inven-
tion.
[0044] In particular embodiments, when player man-
agement server 200 receives information indicating that
a link that is associated with a game generated by the
game outcome server is selected, then an interaction be-
tween the player management server 200, the game out-
come server and a first client device may be initiated (The
first client device and the player management server 200
have already initiated a communication session at this
point and a verification process may have already oc-
curred involving the first client device and the player man-
agement server 200). The selected link may be repre-

sented by the second content, described in the above
paragraphs, generated on the remotely accessible inter-
face provided by the player management server 200.
Similarly, when the player management server 202 re-
ceives information indicating that a link that associated
with a game generated by the game outcome server 201
is selected, then an interaction between the player man-
agement server 202, the game outcome server 201 and
a second client device may be initiated. The selected link
may be represented by the fourth content, described in
the above paragraphs, generated on the remotely acces-
sible interface provided by the player management serv-
er 202. The game outcome server 201 may be operable
to interact with player management server 200, player
management server 202 and a number of client devices
simultaneously, such as but not limited to the first client
device and the second client device. Details of these in-
teractions are described as follows.
[0045] In particular embodiments, the links to games
generated by the game outcome server 201 on player
management server 200 and the links to games provided
by game outcome server 201 on player management
server 202 may be links to the same or different games
as determined via agreements between the operator of
the player management server 200 and the operator of
the game outcome server 201 and agreements between
the operator of the player management server 202 and
the game outcome server 201.
[0046] A game generated by the game outcome server
201 may be customized in some manner for a particular
player management server, such as 200 or 202. Thus,
the player management servers, 200 and 202, may each
provide a link to a similar game on the game outcome
server 201 that differs by the customization generated
for each player management server 200 and 202. In a
particular embodiment, the customization may be as sim-
ple as incorporating a name or a logo associated with
each of the player management servers, 200 and 202,
to differentiate game. In general, when a communication
session is initiated between a player management serv-
er, such as 200 and 202, the game outcome server 201
may be operable to receive information, such as but not
limited to text or a logo, from the player management
server that allows the game outcome server to customize
games provided to clients of the player management
server. The customization information may be incorpo-
rated into the game outcome presentation associated
with a particular game.
[0047] The games identified by the links may be varied
in time and/or customized according to the player. In one
embodiment, the player management servers, 200 and
202, may be operable to vary the links according to some
defined criterion or criteria, such as according to a time
of day, in response to a player’s game playing history or
in response to some other information known about the
player. In another embodiment, the player management
servers, such as 200 and 202, may be operable to allow
the game outcome server 201 to control or affect content
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presented on a portion of the remote interface for a client
that the player management servers, 200 and 202, each
generate that includes the links to the games on the game
outcome server 201. Thus, the game outcome server
201 may include logic that allows the links to games pro-
vided on the remote interfaces of the player management
servers, 200 and 202 to be modified by the game out-
come server 201.
[0048] When the game outcome server 201 is allowed
to affect the content related to the game links to itself on
a player management server, 200 and 202, the method
and criteria the game outcome server 201 uses to select
the game links to present on the player management
server, such as 200 and 202, may depend on how much
information the player management server shares with
the game outcome server 201. In some embodiments,
the player management server, such as 200 and 202,
may share information about the player and the game
outcome server 201 may utilize the shared player infor-
mation to select game links. The shared player informa-
tion may be general enough so that the player remains
anonymous, such as a player’s age, sex, birthday, city
where they live, playing preferences, such as games they
have played before, etc. In other embodiments, the play-
er management servers may not share any player infor-
mation with the game outcome server and the game out-
come server may be operable to select game links and
affect the content presented on the remote interface with-
out using player information. For instance, the game out-
come server may use calendar information, such as time
of day, time of year, season, holiday information, etc., to
select game links to present on the interface provided by
the player management server, such as 200 or 202.
[0049] In a particular embodiment, the player manage-
ment servers, 200 and 202, don’t have to provide any
native or locally generated games associated with a ca-
sino software platform. The player management servers
may only perform player management functions, such
as account management or player verification. The game
services may be provided via links to one or more games
provided by one or more game outcome servers, such
as game outcome server 201. Further, in one embodi-
ment, the game outcome server 201 may only provide
games and not any player management functions. In an-
other embodiment, the game outcome server 201 may
provide player management functions and game servic-
es for a first group of game players and only game serv-
ices for a second group of game players where the player
management functions are provided by another device,
such as the player management servers, 200 and 202.
In yet another embodiment, the game outcome server
201 may provide a portion of the player management
functions, such as player verification, and game services
while the rest of the player management functions are
handled by another device, such as the player manage-
ment servers, 200 and 202.
[0050] In one embodiment, the game outcome server
201 may be operable to provide games where a player’s

balance is maintained on a device remote from the game
outcome server 201. The player’s balance may be used
in association with the games generated on the game
outcome server 201, such as to make wagers on an out-
come of a game. Thus, methods and apparatus may be
utilized that allows the remote device and the game out-
come to confirm that the player has an adequate balance
to perform a desired action via the game outcome server,
such as make a wager. In addition, information generated
on the game outcome server 201 may affect the player’s
balance maintained on the remote device. Thus, method
and apparatus may be utilized that allow the balance on
the remote device to be updated in response to event
generated on the game outcome server 201, such as an
award amount corresponding to a game outcome gen-
erated on the game outcome server 201.
[0051] In some instances, games played on the game
outcome server may not affect a player’s balance and a
balance on a remote device may not have to be updated.
For example, the game outcome server may provide the
play of games for free with simulated wagers. In which
case, the game outcome server may provide the play of
a game but the player’s balance is not affected.
[0052] When the game outcome server doesn’t main-
tain a player’s balance, the remote device that maintains
a player’s balance may be a player management server,
such as 200 and 202, or a slot machine, such as 226 and
228. In general, any device or system that is operable to
maintain a player’s balance, may be utilized with a game
outcome server in this embodiment. Further, details of
method and apparatus that may be utilized with this em-
bodiment are described with respect to FIGs. 2-7.
[0053] Returning to FIG. 1, on the client interface,
which may vary from device to device, in one embodi-
ment, in at least a first portion of a display associated
with the client interface, one or more game links that lead
to game outcome server 201 may be provided when the
client device is in communication with one of the player
management servers, 200 and 202. After one of the play-
er management servers, 200 and 202, receives informa-
tion indicating one of the game links has been selected
that corresponds to a game provided the game outcome
server 201, the player management server may send in-
formation to the game outcome server 201 that allows
the game outcome server 201 to establish a communi-
cation link with the client device. When the selected game
link is for a game that is provided natively on the player
management server, such as 200 or 202, then there is
no need to establish a communication link between the
game outcome server 201 and the client device.
[0054] In various embodiments, the information sent
form the player management 200 server to the game
outcome server that allows the game outcome server
201 to establish a communication link with the client de-
vice may include but is not limited to one or more of the
following: a game identifier, an identifier associated with
the message sender, a unique player identifier such as
a number or a name, the player’s stated country of res-
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idence, other player registration information such as lan-
guage, player balance, player currency, and other infor-
mation concerning the player’s account used in custom-
izing the game provided by the game outcome server
201 or combinations thereof. The player management
server 200 may also send security credentials to the
game outcome server 201 to authenticate that request
as being from an authorized system. The game outcome
server 201 may store information regarding authorized
systems from which it may receive a player referral and
balance information, such that its security credentials
may be verified.
[0055] After the communication link with the client de-
vice is established, the game outcome server 201 may
provide information to the client device that alters the
client interface in some manner. For example, in one em-
bodiment, a window may pop-up, on the client interface
that provides a portal to the game outcome server 201.
Next, the game outcome server 201 may be operable to
provide a gaming application to a client, via a download
if necessary, that allows a wager-based game to be
played on the client. In some instances, a download may
not be necessary because the gaming application may
already reside on the client. As part of the communication
between the client and the game outcome server 201,
the game outcome server may request information from
the client to determine whether the gaming application
is already resident on the client.
[0056] In particular embodiments, the gaming applica-
tion may be configured to allow the client to establish a
gaming session where a game is played on the client.
During the gaming session, the gaming application may
send information regarding inputs made on the client and
in response receive commands, instructions, data or
combinations thereof, from the game outcome server 201
that allow the game outcome server to affect a presen-
tation of the game on the client. The presentation may
correspond to the game outcome generated on the game
outcome server 201 in response to a wager, such as the
game outcome to a slot game (final position of slot reels)
and any awards associated with the game outcome. In
one embodiment, the game outcome server 201 may not
maintain a player’s balance information. Thus, prior to
presenting the game outcome on the client, the game
outcome server 201 may need approval from a device
that may maintain a player’s balance, such from a player
management server, such as 200 and 202 or from a slot
machine or other money-handling capable device, that
the player’s wager is valid, i.e., the player has sufficient
funds for the requested gaming activity provided by the
game outcome server 201.
[0057] In another embodiment, as is described in more
detail with respect to FIGs. 4B, a client via the game
outcome server 201 may be operable to request a trans-
fer of funds from a player management server 200 to the
game outcome server 201 or a client via the player man-
agement server 200 may be operable to a request a
transfer of funds from the player management server 200

to the game outcome server 201. After the funds are
transferred to the game outcome server 201, via the cli-
ent, a player may play a series of games on the game
outcome server 201 with the transferred funds. Using the
transferred funds, the game outcome server 201 may not
need to get approval from the player management server
200 each time a game is played as long as a current
balance of the transferred funds is sufficient to cover a
player’s requested gaming activity.
[0058] In the embodiment described above, the game
outcome server 201 may maintain a temporary balance
of the transferred funds. As a result of gaming activities
generated on the game outcome server 201, a balance
of the transferred funds may be increased or decreased
depending on an award associated with each gaming
activity. The game outcome server 201, in response to
a) a request received from the client device, b) a request
received from the player management server or c) an
event initiated on the game outcome server, such as after
a time period expiring, may be operable to transfer any
remaining funds in the temporary balance back to the
player management server 201. In addition, when the
funds remaining a temporary balance are exhausted, the
player management server 200 and/or the game out-
come server 201 may be operable to initiated a transfer
of funds from the player management server 200 to the
game outcome server 201 that allows the temporary bal-
ance maintained on the game outcome server to be sup-
plemented to allow for additional gaming activities pro-
vided by the game outcome server 201.
[0059] The gaming application may be based-upon
proprietary custom software, may be based on a non-
proprietary software environment, such as an Adobe
Flash,™ of combinations thereof. For instance, in one
embodiment, the game outcome server 201 may be op-
erable to download a Flash-based gaming application
comprising a plurality of Flash-based movies that allows
a wager-based game to be played on any of the types of
clients in FIG. 1. The client may include a media player
that is compatible with the Flash based movies. In par-
ticular embodiments, the contents of the Flash-based
gaming application may be tailored by the game outcome
server 201 according to the hardware capabilities of the
client device receiving the application. Thus, a home
computer, such as 210, may receive a different applica-
tion then a cell phone, such as 222.
[0060] In another embodiment, the game outcome
server 201 may be operable to stream a game outcome
presentation to any of the types of clients in FIG. 1. In
video streaming, the video frames of a game outcome
presentation may be generated on the game outcome
server 201 and then transmitted for display on the client.
The game outcome server 201 may be operable to adjust
the frames, such as size, resolution, frame rate, etc., to
account for the display capabilities of the client receiving
the video frames.
[0061] The multimedia player and associated files,
such as the Flash Player™ may be a component of a
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"Rich Internet Application," (RIA). Rich Internet applica-
tions (RIA) are typically interface applications provided
by a host to a client with downloadable components that
have the features and the functionality of locally installed
and executed programs. RIAs typically transfer the
processing necessary for the interface generated by the
application to the client but keep the bulk of the data (i.e.,
maintaining the state of the program, the data etc) back
on the host. RIA’s are not limited to web-based applica-
tions applied over the Internet and may be utilized in other
network architectures. In an RIA involving a host device
and a client device (e.g.., the game outcome server 201
may be considered a "host" and gaming devices, 210,
212, 214 and 224 may be considered a "clients" in par-
ticular embodiments), an application for generating an
interface executed on the client may be operable to per-
form functions independently of the host, such as com-
putations, send and retrieve data in the background,
store data locally, redraw sections of the screen, and/or
use audio and video in an integrated manner, etc.
[0062] In particular embodiments, the game outcome
server 201 may download a gaming application to the
casino-type gaming machine 228 where the gaming ap-
plication is executed on the gaming machine. In another
example, the game outcome server may be operable to
stream video for a game of chance to the personal com-
puter 212 where the video is displayed on client 212. In
yet another example, the client 220 may be a portable
wireless game device that is operable to receive gaming
services from the game outcome server 201. In a casino
environment 230, the portable wireless gaming device
may be utilized in certain restricted areas associated with
a casino, such as around a pool.
[0063] In general, the clients may be operable to exe-
cute gaming applications, such as Flash-based games,
games configured for other compatible media player or
customized gaming application software, and/or receive
video streams that are displayed on the client. Further,
the clients may be operable to provide game play of mul-
tiple games at the same time. For instance, a client may
be operable to communicate with multiple game outcome
servers at the same time and provide game play for dif-
ferent games available on each of the game outcome
servers at the same time.
[0064] In another embodiment, the client may be op-
erable to provide a game play of multiple games at the
same time via a single game outcome sever 201. For
instance, the client may be simultaneously connected to
the game outcome sever 201 via two separate gaming
sessions on each of player management servers, 200
and 202. As another example, in a single gaming session,
such as initiated through one of the player management
servers, the game outcome server 201, may allow the
client to open up multiple windows where the same game
or different games may be played in each window.
[0065] As previously noted, the game outcome server
201 may connect to and provide gaming services to mul-
tiple clients simultaneously. The clients may be associ-

ated with different player management servers, such as
200 and 202. For instance, the game outcome server
201 may be in communication with clients 214, 224 and
220 simultaneously allowing a slot game to be played on
client 214, a card game to be played on client 224 and a
bingo or keno game to be played on client 220. As noted
above, each of these clients, 214, 224 and 220, may be
operated in different locations by different users, wherein
the devices may be connected to the player management
servers, such as 200 and 202, and game outcome server,
201, using different network communications paths.
[0066] In some embodiments, the client may include
native capabilities that allow a game outcome for a gam-
ing application downloaded from the server 201 to be
generated on the client. For instance, one of the stand-
alone casino-type gaming machines 226 and 228 may
receive a download of a gaming application from game
outcome server 201, such as a Flash-based application,
that generates a card game on the client and execute
the gaming application. To display a game outcome and
award for a play of the card game, the gaming application
may utilize random number generation capabilities and
money handling capabilities native on the clients 226 and
228 to generate and to display an outcome to the card
game on the client. Further, in this embodiment, the bal-
ance is maintained on the gaming machine only for the
player currently playing the gaming machine. Thus, some
of the player management functions generally provided
by a player management server may not be needed.
[0067] Details of interactions between a gaming ma-
chine and a game outcome servers that may be utilized
in the present invention are described in co-pending U.S.
2007/0243934 , filed on Nov. 10, 2006 (Attorney docket.
No. IGTIP337/P-1121A), naming Little, et al. as inven-
tors, and titled, "REMOTE CONTENT MANAGEMENT
AND RESOURCE SHARING ON A GAMING MACHINE
AND METHOD OF IMPLEMENTING SAME," and U.S.
2007/0243925 ,filed on Nov. 10, 2006, (Attorney docket.
No. IGT1P334/P-1121B), naming LeMay, et al. as inven-
tors, and titled, "METHOD AND APPARATUS FOR IN-
TEGRATING REMOTELY-HOSTED AND LOCALLY
RENDERED CONTENT ON A GAMING DEVICE,"
[0068] During game play on the client, the game out-
come server 201 may be configured to maintain a current
state of the game during game play. Thus, when the
game is being played on a client and a connection is lost
between the server 201 and the client during game play,
the client and/or the game outcome server 201 may be
operable reestablish a link with the game outcome server
201 and under control of the server, the client may be
restored to state in the game prior to when the connection
was lost. For example, during a card game played on the
client, if a connection was lost while the cards where be-
ing dealt or after the cards had been dealt but prior to the
player selecting cards to hold, then the game outcome
server 201, after reestablishing communications with the
client, may provide information to the client that allows
the same cards to be dealt again and displayed or just
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displayed again. The game outcome server 201 may also
direct the client to display the balance and wager infor-
mation that was displayed on the client prior to the con-
nection being lost.
[0069] In one embodiment, the game outcome server
201, may have generated a tentative game outcome for
the client, received an approval message from the player
management server, such as 200 and 202, that the player
management server, 200 or 202, that the gaming trans-
action is approved and then lose a connection with the
client prior to the display of the game outcome. Then, the
game outcome server 201 may try to reestablish com-
munications with the client device for a specified time
period. When the time period expires, the game outcome
server 201 may or may not save information that allows
the approved game outcome to be displayed on the client.
In another embodiment, the approved game outcome
may be stored on the player management server, such
as 200 and 202, and when the player is able to establish
communications with the player management server via
the client that was utilized when the connection was lost
or via another client, then the player may be able to view
on the client limited information about the last game out-
come recorded, such as how their balance was affected
by the last game outcome.
[0070] In some embodiments, the client may have
state maintenance capabilities separate from the server
201. For example, the client may store a record of game
information received from the server 201 or non-critical
not related to the game outcome. When the client is re-
stored to a previous state after communications are re-
established between the server and the client, the infor-
mation on the client may be used by server 201 and/or
client to verify that the correct game is being restored
and the client is in the proper state. For example, state
information stored on secure client, such as casino-type
gaming machine 226 and 228, may be compared with
state information stored on the server 201 when a state
of a game is restored on the client.
[0071] In one embodiment, the game outcome server
201 may generate game play on the client while an active
communication session is maintained between the client
and the game outcome server 201. Thus, messages may
be exchanged regularly between the game outcome
server 201 and the client that allows the game outcome
server 201 to determine that the communication session
is active. In some embodiments, when the communica-
tion session becomes inactive between the game out-
come server 201 and client, an initialization process,
such as a login and verification process, between the
client and game outcome server 201 may have to be
repeated to allow game play to continue on the client.
[0072] In another embodiment, after the player initiates
a game session on a client and after they go through a
successful verification process, then a gaming session
initiated on the client may be valid for a time period. Dur-
ing the time period for which the verification is valid, a
number of gaming sessions may be initiated and termi-

nated from the client without a repeat of the verification
process. In yet another embodiment, the successful ver-
ification may be valid for a number of gaming sessions
on the client in a time period or just a number of gaming
sessions before the verification is required to be repeat-
ed.
[0073] In other embodiments, the game outcome serv-
er 201 may provide gaming services that allow game play
to continue on the client without an active communication
session. For instance, for a client with random number
generation and money handling capabilities, such as a
slot machine, the game outcome server 201 may provide
a gaming application to the client and then end commu-
nications with the client. The client may then be operable
to generate game outcomes and provide input to the
gaming application in a stand-alone manner.
[0074] In yet another embodiment, the game outcome
server 201 may provide a gaming application and game
outcomes for a plurality of games to a client. For instance,
via the client, a request for 10 plays of a game with a
wager amount for each game may be made to the game
outcome server 201. The game outcome server 201 may
generate the game outcomes for all ten games and de-
termine a final adjustment to the player’s account as a
result of the ten games where each of the games may
have provide a positive or a negative adjustment to the
player’s balance. An approval for the play of the ten
games may be sent from the game outcome server 201
to one of the player management servers, such as 200
or 202. When the play of the batch of games is approved,
the game outcome server may send information to the
client that allows the games to be viewed in sequence or
in an order determined via inputs made at the client. The
gaming application and the game outcomes may allow
the plurality of games to be played on the client at a pace
determined by a user of the client without additional com-
munications from the game outcome server 201. When
the plurality of game outcomes are exhausted, the client
may contact the game outcome server 201 and request
additional game outcomes to continue game play. This
capability may be valuable to a player that is paying for
their connection time, such as a connection via a cell
phone, because it may minimize the amount of connec-
tion time that is utilized on the client.
[0075] After a game outcome for a wager-based game
is generated on the game outcome server 201, the game
outcome, award information, player information, client in-
formation, wager information, time information, session
information and other game related information may be
stored on the game outcome server 201 as a game his-
tory record. In one embodiment, the game history record
may be stored in a database in a manner that allows a
player to later locate and view a record of their past game
play. For a player, past game play may span game play
on different clients. In another embodiment, a game op-
erator may only have access to search game history
records. At the request of a player, the game operator
may retrieve the requested game history records and pro-
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vide them to the player.
[0076] In a manner similar to the state information,
game history records may be mirrored on the client. The
game history records stored on the client may include a
subset or a superset of information as compared to the
game history records stored on the server 201. For ex-
ample, clients, such as gaming machines 226 and 228,
which are described with more detail with respect to FIGs.
5 and 6, typically store game history records of games
played. Again, the duplicate records may be used for
auditing and verification purposes.
[0077] To play a wager-based game on a client, juris-
dictional rules, such as age limits, locations where games
can be played, types of games that can be played and
wagering rules that are established by a gaming jurisdic-
tion may need to be enforced. In a "brick and mortar"
gaming establishment, such as casino environment 230,
the operator of the gaming devices (i.e., clients) and the
manufacturers of gaming devices are typically responsi-
ble for enforcement of jurisdictional rules in the gaming
jurisdiction where the gaming establishment is located
and hence the location where the clients are utilized. In
an Internet casino environment, the enforcement of ju-
risdictional rules is left up to the provider of the gaming
services. These jurisdictional rules may depend on where
a remote server, such as 200, 201 and 202, is located
as well as a location where the client is physically located.
[0078] Further, to allow for wagering, a method for re-
ceiving cash from a player and dispensing cash to a play-
er needs to be established. In a casino environment 230,
the casino-type gaming machines, 226 and 228, are con-
figured with money handling capabilities and cash or in-
dicia of credits may be input and dispensed from the gam-
ing machines. Thus, a player may use the gaming ma-
chines anonymously without having to establish an ac-
count with the casino. Although, for players with an ac-
count recognized by the casino, it may be possible to
electronically transfer funds directly to the client, such as
226 and 228. For clients without money handling capa-
bilities or for devices located in an environment that is
deemed non-secure, an account may be established for
a user that allows the user to maintain funds for wagering.
As wager-based game is played, wins and losses from
the wager-based game may be reflected in the account
balance.
[0079] FIG. 2 is a block diagram showing details of
interactions between the client 212, the server player
management server 200 and the game outcome server
201 and functional components of servers 200 and 201
for one embodiment of the present invention. The client
212 may connect to the player management server 200
and game outcome server 201 using a secure socket
layer protocol. The server 200 and server 201 may store
various communication protocols needed to communi-
cate with various clients over various network infrastruc-
tures.
[0080] As noted above, the player management server
200 may be the system hosted by the operator that han-

dles registration 250, verification 251 and banking func-
tionality 252 for the player using client. It may also provide
other functionality such as promotions, loyalty programs
256 and the like. The player management server 200
may execute an integrated casino software platform to
provide its functionality. In addition, the player manage-
ment server 200 may provide web-hosting 254, game
history 257 including links to game history stored on 201
and account management including player gaming pref-
erences. Information generated on the player manage-
ment server 200 may be stored and organized in data-
base 259.
[0081] The player management server 200 may in-
clude utilities 258 that allow an operator to select gaming
content available on the game outcome server 201 for
display on the web-site hosted by 200. The utility 258
may display a list of gaming services available from serv-
er 201, such as various slot games, card games, dice
games, keno games, bingo games, progressive games,
individual and group bonus games, tournament games
and the like, that an operator may select and potentially
a revenue share associated with each gaming service or
some other costing model. After selection of a gaming
service by an operator, the selected gaming service may
be made active on the operator’s web-site. In the general,
the gaming service may be any software function avail-
able on game outcome server 201 that can be provided
to client 212 when the client selects a link to the software
function on the operator’s web-site.
[0082] In addition to displaying game lists, the utility
258 may allow an operator to view paytable information
(odds of a particular game outcome occurring), payout
information (award associated with game outcome) and
a payback percentage for the game. In a particular em-
bodiment, for a particular game they wish to utilize, the
utility 258 may allow an operator to adjust or to select a
particular paytable to use with a particular game that they
wish to utilize, adjust a payout or award associated with
the game or configure other game options including dis-
abling or enabling a feature of the game, such as scatter
pays, a number of available paylines or the denomination
of the game. As an example, utility 258 may allow an
operator to adjust the pay-table, such that a certain game
outcome occurs more or less often. The utility 258 may
also allow the operator to see the affect of their changes
on pay-back percentage, such as if the operator, increas-
es the likely-hood of game outcome but decreases the
award for that outcome.
[0083] Session authentication may be a part of a mod-
ule 253 that may be generated on player management
server 200 to allow server 201 to authenticate a player
session. A player session may be initiated when the client
212 logs onto the web-site and is verified by server 200.
The Session keep alive may be part of the module 253
that may be provided on server 200 that allows server
201 to keep a gaming session alive during game play
provided by server 201.
[0084] The player management server may not allow

21 22 



EP 2 005 400 B1

13

5

10

15

20

25

30

35

40

45

50

55

outside access to the native database 259. In this em-
bodiment, the game outcome server 201 and player man-
agement server 200 may utilize a transactional approach
that allows the player balance maintained on the player
server 201 to be properly updated by the game outcome
server. Details of transactional of embodiments of trans-
actional approaches are described in more detail with
respect to at least Figs. 3. 4A-4B.
[0085] The game outcome server 201 may provide
gaming content to remote clients, such as 212, via a net-
work infrastructure, such as 206. It may be designed to
integrate with an operator’s native system, which may be
an integrated casino software platform hosted on a de-
vice, such as player management server 200. To provide
game content to various clients, the game outcome serv-
er 201 may include a game engine 263. The game engine
263 may be used to manage game play provided on the
remote client, such as 212, and to provide game related
integration that may be needed between the server 200
and server 201.
The game outcome server 201 may include a remote
device interface manager 267 that manages all non-
game related integration between the other gaming plat-
forms, such as the player management server 200 or
other gaming platforms providing player management
functions such as a casino type gaming machine. The
session management component 265 of the remote de-
vice interface manager 267 may keep track of session
information that uniquely identifies a game play session
that was initiated on server 200 via a selection of a link
to a game generated on the game outcome server. The
session information may include but is not limited to a
time that the session began, a time the session ended,
a session identification number, a time each game played
during the session began, a time each game played dur-
ing the session ended and a session expiration time. The
session identification information may also include infor-
mation that identifies player management, server 200,
client 212 and a player playing the game. Although, in
particular embodiments, the player may remain anony-
mous and the game outcome server 201 may not store
any player identification information. The remote device
interface manager 267 may store information it has ob-
tained in database 266.
[0086] The RNG 261 may provide random number
generation 261. The random numbers provided by RNG
261 may used to determine a game outcome for a game
played on client 212. When the game outcome server
provides a game of skill, the game outcome server 201
may use the RNG to add randomness to the game of
skill. The game administrator 264 may allow an operator
to remotely configure their access to game services pro-
vided by the game outcome server. Further, an operator
of the game outcome server may use the game admin-
istrator 264 to configure gaming services that are avail-
able to different gaming platform operators. For example,
certain premium gaming services available on a remote
gaming platform, such as the player management server

200, may not be available to every operator of a gaming
platform. In another example, the game administrator
may be used limit or block access to the game outcome
server 201 when a particular operator has not kept their
account current with operator of the game outcome serv-
er 201. In yet another example, the game administrator
264 may allow a remote operator to view different reve-
nue share models offered on the game outcome server
201. Depending on what revenue share model is select-
ed, different game access privileges on the game out-
come server may be granted.
[0087] The game outcome server 201 may include
game history logic 262 that allows information relating to
games provided by the game outcome server 201 to be
stored and accessed. The game history information may
be stored as records in database 266. In some embodi-
ments, the game history records may be remotely ac-
cessed via the player’s account that is maintained on the
player management server 200. Via the player manage-
ment server 200, a player may be provided with a list of
their gaming activities, such as an amount wagered and
an outcome to the wager. When the player wishes to view
details of a gaming activity that was generated on game
outcome server 201, a link to a record stored on the game
outcome server 201 may be displayed via the interface
generated by the player management server on the client
device, such as 212. A selection of the link may initiate
a connection between the game outcome server 201 and
the client device that allows the player to view the desired
information stored on server 201.
[0088] In one embodiment, the game history logic 257
on player management server may store, as each game
is played, information regarding what device provided
the game content, such as game outcome server 201,
and a link that allows a corresponding record stored on
the game outcome server 201. For each game or other
game service provided by the game outcome server 201
via the player management server 200, the game history
logic 262 may store the record that is accessed by the
link stored on the player management server. The record
may be stored in database 266.
[0089] When the player management server 200 re-
ceives a request from a client device, the game history
logic 257 may generate a list of the player’s gaming ac-
tivities, which may or may not include a link, to the game
outcome server 201. When a link to the game outcome
server 201 is present in the list of the player’s gaming
activities and the player management server 200 re-
ceives information indicating a selection of the link, then
the player management server 200 may contact the
game outcome server 201 and then, game outcome serv-
er may establish a connection with the client device in a
manner similar to when a link to a game on the game
outcome server is selected, i.e., a portal, such as a win-
dow, may be opened up on the client device for receiving
information from the game outcome server. The game
history logic 262 may retrieve the requested information
and display it on the portal on the client device as game
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details.
[0090] Next an example of an interaction between cli-
ent 212, player management server 200 and game out-
come server 201 is described that allows a gaming serv-
ice to be provided on client 212. Via client 212, a player
may register on player management server 200 and es-
tablish an account. In one embodiment, the player man-
agement server 200 may perform all verifications neces-
sary before allowing the registration to succeed and the
account for the player to be established. In another em-
bodiment, the game outcome server 201 may provide
verification functions (not shown) to the player manage-
ment server 200. Next, the player may use the banking
functionality 252 to deposit money into their account.
[0091] Later, via client 212, the player may launch a
web-browser, go to a web-site provided by the player
management server 200 and log into the site. After a
successful login, the player management server 200 may
create a session for the client 212. After a session is
started, the player management server 200 may send
information to the client device that allows an interface
to be generated on the client device, such as but not
limited to a number of different web pages. Next, the play-
er, via their client device 212, may navigate to a page on
the web-site that displays a link for the gaming service
they are interested in utilizing, such as a desired game
they wish to play. The link to the game may be repre-
sented symbolically, textually, may include animations
or combinations thereof. Via, an input mechanism on cli-
ent 212, the link may be selected and the player man-
agement server may receive information indicating the
link is selected.
[0092] After the link is selected, the player manage-
ment server 200 may send information to the game out-
come server 201 that allows a connection between the
client device 212, and the game outcome server 201 to
be established. This information may include but is not
limited to details about the player as well as security cre-
dentials used by the game outcome server to validate
the request. The player management server 200 and/or
the game outcome server may send information to the
client device, such as 212, to allow the client device to
receive information from the game outcome server 201.
[0093] Next, the game outcome server 201 or the play-
er management server 200 may send information to the
client device 212 that generates a modification on the
client interface. For example, a new browser window may
be launched on client 212 and the client 212 may be
redirected to game outcome server 201. The new brows-
er window may be customized with graphics, audio, or
other media to maintain a consistent audio and visual
presentation between the game and the player manage-
ment server 201. The customization may include colors,
a logo, language-specific text, betting limits, and game-
related controls. In another embodiment, the game out-
come server 200 or the player management server may
download any custom or proprietary software application
that is compatible with the client device for playing a game

in response to information received from the game out-
come server 201, such as a game outcome generated
on the game outcome server.
[0094] The game outcome server 201 may pass infor-
mation to the player management server 200 including
but not limited to operator authentication information,
player session information, and game information that
describes the selected gaming service, such as which
game to load. The player management server 200 may
store this information in database 259. In addition, infor-
mation stored on the player management server 200 that
allows the gaming service generated by the game out-
come server 201 to be customized to the preferences of
a player, an operator or both, may also be passed to the
server 201. For instance, the operator may specify that
a particular bonus game or promotion be provided with
a game selected by the player or the player may specify
that they wish a particular theme to be used with the
game that they have selected. As another example, the
game operator may wish to include some text or graphics
in the game that identifies their brand, such as a logo or
a casino name.
[0095] After the game outcome server 201 receives
the information from the player management server 200,
the server 201 may authenticate the operator against in-
ternal credentials, and may read configuration informa-
tion associated with the operator. Further, in one embod-
iment, the game outcome server 201 may verify the lo-
cation of the client device, such as using an IP address
geolocation, GPS location or other suitable technology.
When the client device connects with the game outcome
server 201 via a web-browser, the clients IP address may
be obtained from the browser. The game outcome server
201 may record the result of the location verification for
the session. In one embodiment, this check may be valid
for the entire session on the server 201 i.e., as long as
the client 212 is logged onto server 201. In another em-
bodiment, this check may be valid for a time period.
[0096] Next, the game outcome server 201 may au-
thenticate the session using information received from
the player management server 200. The authentication
may include the use of a public-private encryption
scheme. After authentication, the server 201 may get the
player balance from the player management server 200.
This information may be obtained as part of the session
authentication step above or it may be done separately,
depending on how the server 200 is configured. In one
embodiment, the player balance is not maintained on the
game outcome server 201. The game outcome server
201 may only calculate adjustments to the player bal-
ance, which are sent to game outcome server 201 and
may maintain an approximate balance that may be dis-
played on the client device. In another embodiment, the
game outcome server 201 may maintain a temporary bal-
ance in regards to funds transferred from the player man-
agement server 200 or another device to game outcome
server 201 where the temporary balance is only affected
by game play activities on the game outcome server 201
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or additional transfers of funds to or from the game out-
come server 201.
[0097] When the account balance is sufficient to play
a selected game (e.g., the denomination of the game
may require a minimum balance), the game outcome
server 201 may send information to the client that allows
a selected game to be played on the client interface. For
instance, the game outcome server 201 may send infor-
mation to the client 212 that allows the selected game to
be loaded into the new browser window that was created
on client 212. In this step, the game outcome server 201
may have to download a gaming application to the client
212. If the gaming application has been previously down-
loaded to the client and is still stored on the client, this
information may be communicated from the client 212 to
the game outcome server 201 and this step may not be
necessary. In a particular embodiment, the gaming ap-
plication may comprise a number of Flash movies that
are played on a compatible media player executed on
the client. In another implementation, the gaming appli-
cation may comprise a Java program running in the play-
er’s browser, or a downloaded game installed on the play-
er’s client device built using technologies such as Flash,
Java, C++, or C#. At this stage, the player may optionally
change the game denomination from the default that was
loaded or other options that are configured into the gam-
ing application.
[0098] Next, the player may play the game that is dis-
played on the interface of client 212. At this point, the
game outcome server 201 may record the game outcome
to the local database 266, as well as send basic game
play information (amounts wagered and paid, etc.) to the
game outcome server 201. In one implementation the
game outcome may be recorded on both the local data-
base 266 and the remote database 259 through the use
of WagerLink,™ a proprietary communication gateway
software application. WagerLink™ may use a distributed
transaction algorithm to ensure that the updates may all
be done in a single transaction occurring on two disparate
enterprises so that either both succeed or both fail. If the
commit fails on either system the transaction is discard-
ed. In another implementation, XML messaging, such as
SOAP Web services, between the game outcome server
201 and player management server 200 may be used to
send game information between the devices. In another
implementation, a socket connection may be established
between the player management server 200 and game
outcome server 201. Details of some of these transaction
schemes are described in more detail with respect to at
least Figs. 3 and 4A-4B.
[0099] After providing information regarding adjust-
ments to the player’s account to the player management
server 200, in one embodiment, the game outcome serv-
er 201 may fetch the new player balance from the server
200 and update the interface on client 212. This informa-
tion may be retrieved when game play information gen-
erated on game outcome server 201 is sent to player
management server 200 for storage. In another embod-

iment, as will be described with respect to at least FIGs.
3 and 4A-4B, the game outcome server 201 may simply
allow the player to make a wager and initiate another
game. The player management server may update the
client interface 212 in some manner so the player may
keep track of the balance.
[0100] As noted above, the game outcome server 201
may not maintain an account balance for the player. The
player may be participating in other gaming activities that
affect their balance while they are playing games gener-
ated on server 201. Thus, the balance displayed on client
interface of client 212, such as in the browser window
coupled to game outcome server 201, may not change
in sync with the adjustments to their balance generated
as result of their game play on game outcome server
201. For instance, an initial player balance may be 50
credits before the play of a game. As result of the play
of the game on the game outcome server 201, 10 credits
may be added to their balance. Nevertheless, for the next
game, their balance may not be 60 credits but some other
value as determined by the server player management
200. In one embodiment, the player management server
200 may maintain a portion of the client interface for client
212 that allows the player to view their balance. In another
embodiment, the player management server 200 may
periodically send balance information to the game out-
come server, such that it may be incorporated in the por-
tion of the client interface for device 212 affected by the
game outcome server 201.
[0101] Next, the game outcome server 201 may inform
player management server 200 to extend the session
expiration time so that the session is kept alive based on
activity on the game outcome server 201. Next, the player
may continue to play the game and all or portion of the
method described above may be repeated. To end a ses-
sion, the client interface on 212 may be provided with a
selectable button that allows the player to indicate that
they wish to end the session. In another embodiment,
the player may simply close the game window on client
212 to end the session.
[0102] In a particular embodiment, the player manage-
ment server 200 may display links to games on the game
outcome server 201 where the player is allowed to play
a game for free for demonstration purposes. The free
game may allow the player to make a virtual wager and
see the outcome to the game played including any award
associated the game play. When a player selects a game
link to free game play, the game outcome server 201
and/or the player management server 200 may disable
or prevent the player’s balance from being changed as
result of the free game play. For example, for free game
play, the game outcome server may not check to see if
the player’s balance is sufficient for on a game outcome
or update the player’s balance as a result of the game
outcome.
[0103] In yet another embodiment, the game outcome
server 201 may include logic that allows the game out-
come server 201 to determine a charge associated with
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the game services that it provides. The charge may be
bill to an operator of the player management server. In
particular embodiments, a revenue share for the game
outcome server may be calculated as a percentage of a
wager or as a fee credited to the operator of the game
outcome server 201 each time a gaming service is pro-
vided by game outcome server 201. The fees may vary
from game service transaction to game service transac-
tion. In another embodiment, the operator of player man-
agement server 200 may pay a subscription fee that is
valid for a time period or for a number of game service
transactions to the operator of the game outcome server
201. The remote game logic 258 may also include logic
that allows information, such current balances that have
been accumulated as a result of using the gaming serv-
ices provided by game outcome server 201, revenue
share models, subscription fees, a current subscription
status to be displayed to an interface associated with the
player management server 200.
[0104] In FIG. 3, additional details of interaction involv-
ing a player management server 200, a game outcome
server 201 and a client are provided for the purposes of
illustration and clarity. As previously described, the in-
vention is not limited to interactions between only a player
management server, a game outcome server and a cli-
ent. In particular embodiments, details of transactions
that allow the balance maintained on the player manage-
ment server 200 when the game outcome server 201
provides game play services that affect the balance on
the player management server 200 are described. Addi-
tional details of transactions that may occur between a
client, player management server, such as 200, and a
game outcome server, such as 201, are also described
with respect to FIGs. 4A-4B.
[0105] As previously described, the game outcome
server 201 may function as an application service pro-
vider (ASP) that hosts games, such as casino games. In
a particular embodiment, player registration, banking
(money handing), and account management may be
handled by the player management server 200 operator’s
existing platform (e.g., casino software platform 270) and
game play may be handled by the game outcome soft-
ware platform 276. Via a client, a player may seamlessly
navigate from the operator’s interface 282, such as a web
site, to an interface 284 provided by the game outcome
server 201 without having to register or log-in into the
game outcome server 201. As part of the transition from
interface 282 to interface 284, the game outcome server
201 connects to the operator’s casino software platform
270 to start a gaming session and to update a player’s
account after a player plays a game. The interface 282,
such as a web-site, provided by the operator of the player
management server 200, may be hosted by the player
management server 200 or another server associated
with the player management server 200 as part of a serv-
er system.
[0106] Via interface service communication 294, the
operator of player management server 200 may select

the list of games that they want to offer to their players.
The game outcome server 201 may provide a web-site
that allows the operator to make these selections. In a
particular embodiment, the games selected from the list
may be developed in Adobe Flash™ and, thus, may be
web-compatible.
[0107] In one embodiment, after one or more games
available on the game outcome server are selected, the
selected games may be made displayed on the interface
282 provide by the game operator. A selection of one of
the games available on the game outcome server 201
from the player management server (PMS) supported
interface 282, such as from the operator’s web-site, may
cause the game to be launched in a game outcome server
(GOS) supported interface 284, such as a pop-up brows-
er window. For wager-based games, when a player
launches a game and places a wager, via the game out-
come supported interface 284, the game outcome soft-
ware platform 276 may generate an outcome and then
may send it, via the transaction service node 297 as a
game transaction 296 to the transaction node 272.
[0108] A function of the transaction service node 272
on the player management server 200 may be to record
the game transaction 296 and update the player’s bal-
ance on the player management server 200. A function
of the transaction service node 297 may be to generate
or to receive one or more game transactions 296 that
allow the player management server 200 and the game
outcome server 201 to each be properly updated. Fur-
ther, details of the game transactions are described with
respect to FIGs. 4A-4B. Information related to each game
played on the GOS supported interface 284 may be re-
corded both in the game outcome server database 266
and the player management server database 259.
[0109] To offer a game provide by the game outcome
server 201, the operator may incorporate a game link
into their interface, such as a web site. As an example,
a player manager server (PMS) supported interface 282
with a number of game links may be generated on the
client display 280. Game links A-D may be for games
provided by the game outcome server 201. The game
links may be represented as text, symbols, graphics, an-
imations or combinations thereof on the interface 282.
[0110] In one embodiment, in order to provide a game
supported by the game outcome server to players, an
operator may incorporate the game links in a web site.
A game selection web page on an operators web-site
may include a game name, a marketing icon, and a
means of selecting one of the available game denomi-
nations. Each game/denomination combination may be
mapped to a specific universal resource locator (URL),
which when selected may be forwarded on to game out-
come server 201 as a game request.
[0111] The interface service communications 294 may
include non-transactional application-to-application
communications. The interface service communications
294 may include messages in regards to information that
is displayed on PMS supported interface 292, such as
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the game links. When the PMS supported interface 282
is web-compatible, the casino software platform may
send and may receive Web services messages as part
of the interface service communications 294.
[0112] As an example of interface service communi-
cations 294, the casino software platform may use a web
service call to periodically request a correct list of URL
strings to use for the game links and to obtain an HTML
representation or web-compatible representation of a
game outcome. These two operation may be accessed
by the player management server 200 as 1) Get-
GameList, which may be used by the casino software
platform, to obtain a list of valid game URLs from the
game outcome server 201, which may also be a system
comprising multiple servers and 2) GetGameOutcome,
which may be used by the casino software platform 270
to obtain an HTML representation or web-compatible rep-
resentation describing the outcome of a game transac-
tion. Each operation returns a response containing the
requested data.
[0113] The name of an operation and its functionality
may be varied and the examples provide herein are pro-
vided for illustrated purposes only and are not meant to
limit the scope of the invention described herein. Further,
the PMS supported interface 282 doesn’t necessarily
have to be web-compatible. Thus, in general, the inter-
face communication services may be utilized to at least
transfer information that is needed for generation on the
PMS supported interface in a format that is compatible
with the PMS supported interface, such that casino soft-
ware platform 270 and the game outcome software plat-
form are properly integrated.
[0114] The URL string for the game links may be in a
specific format that is recognized by the game outcome
server. An example a game URL may comprise, https:
//www.wagerworks.com/game/play?cn=1 &gm=200-12-
234115&dn=3 where cn=1 indicates the casino ID=1,
gm=200-12-2341 indicates the game ID=200-12-2341,
and dn=3 indicates denomination ID=3. The link may be
sent to the game outcome server via 294. Other formats
and information may be utilized in a URL and the example
above is provided for illustrative purposes only.
[0115] When a logged-in player selects one of the
game links, the casino software platform 270 may gen-
erate a request indicating a particular game link has been
selected and send the request with information about the
selected game link to the game outcome server 201. The
game outcome server may validate the request to play
the game and start a gaming session for the player. For
example, via a communications 290, a game outcome
server supported interface 282 may be generated on the
client display 280.
[0116] In one embodiment, the game outcome server
201 may attempt to determine whether a player is ac-
cessing game outcome server 201 from a client device
that is located in a legal gaming jurisdiction. Thus, when
players request a game, the game outcome server 201
may try to determine the players’ physical location using

means such as IP address, registration information, GPS
data, biometric information provided by the player or oth-
er information that may be available to the game outcome
server.
[0117] For example, when players request a game, the
game outcome server 201 may evaluate their stated
country of residence and current IP address. Information
regarding the stated country of residence and current IP
address may be received in the initial request received
from the player management server 200. In one embod-
iment, when it is determined that the client device is not
located in a legal gaming jurisdiction, then the game out-
come server may not provide the GOS supported inter-
face 284 that allows a game to be displayed to the client
display 280.
[0118] The PMS supported interface 282 and the GOS
supported interface 284 are illustrated as two windows
where interface 282 takes up a full portion of the display
and interface 284 is displayed above it. The present in-
vention is not limited to this configuration. In one embod-
iment, interface 282 or interface 284, may utilize all or a
portion of the client display 284. In some embodiments,
the interfaces, 282 and 284, may generated such that
they each occupy a portion of the display 280 and don’t
overlap. In another embodiment, interface 282 and inter-
face 284 may be a shared interface where a portion of
the shared interface is updated by the player manage-
ment server 200 and a portion of the interface updated
by the game outcome server 201. In some embodiments,
the player management server 200 and the game out-
come server 201 may share control of the client interface.
[0119] In another embodiment, only one of the game
outcome server 201 or the player management server
200 may be given control of the client interface at a par-
ticular time. For example, after a game link is selected,
control of the client interface may be switched from the
player management server 200 to the game outcome
server 201. One or both of the game outcome server or
the player management server may each incorporate log-
ic that allows control the client interface to be switched
between the game outcome server and the player man-
agement server and set of conditions under which a
switch may occur. For instance, the player management
server may allow the game outcome server to control the
client interface after a game link is selected. In another
embodiment, the player management server may take
over control of the client interface from the game outcome
server when information from the client or game outcome
server is received that indicates that the player no longer
wishes to utilize the game activities provided by the game
outcome server.
[0120] When one of the game outcome server 201 or
the player management server 200 is in control of the
client interface, the device or system not in control of the
client interface may be operable to request control of all
or a portion of the client interface from the device or sys-
tem that is control of the client interface. Further, the de-
vice or system that is not in control of the client interface
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may be operable to provide information to the device or
system that is in control of the client interface. The device
in control of the client interface may be operable to display
information provided by the device that is not in control
of the client interface on the client interface.
[0121] When a URL is utilized as a game link, country
information, security information, player specific informa-
tion and other information that may be utilized by the
game outcome server may be appended to a selected
game link in a dynamic manner. As noted in the previous
paragraph, the game outcome server 201 may use the
country information to determine whether the client is ac-
cessing the game outcome server 201 from a legal juris-
diction. As an example, the game outcome server 201
may receive from the player management server 200 a
URL request consisting of a string specifying the game,
the player’s account ID, an ISO 3166 country code indi-
cating the player’s stated country of residence, and a
security token.
[0122] Additional information may also be passed in
the URL such as initial player buy in amount (see Fig. 4B
for additional details), player protection settings, and
player preferences. The player protection settings may
be a limit that an operator, a gaming jurisdiction, a player
or combinations thereof, desires to have the game out-
come server enforce, such as but not limited to a maxi-
mum wager, a wagering rate, a length of a session, a
number of games played, a maximum amount lost, a
maximum amount wagered, a number of games played
over a particular time, etc. The player protection settings
may be a part of the player preferences when selected
by the player. The player protection settings and player
preferences may be associated with an account main-
tained by the player management server 200.
[0123] In general, after a player has logged into the play-
er management server 200 and when a PMS supported
interface 282 with game links is generated on the client
display 280, then, when the player management server
200 receives a message indicating a selection of one of
the game links on the client, the player management serv-
er 200 may append additional information to the URL that
corresponds to the selected game. For example, the game
URL, https://www.wagerworks.com/game/play?cn=1&
gm=200-12-23415&dn=3, may correspond to the select-
ed game and information specifying the player’s account,
country, and security token may be appended dynamically
to URL by the player management server 200. An example
of a game URL with appended information may be: https:
//www.wagerworks.com/ game/ play? cn=1&gm=200-12-
23415&dn=3&pid=812736&ccd=GB&token=7B960B 1
ACF2D82892D4CE62DAA4 2, where pid=812736 has
been appended to the game URL string to specify a player
ID, ccd=GB has been appended to specify the player’s
country, and token=7B960B1ACF2D82892D4CE62D-
AA42 as been appended to pass a security token.
[0124] In one embodiment, when the game outcome
server 201 determines the legal gaming jurisdiction as-
sociated with the client, then the game outcome server

284 may apply rules associated with the gaming jurisdic-
tion. For instance, the gaming jurisdiction may include
rules in regards to a maximum wager amount, a maxi-
mum amount wagered over time period, types of games
that may be played, etc. The game outcome server 201
may configure any games that are displayed on the client
display 280 via the GOS supported interface 284, such
that the gaming jurisdiction rules are enforced.
[0125] When a player places a wager on the game on
their client device via the GOS supported interface 284,
the game outcome server 201 may generate a random
outcome and may determine a win or loss including the
incremental change to the player’s balance as a result
of the win or the loss. Next, the game outcome server
201 may report the result of the game including the
change to the player’s balance to the player management
server 200 via the transaction services 295. The player
management server may check the player’s balance to
ensure that the player has sufficient funds to place the
wager and that the account is in good standing (the ac-
count is active, any wagering limits are not exceeded,
the session is still valid).
[0126] When the wager is valid, the transaction may
be recorded on both systems, 200 and 201, and the play-
er’s account balance may be updated on the player man-
agement server 200. If the player wants to review his or
her game play history and makes a request via the client
device, in one embodiment, the player management
server 200 may be operable to obtain an HTML repre-
sentation of a game outcome description from the game
outcome server 201 on demand. The HTML representa-
tion for the game play history may be provided from a
request via the interface services 294.
[0127] In a particular embodiment, the game outcome
software platform 276 may use two components to de-
liver integration with the casino software platform 270: a
transaction node 272 local to the player management
server, and a transaction service node 297 local to the
game outcome server 201. The transaction node 272
and the transaction service node 297 may bridge com-
munications between the casino software platforms 270
and the game outcome server platform 276 such that
transactions 296 including game transactions that in-
volve a change in a player’s balance maintained on the
player management server 200 are performed in a se-
cure and efficient manner.
[0128] In one embodiment, the transaction node 272
may be one or more JBoss application servers, running
the JBoss Transaction Manager and a J2EE application
274 that interfaces, via communications 292, with the
casino software platform 270 including database 259, to
provide game integration logic. The JBoss suite is an
open source middle ware platform. The Jboss application
may be executed on the player management server 200
or a separate server coupled to the player management
server 200 as part of a server system.
[0129] To allow the game outcome server to 201 to
generate games that affect a player’s balance maintained
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on the player management server requires an informa-
tion exchange between the player management server
200 and the game outcome server 201.
[0130] To update the player’s account with each game
transaction provided by the game outcome server 201
without direct access to database 259, the data in the
casino software platform database 259 may be updated
from information communicated to the player manage-
ment server 200 by the game outcome server 201 via
transaction services 296. In particular, to allow database
259 to be updated with information from the game out-
come server 201 where direct access to the database
259 is not allowed, in one embodiment, the database
update operation may handled by database plug-in 274,
such as a Java plug-in. The database plug-in 274 may
be configured to prevent the game outcome software
platform 276 from having direct access to the database
259. In one embodiment, the plug-in may be a J2EE ap-
plication that interfaces with the transaction node 272
using a Java API.
[0131] As previously described, in one embodiment,
communication 296 between the local transaction node
272 on the player management server 200 and the trans-
action service node 297 on the game outcome server
201 may be facilitated by the JBoss platform. The game
play presented on the client may occur as a distributed
transaction occurring both on the casino software plat-
form 270 and the game outcome software platform 276.
In a particular embodiment, the transaction node 272
may use remote procedure calls using the Java Naming
Directory Interface (JNDI) and/or Remote Method Invo-
cation RMI and/or Java application program interface
(API) to facilitate transactional requests involving data-
base 259. Database plug-in 274, such as the Java ap-
plication program interface, may be designed to limit what
information may be updated and accessed in the data-
base 259, thus, affording a higher-level of security to the
player management server 200. Additional details of the
database plug-in 274 and its functions are described in
the following paragraphs.
[0132] The casino software platform 270 may be inte-
grated with the game outcome server platform on a
number of levels. The transaction node 272 may use the
database plug-in 274 to access the database 259. In one
embodiment, the plug-in 274 may be developed using
an API associated with the transaction node to construct
an integration layer between the transaction node and
the casino software platform database 259.
[0133] In one embodiment, the plug-in 272 may accept
data passed by the transaction node 272, using an API
call associated with the transaction node, such as a
SendGameTransaction operation. Then, the plug-in 274
may validate and store the data in database 259. For
example, the plug-in may invoke a secure query lan-
guage (SQL) statement to validate and store the data in
the database 259. As is described below, the SQL state-
ment may implement a number of logical steps that de-
termine whether the transaction is to be validated and

stored. In one embodiment, the transaction service node
297 may rely on the plug-in 274 to validate each game
transaction as part of the commit operation. The commit
operation may include but is not limited logic to confirm
that the player has sufficient funds to have placed the
wager, has an active account, and has not reached any
betting limits.
[0134] For at least each game transaction that may
affect a balance on the player management server 200,
the game outcome server 201 via the transaction service
node 297, may generate and store internally in database
266 one or more of the following data:

• A Unique player ID (example: 8127363)
• A Game name (example: Blackjack)
• A Game ID (example: 200-12-2341)
• A Game transaction ID (example: 5616511511)
• A Game transaction timestamp (example:

2006-12-25:23:59: 00)
• A Currency (example: GBP, Euro)
• A Bet amount (example: 10.00)
• A Payout amount. In multistage it may be the running

payout (example: - 10.00)
• A flag to indicate if the database should commit the

transaction (e.g., Yes or No)
• A first transaction status (e.g., T for a new transac-

tion, ’U’ for game transactions in progress)
• A second transaction status (e.g., in Progress

"PROG", On Hold "HOLD".
Completed "COMP")

• A current user session ID created in the database,
which may be separate from an HTTP session ID

• A calling ID, also called the skin code
• A pay model of the game
• A pending amount or running total that may be ap-

plied in multistage games.
• Amount withdrawn by the player during this update

i.e. player may withdraw some of the wager amount
during the game.

• Amount paid by the player during this update. Also,
may be called service charge.

• An ID associated with the game outcome (may be
provided by the random number generator routine)

• The number of additional game stages (e.g., 1, 2, 3,
for single stage games it is 0)

• The game outcome in XML format
• The player’s balance received from the player man-

agement server.
• A reference to a transaction ID generated by the play-

er management server.
• A buy-in amount
• A temporary balance maintained during a series of

transactions involving a buy-in.

As an example, the game outcome server 201 may store
and/or generate the data listed above in response to a
request to generate a game form the client device (See
also step 628 in FIG. 4A). All or a subset of the data listed
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above may be sent to the player management server 200
via the transaction service node 297 (See also step 630
in FIG. 4A). The transaction node 272, may receive the
data and send it to the database plug-in 274 for process-
ing. In particular embodiments, the plug-in 274 may be
operable to record all or a portion of the received data
using a SQL statement or by calling a procedure that
applies the appropriate logical conditions.
[0135] As an example, as part of a game transaction,
after receiving data from the game outcome server 201,
such as but not limited to all or a portion of the data listed
in the previous paragraph, the database 259 may be up-
dated under one or more of the following conditions:

O The player’s account status is Active
O The player has adequate funds to have placed the
bet
O The bet won’t cause the player to exceed any bet-
ting limits
O The player’s session is active

Then in database 259:

[0136]

O Debit/credit player’s account balance
O Record game transaction record

In one embodiment, these conditions may be integrated
into an SQL statement. These conditions are provided
for illustrative purposes only as the conditions that are
utilized above may vary from transaction to transaction
(i.e., different transaction may utilize different condi-
tions), operator to operator (i.e., different operators may
utilize different conditions), or even vary from player to
player (e.g., different player’s may have different betting
limits).
[0137] After the player management server 200 has
received transactional information from the game out-
come server 201, such as information relating to a game
transaction, and potentially updated its database 259 (the
database 259 may updated when the transaction is val-
id), the player management server may generate and
send an acknowledgement message to the game out-
come server 201 (See also 636 and 638 in FIG. 4A). The
acknowledgement message may include but is not lim-
ited to one or more of the following data:

O A reference to the transaction ID generated by the
player management server
O The player’s account balance (e.g., 1840)
O Status of the operation (e.g., Success= 0, Failure=
-1)
O An error code returned by the player management
server when an errors occur
O A text message returned by the when an error
occurs

[0138] In response to receiving the acknowledgement
message from the player management server 200, which
may include information listed in the previous paragraph,
the game outcome server may generate an additional
message and send it to the player management server
201. An example of some of the information that may
provide with the message includes but is not limited to:

O The game transaction Id for the entire game (single
or multi stage game).
O The amount of the wager as a base or as an ad-
ditional wager, i.e. the wager entered on the screen.
O Amount withdrawn by the player during this update
i.e. player withdraws some of the wager amount dur-
ing the game.
O Amount paid by the player during this update. Also
may be called service charge.
O The player’s payout amount. In multistage games
it may the running payout
O Pending amount or running total, which may be
applied in multi stage games
O Database error code (e.g., a code indicating trans-
action wasn’t committed to the database 266 as a
result of some error)
O Database error message (a text message describ-
ing the error)

[0139] By treating game play as a distributed transac-
tion (e.g., a game transaction that affects a balance main-
tained on the player outcome server 201), synchronous
updates on both the casino software platform 270 and
the game outcome server platform 276 may be ensured.
In a distributed transaction, both the casino software plat-
form 270 and the game outcome software platform 276
may agree to commit the transaction in order for the trans-
action to succeed. If the commit fails on either system
the transaction may be discarded. The game outcome
server 201 may depend on the commit operation per-
formed by the Database plug-in 274 to apply the opera-
tor’s business logic for validating bets. When player man-
agement server 200, via database plug-in 274 in trans-
action node 272, determines a game transaction, such
as a bet is invalid, the game transaction may not be re-
corded and the outcome may be ignored. Further details
of communications/interactions including game transac-
tions are described with respect to FIGs. 4A-4B.
[0140] FIG. 4A is an interaction diagram between a
client, a player management server and a game outcome
server for one embodiment of the present invention. Prior
to 602, a player via a client may have established a com-
munication session with the player management server
and an interface associated with the player management
may have been displayed on the client. For example, via
the client, the player may navigate to a web-site provided
by the player management server and may log-in at the
web-site to access their account. The account may store
funds that the player may use for gaming activities, such
as playing a wager-based game and additional informa-
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tion about the player, such as the player’s name, address
and financial information. When the player doesn’t have
an existing account associated with the player manage-
ment server, the player may register at the web-site to
establish an account.
[0141] After the initial communication session is estab-
lished with the client, the player management server may
send information to the client that allows an interface gen-
erated on the client to display one or more games that a
player may play on their client device. In a particular em-
bodiment, at least one game provided by the game out-
come server (GOS), referred to as a GOS game, may be
displayed on the client interface in a manner such that
the GOS game may be selected and a communication
session between the game outcome server and client
initiated. In 602, via the interface displayed on the client,
the player may select the GOS game.
[0142] In 604, information indicating the selection of
the GOS game may be sent to the player management
server. In 606, the player management server may gather
game and player information used by the game outcome
server. The game and player information may allow the
game outcome server to establish a communication ses-
sion with the client.
[0143] In a particular embodiment, the player manage-
ment server may generate a URL string to send to the
game outcome server. The URL string may comprise in-
formation that allows the game outcome server to identify
one or more of the following a) the selected game, b) a
unique identifier for the player (e.g., a string of numbers/
letters generated by the player management server), c)
the player’s stated country of reference, d) a player buy-
in amount, e) player preferences, f) player protection set-
tings, g) operator customization data (e.g., an on-line ca-
sino name), h) a security token or i) combinations thereof.
A portion of the URL string that identifies the game may
have been initially sent to the player management server
from the game outcome server. The present invention is
not limited to transferring information via a URL string
and the information such as but not limited the game
identifier, player identifier, country identifier, the player
buy-in amount, player preferences, player protection set-
tings, operator customization data and security token
may be sent from the player management server to the
game outcome server in other formats. The security to-
ken may allow the game outcome server to verify an iden-
tity of the player management server.
[0144] In 608, game and player information, such as
but not limited to the game identifier, player identifier,
country identifier, the player buy-in amount, player pref-
erences, player protection settings, operator customiza-
tion data and security token may be sent to game out-
come server. In 610, the game outcome server may parse
the information received from the player management
server. The game outcome server may determine wheth-
er the security token is valid and the game identifier cor-
responds to a game available on the game outcome serv-
er.

[0145] As described with respect to at least, FIG. 3, he
game outcome server may communicate game identifi-
ers to the player management server. The game identi-
fiers may be valid for only a particular time period. Fur-
ther, game availability status associated with a particular
game identifier may change from available to unavaila-
ble. Thus, for example, when the player management
server is not updated properly, the game identifier may
not correspond to a game that is available or to a game
that the game outcome server is allowed to provide to
the player management server.
[0146] The game outcome server may be in commu-
nication with a plurality of player management server. In
one embodiment, each player management server may
be provided with unique game identifiers associated with
the games that the game outcome server is allowed to
provide to them. This identifiers may be encrypted. Thus,
for a first game generated on the game outcome server,
a first player management server enabled with a link to
the first game may receive a first game identifier for the
first game and second player management server ena-
bled with a link to the first game may receive a second
game identifier for the first game. When the game out-
come server receives the first game identifier for the first
game or the second game identifier for the second, it may
check to determine whether the first game identifier or
the second game identifier is correct for the player man-
agement server from which it was received.
[0147] In 611, when it is determined the session is val-
id, in 612, the game outcome server may generate inter-
face support and in 620 send commands, instructions,
data, software or combinations thereof that allow a game
to be generated on the client interface. For instance, as
previously described with respect to FIGs. 1-3, the com-
mands, instructions, data, software or combinations
thereof, may comprise in one embodiment flash movies
compatible with a media player executed on the client
or, in another embodiment, a propriety software package.
In 622, the GOS supported interface may be generated
on the client.
[0148] During game play, in one embodiment, the play-
er management server (It is noted that the player man-
agement server or the game outcome server may be a
system comprising a plurality of devices) may provide
balance information to the client in regards to a player’s
current balance as maintained on the player manage-
ment server. In one embodiment, in 614, the player man-
agement server may gather the balance information and
send it, in 616, to a player management server supported
interface for display on the client interface in 618 (e.g.,
see FIG. 3). In another embodiment, the player manage-
ment server may send the balance information to the
game outcome server, which may then send the infor-
mation in a format that allows the game outcome server
supported interface to display the balance information on
the client. In yet another embodiment, the game outcome
server, as described in detail with respect to FIG. 4B may
maintain a temporary balance that may be updated by
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the game outcome server on the client. The temporary
balance may be displayed on the client in lieu of the bal-
ance maintained on the player management server or in
conjunction with the balance maintained on the player
management server.
[0149] In 624, via GOS supported interface, a gaming
activity may be initiated on the client. For example, a
player may make a wager on a game outcome for a slot
game and indicate a wish to start the game on the client
interface. In 626, information, such as game information
and wager information, may be sent to the game outcome
server.
[0150] In response to receiving the request to play the
game, in 628, the game outcome server may generate
a game outcome and an award associated with the game
outcome. A change in the player’s balance, which may
be the award amount minus the wager may be calculated.
Next, the game outcome server may determine whether
the game transaction that the player has requested is
valid.
[0151] In one embodiment, when the game outcome
server receives the request for the game transaction,
which may include information regarding a gaming ac-
tivity that the player wants the game outcome server to
perform, the game outcome server may attempt to de-
termine whether the player is eligible to receive the re-
quested game transaction. For example, when the game
transaction involves a wager on a game outcome, the
game outcome server may send a message to a balance
handling device that manages the player’s balance, such
as a player management server, requesting whether the
player is eligible for the game transaction. The game out-
come transaction may store information related to the
requested game transaction in a local memory and mark
the transaction pending.
[0152] The message received at the player manage-
ment server may include information regarding the cost
of the game transaction and other parameters that de-
scribe/identify the game transaction. To determine
whether the player is eligible for the game transaction,
the player management server may at least check the
player’s balance to check to determine whether it is great
enough to support the cost of the game transaction. The
balance check may include an affect of pending transac-
tions on the balance. For example, when an outstanding
wager is associated with the account and the outcome
to the wager is not yet known, the amount of the wager
may be subtracted from the player’s balance. Other fac-
tors, such as wager limits for a single game or an amount
lost over a time period may also be checked to determine
whether the player is eligible for the requested game
transaction.
[0153] When the player management server deter-
mines that a player is eligible for the requested game
transaction, the player management server may subtract
the cost of the game transaction from the player’s balance
and mark the transaction pending in its database. The
player management server may then send a message

to the game outcome server indicating the player is eli-
gible for the game transaction. In response, the game
outcome server may calculate an outcome to the game
and an associated award. Parameters associated with
the game transaction such as the game outcome, award
amount and information identifying the transaction may
be stored and the transaction marked complete. In par-
allel or sequentially, the game outcome server may send
a message to the player management server identifying
the game transaction and indicating an amount of the
award and in 642, generate commands, instructions, da-
ta or combinations thereof that allows the game outcome
and associated award to be presented on the GOS sup-
ported interface in 654.
[0154] Optionally, prior to updating the client interface
in 654, the game outcome server may send a second
message to the player management server comprising
the award amount and game transaction identification
information requesting whether the player management
server approves the award. Since the operator associat-
ed with the player management server may be financially
obligated to provide the award generated on the game
outcome server, an operator may wish to have an award
approved prior to notifying the player. The player man-
agement server may generate a response to the game
outcome server indicating whether it is authorized to pro-
vide the generated award. When the player management
server determines that the game outcome server is au-
thorized to provide the award, then the player manage-
ment server may commit information related to the game
transaction to a local storage device for archival, auditing,
dispute resolution and/or accounting purposes, mark the
transaction complete and update the player’s balance.
The local storage device may support a database.
[0155] When the game outcome server receives the
message that it is eligible to provide the award it gener-
ated, the game outcome server may then generate the
commands, instructions, data or combinations thereof
that are sent to the client in 644 that allow the game out-
come and an associated award to be presented on the
client interface. The game outcome server may store in-
formation related to the game transaction to a local stor-
age device for archival, auditing, dispute resolution
and/or accounting purposes and mark the transaction
complete. The game outcome server may send a mes-
sage to the player management server indicating it has
completed the game transaction.
[0156] Returning to FIG. 4A, in 628, the game outcome
server may generate the game outcome and a change
in the player’s balance as a result of the game outcome.
Then, the game outcome server may generate and send
a message in 630 to the player management server
where the message may comprise information identifying
the requested game transaction, wager amount and
change to the player’s balance. The game outcome serv-
er may also mark the transaction pending and store in-
formation related to the game transaction.
[0157] In 632, the player management server may re-
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ceive the message, parse information from the message
and determine whether the player is eligible for the re-
quested game transaction. In 634, when the transaction
is valid, the player management server, in 636, may gen-
erate an acknowledgement message indicating the re-
quested game transaction is valid and send the acknowl-
edgement information to the game outcome server. In
636, the player management server may also update the
player’s balance, may mark the game transaction com-
plete and may store information related to the game
transaction to a local database. As was described with
respect to 614, 616 and 618, in 650,652 and 656, the
player management server may update the player’s bal-
ance on the client interface.
[0158] In 640, when the game outcome server receives
the acknowledgment message and when the message
indicates the player is eligible for the requested game
transaction, the game outcome server may update a local
database with information about the game transaction
and may mark the game transaction complete. Then, via
642, 644 and 654, the interface on the client device may
be updated with the game outcome.
[0159] When the player is not eligible for the requested
transaction, the game outcome server may delete or roll-
back the pending game transaction and its associate out-
come from its record or may store some record of the
requested transaction. The game outcome server may
rollback the client interface to its state prior to the request
of the rejected game transaction. In one instance, the
game outcome server may delete or may rollback a pend-
ing transaction in response to a message received from
the player management server indicating that the player
is not eligible for the requested game transaction. In an-
other instance, the game outcome server may delete or
may rollback a pending transaction in response to not
hearing a response from the player management server
within a specified time period.
[0160] FIG. 4B is an interaction diagram between a
client, a player management server and a game outcome
server for one embodiment of the present invention. In
602, 604, 606, 608 and 610, a GOS game may be se-
lected on the client, info sent from the client to player
management server, the player management server may
gather and send game player information to the game
outcome server and the game outcome server may val-
idate the game request in a manner as is described with
respect to FIG. 4A. After the game outcome server de-
termines that the selected game is to be provided on the
client, in 601, the game outcome server may generate
commands, instructions, data or combinations thereof
that allow an interface for the game to be displayed on
the client and in 603 may send the interface related in-
formation to the client. The GOS supported interface may
be generated on the client in 605.
[0161] In a particular embodiment, the game outcome
server may allow for a player to make a buy-in. As part
of the buy-in, the player may transfer funds from a bal-
ance handling device, such as the player management

server, to the game outcome server. The GOS supported
interface on the client may allow the player to specify an
amount of funds to transfer and optionally a balance han-
dling device from which to transfer the funds. In another
implementation, the player management server may
specify an amount of funds to transfer when the player
selects a game without prompting the player. After a suc-
cessful transfer of funds to the game outcome server and
while the funds remain, the player may use the trans-
ferred funds for one or more game activities provided by
the game outcome server, such as to play a series of
games where a wager is made on an outcome for each
game. The game outcome server may maintain a tem-
porary balance relating to the transferred funds on the
game outcome server and update the temporary balance
in response to each gaming activity initiated by the player.
In response to an event generated on a remote device
or in response to an event generated on the game out-
come server, the game outcome server may transfer the
temporary balance to a balance handling device, such
as the player management server. This method is de-
scribed in further detail as follows and may be combined
with the methods and apparatus described previously
with respect to Figs. 1-4A or as follows with respect to
Figs. 5-7.
[0162] Via the GOS supported interface on the client,
in 605, the player may initiate a buy-in transaction request
and in 607, the client may send information relating to
the buy-in transaction request to the game outcome serv-
er. The buy-in transaction request information may in-
clude an amount of funds, which the player desires to
transfer from the player management server to the game
outcome server. In response to receiving the buy-in re-
quest from the client, in 609, the game outcome server
may initiate the transaction including storing information
related to the buy-in transaction and mark the transaction
pending, and in 611, send a buy-in request to the player
management.
[0163] In 615, the player management server may ap-
prove or deny the transfer of funds to the game outcome
server. When the buy-in transaction is approved, the
player management server may generate and store a
record of the transaction in a local database in reference
to the player’s account from which the funds were trans-
ferred. The player management server may be operable
to allow the player to later retrieve information related to
the transferred funds, such as 1) a target device to which
the funds were transferred, 2) how the transferred funds
were used on the target device, 3) whether any of the
transferred funds still remain on the target device, wheth-
er funds were transferred from the target device back to
the player management server, 4) any adjustments to
the player’s balance on the player management server
as a result of transfers of funds from the player manage-
ment server or into the player management server or 5)
combinations thereof.
[0164] To carry out the operations listed in the previous
paragraph, the player management server may have to
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contact and receive information from the target device,
such as the game outcome server, that received the
transfer funds. For instance, the player management
server may not have any information in regards to how
the funds transferred to the game outcome server were
used on the game outcome server and thus, may have
to contact the game outcome server and request this
information from the game outcome server for this infor-
mation. In 617, the buy-in transaction information sent
from the player management server to the game outcome
server for an approved buy-in may include a buy-in trans-
action record locator. The player management server
and the game outcome server may store the buy-in trans-
action record locator, such that information relating to the
transferred funds may be later retrieved.
[0165] The present invention is not limited to a buy-in
transaction request initiated via the GOS supported in-
terface. In other embodiments, the player management
server may support an interface on the client that allows
the player to transfer funds to a target device, such as
the game outcome server. For example, when the player
selects the GOS game in 602, the player management
server may be operable to allow the player to select a
buy-in amount along with the game. When the buy-in
amount is approved by the player management server,
information related to the selected GOS game and the
buy-in amount may be sent with the information in 608.
After the validation 610, the game outcome server may
proceed to 621.
[0166] After the game outcome server receives the
buy-in information, in 619, the game outcome server may
update its database with the buy-in transaction informa-
tion comprising a temporary balance associated with the
transferred funds and/or a record locator associated with
the buy-in transaction. In 621, when an interface for the
GOS game has been already generated on the client
device, the game outcome server may generate informa-
tion that allows the interface for the selected GOS game
to be updated with information including the temporary
balance on the client. The update information may in-
clude commands, data, instructions or combinations
thereof sent in 623. In 651, the client may generate the
GOS supported interface including the temporary bal-
ance:
[0167] In 627, the player may initiate a game activity
where all or a portion of the temporary balance is applied
to the gaming activity. For example, the player may make
a wager on a game outcome to a game and initiate the
game. In 629, information relating to the game activity
may be sent to the game outcome server. In 631, the
game outcome server may validate the requested game
transaction. For instance, the wager may have to below
a wager limit. When the requested game transaction is
valid, in 631, the game outcome server may generate
the requested game transaction, such as generate a
game outcome, determine an award associated with the
game outcome, determine any changes to the temporary
balance resulting from the game transaction and gener-

ate information used to modify the GOS supported inter-
face on the client. In 625, a local database on the game
outcome server may be updated with information relating
to the generation of the game transaction, such as but
not limited to the game outcome, changes to the balance,
etc (Additional information that may be generated and
stored was described with respect to FIG. 3).
[0168] In 633, the game outcome server generated in-
formation relating to modifications to the GOS supported
interface on the client, such as commands, instructions,
data or combinations thereof, may be sent to the client.
The information may allow the client, in 635, to display
an outcome to the GOS game and display a new tempo-
rary balance. Next, the method may return to 627 and
the player may initiate a new gaming activity, such as
making a wager on the outcome of a GOS game and
629, 651, 631, 633 and 635 may be repeated.
[0169] The player may request game activities gener-
ated on the game outcome server as long as the player
has a sufficient temporary balance. During a gaming ses-
sion on the game outcome server, when the temporary
balance doesn’t support a requested gaming activity, the
player may initiate an additional buy-in as in 605. In ad-
dition, in one embodiment, during a game session on the
game outcome server, the GOS supported interface may
allow a player to initiate a cash-out transaction request.
[0170] In 637, the cash-out transaction request and
information relating to the request may be sent from the
client to the game outcome server. In response to receiv-
ing the cash out request, in 639, the game outcome serv-
er may initiate a transfer of funds to a remote device,
such as the player management server. In 653, the local
database on the game outcome server may be updated
with information indicating a transfer of funds from the
game outcome server has been initiated and information
relating to the transaction.
[0171] In 641, information relating to the cash-out
transaction may be sent from the game outcome server
to the player management server. In 645, the player man-
agement server may approve the transaction and in 643,
update the player’s account with the transferred funds
received from the game outcome server. The amount of
funds transferred from the game outcome server to the
player management server may be greater, the same or
less than the initial funds transferred to the game out-
come server from the player management server de-
pending on results from the one or more game activities
generated on the game outcome server. In 647, an ac-
knowledgement of the transfer may be sent from the play-
er management server to the game outcome server. In
response, when the game outcome server receives the
acknowledgement, in 647, the game outcome server may
update its database to indicate that the cash-out trans-
action has been completed.
[0172] The transfer of funds relating to a temporary
balance maintained on game outcome server may be
initiated in other ways different from a cash-out request.
For example, the game outcome server may be operable
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to store a temporary balance for only a limited time period.
After the time period has expired, the game outcome
server may automatically transfer funds in a temporary
balance to a balance handling device, such as the bal-
ance handling device that initially transferred the funds
to the game outcome server. In another example, the
player management server may periodically request
transfers of funds from the game outcome server in re-
gards to buy-ins provided from funds that were stored on
the player management server. In another embodiment,
the game outcome server may initiate a transfer when a
connection between the client and the game outcome
server is terminated.
[0173] In particular embodiments, the game outcome
server may not be operable to convert a temporary bal-
ance to a form that may be utilized by a player, such as
redeeming their temporary balance for a cashable check
because the game outcome server may not be provided
with detailed information about the player. Each time a
communication session is established between the game
outcome server and the client, the account handling de-
vice that initiated the communication session may pro-
vide the game outcome server with a unique session
identifier and store it in an account associated with the
player. Thus, a first communication session initiated by
the account handling device on the game outcome server
for a first player and a second communication session
initiated by the account handling device on the game out-
come server for the first player may have different session
identifiers. Thus, the game outcome server may not be
able to determine that the first communication session
and the second communication session involved the
same player. Thus, it may not be possible for the game
outcome server to establish a transaction history for a
particular player because over multiple communication
sessions with the game outcome server by the player,
the game outcome server may not be able to tell for sure
that a first session involving the player is related to a
second session involving the player.
[0174] On the other hand, the account handling device
may store a record of each sessions identifier as it is
related to each player, thus, the account handling device
may be able to request session and/or transaction infor-
mation relating to a particular player without revealing
whether the transactions are related or not. For instance,
when requesting transaction information for a number of
transactions by a particular player, the player manage-
ment server may mix in transaction identifiers for other
players in the request so that the game outcome server
may not group the transactions together as belonging to
a particular player. When the account handling device
receives the requested information back from the game
outcome server, the account handling device may group
the information relating to the different transactions it re-
quested according to a particular player.
[0175] One advantage of the transactional approach
described above may be player anonymity in the game
transactions between the game outcome server and one

or more account handling devices. One of the most im-
portant and valuable resources of an on-line casino may
be its player database. The transactional approach de-
scribed above may allow multiple on-line casinos to use
functions provided by a game outcome server without
having to worry that their customer database is revealed
to the providers of the game outcome server or to another
provider of another on-line casino.
[0176] Figure 5 shows a perspective view of a gaming
machine 2 in accordance with a specific embodiment of
the present invention. Any of the gaming devices and
gaming functions described with respect to Figure 5 can
be incorporated in the clients described above with re-
spect to Figs.1-4B or the devices described with respect
to FIG. 6. The gaming machine 2 is one example of a
balance handling device that may be used with a game
outcome server. In one embodiment, the gaming ma-
chine 2 may perform the functions of balance handling
and also provide a client interface that allows a gaming
activity generated on a game outcome server to present-
ed on the gaming machine.
[0177] As illustrated in the example of Figure 5, ma-
chine 2 includes a main cabinet 4, which generally sur-
rounds the machine interior and is viewable by users.
The main cabinet includes a main door 8 on the front of
the machine, which opens to provide access to the inte-
rior of the machine. Attached to the main door are player-
input switches or buttons 32, a coin acceptor 28, and a
bill validator 30, a coin tray 38, and a belly glass 40. View-
able through the main door is a video display monitor 34
and an information panel 36. The display monitor 34 will
typically be a cathode ray tube, high resolution flat-panel
LCD, or other conventional electronically controlled video
monitor. The information panel 36 may be a back-lit, silk
screened glass panel with lettering to indicate general
game information including, for example, a game denom-
ination (e.g. $.25 or $1). The bill validator 30, player-input
switches 32, video display monitor 34, and information
panel are devices used to play a game on the game ma-
chine 2.
[0178] According to a specific embodiment, the devic-
es may be controlled by code executed by a master gam-
ing controller 46 housed inside the main cabinet 4 of the
machine 2. The hardware and software associated with
the master gaming controller 46 may be distributed
throughout the cabinet 4 and is not limited to the specific
location illustrated in the FIG. 5. In specific embodiments
where it may be required that the code be periodically
configured and/or authenticated in a secure manner, the
technique of the present invention may be used for ac-
complishing such tasks.
[0179] Many different types of games, including me-
chanical slot games, video slot games, video poker, video
black jack, video pachinko and lottery, may be provided
with gaming machines of this invention. In particular, the
gaming machine 2 may be operable to provide a play of
many different instances of games of chance. The in-
stances may be differentiated according to themes,
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sounds, graphics, type of game (e.g., slot game vs. card
game), denomination, number of paylines, maximum
jackpot, progressive or non-progressive, bonus games,
etc. The gaming machine 2 may be operable to allow a
player to select a game of chance to play from a plurality
of instances available on the gaming machine. For ex-
ample, the gaming machine may provide a menu with a
list of the instances of games that are available for play
on the gaming machine and a player may be able to select
from the list a first instance of a game of chance that they
wish to play.
[0180] The various instances of games available for
play on the gaming machine 2 may be stored as game
software on a mass storage device in the gaming ma-
chine or may be generated on a remote gaming device
but then displayed on the gaming machine. The gaming
machine 2 may executed game software, such as but
not limited to video streaming software that allows the
game to be displayed on the gaming machine. When an
instance is stored on the gaming machine 2, it may be
loaded from the mass storage device into a RAM for ex-
ecution. In some cases, after a selection of an instance,
the game software that allows the selected instance to
be generated may be downloaded from a remote gaming
device, such as another gaming machine.
[0181] As illustrated in the example of Fig. 5, the gam-
ing machine 2 includes a top box 6, which sits on top of
the main cabinet 4. The top box 6 houses a number of
devices, which may be used to add features to a game
being played on the gaming machine 2, including speak-
ers 10, 12, 14, a ticket printer 18 which prints bar-coded
tickets 20, a key pad 22 for entering player tracking in-
formation, a florescent display 16 for displaying player
tracking information, a card reader 24 for entering a mag-
netic striped card containing player tracking information,
and a video display screen 45. The ticket printer 18 may
be used to print tickets for a cashless ticketing system.
Further, the top box 6 may house different or additional
devices not illustrated in Figure 5. For example, the top
box may include a bonus wheel or a back-lit silk screened
panel, which may be used to add bonus features to the
game being played on the gaming machine. As another
example, the top box may include a display for a progres-
sive jackpot offered on the gaming machine. During a
game, these devices are controlled and powered, in part,
by circuitry (e.g. a master gaming controller) housed with-
in the main cabinet 4 of the machine 2.
[0182] It will be appreciated that gaming machine 2 is
but one example from a wide range of gaming machine
designs on which the present invention may be imple-
mented. For example, not all suitable gaming machines
have top boxes or player tracking features. Further, some
gaming machines have only a single game display - me-
chanical or video, while others are designed for bar tables
and have displays that face upwards. As another exam-
ple, a game may be generated in on a host computer and
may be displayed on a remote terminal or a remote gam-
ing device. The remote gaming device may be connected

to the host computer via a network of some type such as
a local area network, a wide area network, an intranet or
the Internet. The remote gaming device may be a port-
able gaming device such as but not limited to a cell phone,
a personal digital assistant, and a wireless game player.
Images rendered from 3-D gaming environments may be
displayed on portable gaming devices that are used to
play a game of chance. Further a gaming machine or
server may include gaming logic for commanding a re-
mote gaming device to render an image from a virtual
camera in a 3-D gaming environments stored on the re-
mote gaming device and to display the rendered image
on a display located on the remote gaming device. Thus,
those of skill in the art will understand that the present
invention, as described below, can be deployed on most
any gaming machine now available or hereafter devel-
oped.
[0183] Some preferred gaming machines of the
present assignee are implemented with special features
and/or additional circuitry that differentiates them from
general-purpose computers (e.g., desktop PC’s and lap-
tops). Gaming machines are highly regulated to ensure
fairness and, in many cases, gaming machines are op-
erable to dispense monetary awards of multiple millions
of dollars. Therefore, to satisfy security and regulatory
requirements in a gaming environment, hardware and
software architectures may be implemented in gaming
machines that differ significantly from those of general-
purpose computers. A description of gaming machines
relative to general-purpose computing machines and
some examples of the additional (or different) compo-
nents and features found in gaming machines are de-
scribed below.
[0184] At first glance, one might think that adapting PC
technologies to the gaming industry would be a simple
proposition because both PCs and gaming machines em-
ploy microprocessors that control a variety of devices.
However, because of such reasons as 1) the regulatory
requirements that are placed upon gaming machines, 2)
the harsh environment in which gaming machines oper-
ate, 3) security requirements and 4) fault tolerance re-
quirements, adapting PC technologies to a gaming ma-
chine can be quite difficult. Further, techniques and meth-
ods for solving a problem in the PC industry, such as
device compatibility and connectivity issues, might not
be adequate in the gaming environment. For instance, a
fault or a weakness tolerated in a PC, such as security
holes in software or frequent crashes, may not be toler-
ated in a gaming machine because in a gaming machine
these faults can lead to a direct loss of funds from the
gaming machine, such as stolen cash or loss of revenue
when the gaming machine is not operating properly.
[0185] For the purposes of illustration, a few differenc-
es between PC systems and gaming systems will be de-
scribed. A first difference between gaming machines and
common PC based computers systems is that gaming
machines are designed to be state-based systems. In a
state-based system, the system stores and maintains its
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current state in a non-volatile memory, such that, in the
event of a power failure or other malfunction the gaming
machine will return to its current state when the power is
restored. For instance, if a player was shown an award
for a game of chance and, before the award could be
provided to the player the power failed, the gaming ma-
chine, upon the restoration of power, would return to the
state where the award is indicated. As anyone who has
used a PC, knows, PCs are not state machines and a
majority of data is usually lost when a malfunction occurs.
This requirement affects the software and hardware de-
sign on a gaming machine.
[0186] A second important difference between gaming
machines and common PC based computer systems is
that for regulation purposes, the software on the gaming
machine used to generate the game of chance and op-
erate the gaming machine has been designed to be static
and monolithic to prevent cheating by the operator of
gaming machine. For instance, one solution that has
been employed in the gaming industry to prevent cheat-
ing and satisfy regulatory requirements has been to man-
ufacture a gaming machine that can use a proprietary
processor running instructions to generate the game of
chance from an EPROM or other form of non-volatile
memory. The coding instructions on the EPROM are stat-
ic (non-changeable) and must be approved by a gaming
regulators in a particular jurisdiction and installed in the
presence of a person representing the gaming jurisdic-
tion. Any changes to any part of the software required to
generate the game of chance, such as adding a new
device driver used by the master gaming controller to
operate a device during generation of the game of chance
can require a new EPROM to be burnt, approved by the
gaming jurisdiction and reinstalled on the gaming ma-
chine in the presence of a gaming regulator. Regardless
of whether the EPROM solution is used, to gain approval
in most gaming jurisdictions, a gaming machine must
demonstrate sufficient safeguards that prevent an oper-
ator or player of a gaming machine from manipulating
hardware and software in a manner that gives them an
unfair and some cases an illegal advantage. The gaming
machine should have a means to determine if the code
it will execute is valid. If the code is not valid, the gaming
machine must have a means to prevent the code from
being executed. The code validation requirements in the
gaming industry affect both hardware and software de-
signs on gaming machines.
[0187] A third important difference between gaming
machines and common PC based computer systems is
the number and kinds of peripheral devices used on a
gaming machine are not as great as on PC based com-
puter systems. Traditionally, in the gaming industry, gam-
ing machines have been relatively simple in the sense
that the number of peripheral devices and the number of
functions the gaming machine has been limited. Further,
in operation, the functionality of gaming machines were
relatively constant once the gaming machine was de-
ployed, i.e., new peripherals devices and new gaming

software were infrequently added to the gaming machine.
This differs from a PC where users will go out and buy
different combinations of devices and software from dif-
ferent manufacturers and connect them to a PC to suit
their needs depending on a desired application. There-
fore, the types of devices connected to a PC may vary
greatly from user to user depending in their individual
requirements and may vary significantly over time.
[0188] Although the variety of devices available for a
PC may be greater than on a gaming machine, gaming
machines still have unique device requirements that dif-
fer from a PC, such as device security requirements not
usually addressed by PCs. For instance, monetary de-
vices, such as coin dispensers, bill validators and ticket
printers and computing devices that are used to govern
the input and output of cash to a gaming machine have
security requirements that are not typically addressed in
PCs. Therefore, many PC techniques and methods de-
veloped to facilitate device connectivity and device com-
patibility do not address the emphasis placed on security
in the gaming industry.
[0189] To address some of the issues described
above, a number of hardware/software components and
architectures are utilized in gaming machines that are
not typically found in general purpose computing devices,
such as PCs. These hardware/software components and
architectures, as described below in more detail, include
but are not limited to watchdog timers, voltage monitoring
systems, state-based software architecture and support-
ing hardware, specialized communication interfaces, se-
curity monitoring and trusted memory.
[0190] For example, a watchdog timer is normally used
in International Game Technology (IGT) gaming ma-
chines to provide a software failure detection mecha-
nism. In a normally operating system, the operating soft-
ware periodically accesses control registers in the watch-
dog timer subsystem to "re-trigger" the watchdog. Should
the operating software fail to access the control registers
within a preset timeframe, the watchdog timer will timeout
and generate a system reset. Typical watchdog timer cir-
cuits include a loadable timeout counter register to allow
the operating software to set the timeout interval within
a certain range of time. A differentiating feature of the
some preferred circuits is that the operating software can-
not completely disable the function of the watchdog timer.
In other words, the watchdog timer always functions from
the time power is applied to the board.
[0191] IGT gaming computer platforms preferably use
several power supply voltages to operate portions of the
computer circuitry. These can be generated in a central
power supply or locally on the computer board. If any of
these voltages falls out of the tolerance limits of the cir-
cuitry they power, unpredictable operation of the compu-
ter may result. Though most modem general-purpose
computers include voltage monitoring circuitry, these
types of circuits only report voltage status to the operating
software. Out of tolerance voltages can cause software
malfunction, creating a potential uncontrolled condition
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in the gaming computer. Gaming machines of the present
assignee typically have power supplies with tighter volt-
age margins than that required by the operating circuitry.
In addition, the voltage monitoring circuitry implemented
in IGT gaming computers typically has two thresholds of
control. The first threshold generates a software event
that can be detected by the operating software and an
error condition generated. This threshold is triggered
when a power supply voltage falls out of the tolerance
range of the power supply, but is still within the operating
range of the circuitry. The second threshold is set when
a power supply voltage falls out of the operating tolerance
of the circuitry. In this case, the circuitry generates a re-
set, halting operation of the computer.
[0192] The standard method of operation for IGT gam-
ing machine game software is to use a state machine.
Different functions of the game (bet, play, result, points
in the graphical presentation, etc.) may be defined as a
state. When a game moves from one state to another,
critical data regarding the game software is stored in a
custom non-volatile memory subsystem. This is critical
to ensure the player’s wager and credits are preserved
and to minimize potential disputes in the event of a mal-
function on the gaming machine.
[0193] In general, the gaming machine does not ad-
vance from a first state to a second state until critical
information that allows the first state to be reconstructed
is stored. This feature allows the game to recover oper-
ation to the current state of play in the event of a mal-
function, loss of power, etc that occurred just prior to the
malfunction. After the state of the gaming machine is re-
stored during the play of a game of chance, game play
may resume and the game may be completed in a man-
ner that is no different than if the malfunction had not
occurred. Typically, battery backed RAM devices are
used to preserve this critical data although other types
of non-volatile memory devices may be employed. These
memory devices are not used in typical general-purpose
computers.
[0194] As described in the preceding paragraph, when
a malfunction occurs during a game of chance, the gam-
ing machine may be restored to a state in the game of
chance just prior to when the malfunction occurred. The
restored state may include metering information and
graphical information that was displayed on the gaming
machine in the state prior to the malfunction. For exam-
ple, when the malfunction occurs during the play of a
card game after the cards have been dealt, the gaming
machine may be restored with the cards that were pre-
viously displayed as part of the card game. As another
example, a bonus game may be triggered during the play
of a game of chance where a player is required to make
a number of selections on a video display screen. When
a malfunction has occurred after the player has made
one or more selections, the gaming machine may be re-
stored to a state that shows the graphical presentation
at the just prior to the malfunction including an indication
of selections that have already been made by the player.

In general, the gaming machine may be restored to any
state in a plurality of states that occur in the game of
chance that occurs while the game of chance is played
or to states that occur between the play of a game of
chance.
[0195] Game history information regarding previous
games played such as an amount wagered, the outcome
of the game and so forth may also be stored in a non-
volatile memory device. The information stored in the
non-volatile memory may be detailed enough to recon-
struct a portion of the graphical presentation that was
previously presented on the gaming machine and the
state of the gaming machine (e.g., balance) at the time
the game of chance was played. The game history infor-
mation may be utilized in the event of a dispute. For ex-
ample, a player may decide that in a previous game of
chance that they did not receive credit for an award that
they believed they won. The game history information
may be used to reconstruct the state of the gaming ma-
chine prior, during and/or after the disputed game to dem-
onstrate whether the player was correct or not in their
assertion. Further details of a state based gaming sys-
tem, recovery from malfunctions and game history are
described in U.S. patent no. 6,804,763, titled "High Per-
formance Battery Backed RAM Interface", U.S. patent
no. 6,863, 608, titled "Frame Capture of Actual Game
Play," U.S. application no. 10/243,104, titled, "Dynamic
NV-RAM," and U.S. application no. 10/758,828, titled,
"Frame Capture of Actual Game Play," each of which is
incorporated by reference and for all purposes.
[0196] Another feature of gaming machines, such as
IGT gaming computers, is that they often include unique
interfaces, including serial interfaces, to connect to spe-
cific subsystems internal and external to the gaming ma-
chine. The serial devices may have electrical interface
requirements that differ from the "standard" EIA 232 se-
rial interfaces provided by general-purpose computers.
These interfaces may include EIA 485, EIA 422, Fiber
Optic Serial, optically coupled serial interfaces, current
loop style serial interfaces, etc. In addition, to conserve
serial interfaces internally in the gaming machine, serial
devices may be connected in a shared, daisy-chain fash-
ion where multiple peripheral devices are connected to
a single serial channel.
[0197] The serial interfaces may be used to transmit
information using communication protocols that are
unique to the gaming industry. For example, IGT’s Net-
plex is a proprietary communication protocol used for se-
rial communication between gaming devices. As another
example, SAS is a communication protocol used to trans-
mit information, such as metering information, from a
gaming machine to a remote device. Often SAS is used
in conjunction with a player tracking system.
[0198] IGT gaming machines may alternatively be
treated as peripheral devices to a casino communication
controller and connected in a shared daisy chain fashion
to a single serial interface. In both cases, the peripheral
devices are preferably assigned device addresses. If so,
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the serial controller circuitry must implement a method
to generate or detect unique device addresses. General-
purpose computer serial ports are not able to do this.
[0199] Security monitoring circuits detect intrusion into
an IGT gaming machine by monitoring security switches
attached to access doors in the gaming machine cabinet.
Preferably, access violations result in suspension of
game play and can trigger additional security operations
to preserve the current state of game play. These circuits
also function when power is off by use of a battery backup.
In power-off operation, these circuits continue to monitor
the access doors of the gaming machine. When power
is restored, the gaming machine can determine whether
any security violations occurred while power was off, e.g.,
via software for reading status registers. This can trigger
event log entries and further data authentication opera-
tions by the gaming machine software.
[0200] Trusted memory devices and/or trusted mem-
ory sources are preferably included in an IGT gaming
machine computer to ensure the authenticity of the soft-
ware that may be stored on less secure memory subsys-
tems, such as mass storage devices. Trusted memory
devices and controlling circuitry are typically designed to
not allow modification of the code and data stored in the
memory device while the memory device is installed in
the gaming machine. The code and data stored in these
devices may include authentication algorithms, random
number generators, authentication keys, operating sys-
tem kernels, etc. The purpose of these trusted memory
devices is to provide gaming regulatory authorities a root
trusted authority within the computing environment of the
gaming machine that can be tracked and verified as orig-
inal. This may be accomplished via removal of the trusted
memory device from the gaming machine computer and
verification of the secure memory device contents is a
separate third party verification device. Once the trusted
memory device is verified as authentic, and based on the
approval of the verification algorithms included in the
trusted device, the gaming machine is allowed to verify
the authenticity of additional code and data that may be
located in the gaming computer assembly, such as code
and data stored on hard disk drives. A few details related
to trusted memory devices that may be used in the
present invention are described in U.S. patent no.
6,685,567 from U.S. patent application no. 09/925,098,
filed August 8, 2001 and titled "Process Verification,"
which is incorporated herein in its entirety and for all pur-
poses.
[0201] In at least one embodiment, at least a portion
of the trusted memory devices/sources may correspond
to memory which cannot easily be altered (e.g., "unalter-
able memory") such as, for example, EPROMS, PROMS,
Bios, Extended Bios, and/or other memory sources which
are able to be configured, verified, and/or authenticated
(e.g., for authenticity) in a secure and controlled manner.
[0202] According to a specific implementation, when
a trusted information source is in communication with a
remote device via a network, the remote device may em-

ploy a verification scheme to verify the identity of the trust-
ed information source. For example, the trusted informa-
tion source and the remote device may exchange infor-
mation using public and private encryption keys to verify
each other’s identities. In another embodiment of the
present invention, the remote device and the trusted in-
formation source may engage in methods using zero
knowledge proofs to authenticate each of their respective
identities.
[0203] Gaming devices storing trusted information
may utilize apparatus or methods to detect and prevent
tampering. For instance, trusted information stored in a
trusted memory device may be encrypted to prevent its
misuse. In addition, the trusted memory device may be
secured behind a locked door. Further, one or more sen-
sors may be coupled to the memory device to detect tam-
pering with the memory device and provide some record
of the tampering. In yet another example, the memory
device storing trusted information might be designed to
detect tampering attempts and clear or erase itself when
an attempt at tampering has been detected.
[0204] Additional details relating to trusted memory de-
vices/sources are described in US Patent Application Se-
rial No. 11/078,966, entitled "Secured Virtual Network in
a Gaming Environment", naming Nguyen et al. as inven-
tors, filed on March 10, 2005, herein incorporated in its
entirety and for all purposes.
[0205] Mass storage devices used in a general pur-
pose computer typically allow code and data to be read
from and written to the mass storage device. In a gaming
machine environment, modification of the gaming code
stored on a mass storage device is strictly controlled and
would only be allowed under specific maintenance type
events with electronic and physical enablers required.
Though this level of security could be provided by soft-
ware, IGT gaming computers that include mass storage
devices preferably include hardware level mass storage
data protection circuitry that operates at the circuit level
to monitor attempts to modify data on the mass storage
device and will generate both software and hardware er-
ror triggers should a data modification be attempted with-
out the proper electronic and physical enablers being
present. Details using a mass storage device that may
be used with the present invention are described, for ex-
ample, in U.S. Patent 6,149,522, herein incorporated by
reference in its entirety for all purposes.
[0206] Returning to the example of Figure 5, when a
user wishes to play the gaming machine 2, he or she
inserts cash through the coin acceptor 28 or bill validator
30. Additionally, the bill validator may accept a printed
ticket voucher, which may be accepted by the bill valida-
tor 30 as indicia of credit when a cashless ticketing sys-
tem is used. At the start of the game, the player may
enter playing tracking information using the card reader
24, the keypad 22, and the florescent display 16. Further,
other game preferences of the player playing the game
may be read from a card inserted into the card reader.
During the game, the player views game information us-
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ing the video display 34. Other game and prize informa-
tion may also be displayed in the video display screen
45 located in the top box.
[0207] During the course of a game, a player may be
required to make a number of decisions, which affect the
outcome of the game. For example, a player may vary
his or her wager on a particular game, select a prize for
a particular game selected from a prize server, or make
game decisions which affect the outcome of a particular
game. The player may make these choices using the
player-input switches 32, the video display screen 34 or
using some other device which enables a player to input
information into the gaming machine. In some embodi-
ments, the player may be able to access various game
services such as concierge services and entertainment
content services using the video display screen 34 and
one more input devices.
[0208] During certain game events, the gaming ma-
chine 2 may display visual and auditory effects that can
be perceived by the player. These effects add to the ex-
citement of a game, which makes a player more likely to
continue playing. Auditory effects include various sounds
that are projected by the speakers 10, 12, 14. Visual ef-
fects include flashing lights, strobing lights or other pat-
terns displayed from lights on the gaming machine 2 or
from lights behind the belly glass 40. After the player has
completed a game, the player may receive game tokens
from the coin tray 38 or the ticket 20 from the printer 18,
which may be used for further games or to redeem a
prize. Further, the player may receive a ticket 20 for food,
merchandise, or games from the printer 18.
[0209] Figure 6 shows a block diagram illustrating
components of a gaming system 900 which may be used
for implementing various aspects of the present inven-
tion. In Fig. 6, the components of a gaming system 900
for providing game software licensing and downloads are
described functionally. The described functions may be
instantiated in hardware, firmware and/or software and
executed on a suitable device. In the system 900, there
may be many instances of the same function, such as
multiple game play interfaces 911. Nevertheless, in Fig.
6, only one instance of each function is shown. The func-
tions of the components may be combined. For example,
a single device may comprise the game play interface
911 and include trusted memory devices or sources 909.
The described components and their functions may be
incorporated various embodiments of the servers and
clients described with respect to Figs. 1-5.
[0210] The gaming system 900 may receive inputs
from different groups/entities and output various services
and or information to these groups/entities. For example,
game players 925 primarily input cash or indicia of credit
into the system, make game selections that trigger soft-
ware downloads, and receive entertainment in exchange
for their inputs. Game software content providers provide
game software for the system and may receive compen-
sation for the content they provide based on licensing
agreements with the gaming machine operators. Gaming

machine operators select game software for distribution,
distribute the game software on the gaming devices in
the system 900, receive revenue for the use of their soft-
ware and compensate the gaming machine operators.
The gaming regulators 930 may provide rules and regu-
lations that must be applied to the gaming system and
may receive reports and other information confirming that
rules are being obeyed.
[0211] In the following paragraphs, details of each
component and some of the interactions between the
components are described with respect to Fig. 6. The
game software license host 901 may be a server con-
nected to a number of remote gaming devices that pro-
vides licensing services to the remote gaming devices.
For example, in other embodiments, the license host 901
may 1) receive token requests for tokens used to activate
software executed on the remote gaming devices, 2)
send tokens to the remote gaming devices, 3) track token
usage and 4) grant and/or renew software licenses for
software executed on the remote gaming devices. The
token usage may be used in utility based licensing
schemes, such as a pay-per-use scheme.
[0212] In another embodiment, a game usage-tracking
host 915 may track the usage of game software on a
plurality of devices in communication with the host. The
game usage-tracking host 915 may be in communication
with a plurality of game play hosts and gaming machines.
From the game play hosts and gaming machines, the
game usage tracking host 915 may receive updates of
an amount that each game available for play on the de-
vices has been played and on amount that has been wa-
gered per game. This information may be stored in a
database and used for billing according to methods de-
scribed in a utility based licensing agreement.
[0213] The game software host 902 may provide game
software downloads, such as downloads of game soft-
ware or game firmware, to various devious in the game
system 900. For example, when the software to generate
the game is not available on the game play interface 911,
the game software host 902 may download software to
generate a selected game of chance played on the game
play interface. Further, the game software host 902 may
download new game content to a plurality of gaming ma-
chines via a request from a gaming machine operator.
[0214] In one embodiment, the game software host
902 may also be a game software configuration-tracking
host 913. The function of the game software configura-
tion-tracking host is to keep records of software config-
urations and/or hardware configurations for a plurality of
devices in communication with the host (e.g., denomina-
tions, number of paylines, paytables, max/min bets). De-
tails of a game software host and a game software con-
figuration host that may be used with the present inven-
tion are described in co-pending U.S. patent no.
6,645,077, by Rowe, entitled, "Gaming Terminal Data
Repository and Information System," filed December 21,
2000, which is incorporated herein in its entirety and for
all purposes.
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[0215] A game play host device 903 may be a host
server connected to a plurality of remote clients that gen-
erates games of chance that are displayed on a plurality
of remote game play interfaces 911. For example, the
game play host device 903 may be a server that provides
central determination for a bingo game play played on a
plurality of connected game play interfaces 911. As an-
other example, the game play host device 903 may gen-
erate games of chance, such as slot games or video card
games, for display on a remote client. A game player
using the remote client may be able to select from a
number of games that are provided on the client by the
host device 903. The game play host device 903 may
receive game software management services, such as
receiving downloads of new game software, from the
game software host 902 and may receive game software
licensing services, such as the granting or renewing of
software licenses for software executed on the device
903, from the game license host 901.
[0216] In particular embodiments, the game play inter-
faces or other gaming devices in the gaming system 900
may be portable devices, such as electronic tokens, cell
phones, smart cards, tablet PC’s and PDA’s. The porta-
ble devices may support wireless communications and
thus, may be referred to as wireless mobile devices. The
network hardware architecture 916 may be enabled to
support communications between wireless mobile devic-
es and other gaming devices in gaming system. In one
embodiment, the wireless mobile devices may be used
to play games of chance.
[0217] The gaming system 900 may use a number of
trusted information sources. Trusted information sources
904 may be devices, such as servers, that provide infor-
mation used to authenticate/activate other pieces of in-
formation. CRC values used to authenticate software,
license tokens used to allow the use of software or prod-
uct activation codes used to activate to software are ex-
amples of trusted information that might be provided from
a trusted information source 904. Trusted information
sources may be a memory device, such as an EPROM,
that includes trusted information used to authenticate
other information. For example, a game play interface
911 may store a private encryption key in a trusted mem-
ory device that is used in a private key-public key encryp-
tion scheme to authenticate information from another
gaming device.
[0218] When a trusted information source 904 is in
communication with a remote device via a network, the
remote device will employ a verification scheme to verify
the identity of the trusted information source. For exam-
ple, the trusted information source and the remote device
may exchange information using public and private en-
cryption keys to verify each other’s identities.
[0219] Gaming devices storing trusted information
might utilize apparatus or methods to detect and prevent
tampering. For instance, trusted information stored in a
trusted memory device may be encrypted to prevent its
misuse. In addition, the trusted memory device may be

secured behind a locked door. Further, one or more sen-
sors may be coupled to the memory device to detect tam-
pering with the memory device and provide some record
of the tampering. In yet another example, the memory
device storing trusted information might be designed to
detect tampering attempts and clear or erase itself when
an attempt at tampering has been detected.
[0220] The gaming system 900 of the present invention
may include devices 906 that provide authorization to
download software from a first device to a second device
and devices 907 that provide activation codes or infor-
mation that allow downloaded software to be activated.
The devices, 906 and 907, may be remote servers and
may also be trusted information sources. One example
of a method of providing product activation codes that
may be used with the present invention is describes in
previously incorporated U.S. patent no. 6,264,561.
[0221] A device 906 that monitors a plurality of gaming
devices to determine adherence of the devices to gaming
jurisdictional rules 908 may be included in the system
900. In one embodiment, a gaming jurisdictional rule
server may scan software and the configurations of the
software on a number of gaming devices in communica-
tion with the gaming rule server to determine whether the
software on the gaming devices is valid for use in the
gaming jurisdiction where the gaming device is located.
For example, the gaming rule server may request a digital
signature, such as CRC’s, of particular software compo-
nents and compare them with an approved digital signa-
ture value stored on the gaming jurisdictional rule server.
[0222] Further, the gaming jurisdictional rule server
may scan the remote gaming device to determine wheth-
er the software is configured in a manner that is accept-
able to the gaming jurisdiction where the gaming device
is located. For example, a maximum bet limit may vary
from jurisdiction to jurisdiction and the rule enforcement
server may scan a gaming device to determine its current
software configuration and its location and then compare
the configuration on the gaming device with approved
parameters for its location.
[0223] A gaming jurisdiction may include rules that de-
scribe how game software may be downloaded and li-
censed. The gaming jurisdictional rule server may scan
download transaction records and licensing records on
a gaming device to determine whether the download and
licensing was carried out in a manner that is acceptable
to the gaming jurisdiction in which the gaming device is
located. In general, the game jurisdictional rule server
may be utilized to confirm compliance to any gaming rules
passed by a gaming jurisdiction when the information
needed to determine rule compliance is remotely acces-
sible to the server.
[0224] Game software, firmware or hardware residing
a particular gaming device may also be used to check
for compliance with local gaming jurisdictional rules. In
one embodiment, when a gaming device is installed in a
particular gaming jurisdiction, a software program includ-
ing jurisdiction rule information may be downloaded to a
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secure memory location on a gaming machine or the ju-
risdiction rule information may be downloaded as data
and utilized by a program on the gaming machine. The
software program and/or jurisdiction rule information may
used to check the gaming device software and software
configurations for compliance with local gaming jurisdic-
tional rules. In another embodiment, the software pro-
gram for ensuring compliance and jurisdictional informa-
tion may be installed in the gaming machine prior to its
shipping, such as at the factory where the gaming ma-
chine is manufactured.
[0225] The gaming devices in game system 900 may
utilize trusted software and/or trusted firmware. Trusted
firmware/software is trusted in the sense that is used with
the assumption that it has not been tampered with. For
instance, trusted software/firmware may be used to au-
thenticate other game software or processes executing
on a gaming device. As an example, trusted encryption
programs and authentication programs may be stored
on an EPROM on the gaming machine or encoded into
a specialized encryption chip. As another example, trust-
ed game software, i.e., game software approved for use
on gaming devices by a local gaming jurisdiction may be
required on gaming devices on the gaming machine.
[0226] In the present invention, the devices may be
connected by a network 916 with different types of hard-
ware using different hardware architectures. Game soft-
ware can be quite large and frequent downloads can
place a significant burden on a network, which may slow
information transfer speeds on the network. For game-
on-demand services that require frequent downloads of
game software in a network, efficient downloading is es-
sential for the service to viable. Thus, in the present in-
ventions, network efficient devices 910 may be used to
actively monitor and maintain network efficiency. For in-
stance, software locators may be used to locate nearby
locations of game software for peer-to-peer transfers of
game software. In another example, network traffic may
be monitored and downloads may be actively rerouted
to maintain network efficiency.
[0227] One or more devices in the present invention
may provide game software and game licensing related
auditing, billing and reconciliation reports to server 912.
For example, a software licensing billing server may gen-
erate a bill for a gaming device operator based upon a
usage of games over a time period on the gaming devices
owned by the operator. In another example, a software
auditing server may provide reports on game software
downloads to various gaming devices in the gaming sys-
tem 900 and current configurations of the game software
on these gaming devices.
[0228] At particular time intervals, the software audit-
ing server 912 may also request software configurations
from a number of gaming devices in the gaming system.
The server may then reconcile the software configuration
on each gaming device. In one embodiment, the software
auditing server 912 may store a record of software con-
figurations on each gaming device at particular times and

a record of software download transactions that have oc-
curred on the device. By applying each of the recorded
game software download transactions since a selected
time to the software configuration recorded at the select-
ed time, a software configuration is obtained. The soft-
ware auditing server may compare the software config-
uration derived from applying these transactions on a
gaming device with a current software configuration ob-
tained from the gaming device. After the comparison, the
software-auditing server may generate a reconciliation
report that confirms that the download transaction
records are consistent with the current software config-
uration on the device. The report may also identify any
inconsistencies. In another embodiment, both the gam-
ing device and the software auditing server may store a
record of the download transactions that have occurred
on the gaming device and the software auditing server
may reconcile these records.
[0229] There are many possible interactions between
the components described with respect to Figure 6. Many
of the interactions are coupled. For example, methods
used for game licensing may affect methods used for
game downloading and vice versa. For the purposes of
explanation, details of a few possible interactions be-
tween the components of the system 900 relating to soft-
ware licensing and software downloads have been de-
scribed. The descriptions are selected to illustrate par-
ticular interactions in the game system 900. These de-
scriptions are provided for the purposes of explanation
only and are not intended to limit the scope of the present
invention.
[0230] Fig. 7 illustrates an example of a network device
that may be configured for implementing some methods
of the present invention, such as methods described with
respect to a player management server or game outcome
server. Network device 1060 includes a master central
processing unit (CPU) 1062, interfaces 1068, and a bus
1067 (e.g., a PCI bus). Generally, interfaces 1068 include
ports 1069 appropriate for communication with the ap-
propriate media. In some embodiments, one or more of
interfaces 1068 includes at least one independent proc-
essor and, in some instances, volatile RAM. The inde-
pendent processors may be, for example, ASICs or any
other appropriate processors. According to some such
embodiments, these independent processors perform at
least some of the functions of the logic described herein.
In some embodiments, one or more of interfaces 1068
control such communications-intensive tasks as encryp-
tion, decryption, compression, decompression, packeti-
zation, media control and management. By providing
separate processors for the communications-intensive
tasks, interfaces 1068 allow the master microprocessor
1062 efficiently to perform other functions such as routing
computations, network diagnostics, security functions,
etc.
[0231] The interfaces 1068 are typically provided as
interface cards (sometimes referred to as "linecards").
Generally, interfaces 1068 control the sending and re-
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ceiving of data packets over the network and sometimes
support other peripherals used with the network device
1060. Among the interfaces that may be provided are FC
interfaces, Ethernet interfaces, frame relay interfaces,
cable interfaces, DSL interfaces, token ring interfaces,
and the like. In addition, various very high-speed inter-
faces may be provided, such as fast Ethernet interfaces,
Gigabit Ethernet interfaces, ATM interfaces, HSSI inter-
faces, POS interfaces, FDDI interfaces, ASI interfaces,
DHEI interfaces and the like.
[0232] When acting under the control of appropriate
software or firmware, in some implementations of the in-
vention CPU 1062 may be responsible for implementing
specific functions associated with the functions of a de-
sired network device. According to some embodiments,
CPU 1062 accomplishes all these functions under the
control of software including an operating system and
any appropriate applications software.
[0233] CPU 1062 may include one or more processors
1063 such as a processor from the Motorola family of
microprocessors or the MIPS family of microprocessors.
In an alternative embodiment, processor 1063 is special-
ly designed hardware for controlling the operations of
network device 1060. In a specific embodiment, a mem-
ory 1061 (such as non-volatile RAM and/or ROM) also
forms part of CPU 1062. However, there are many dif-
ferent ways in which memory could be coupled to the
system. Memory block 1061 may be used for a variety
of purposes such as, for example, caching and/or storing
data, programming instructions, etc.
[0234] Regardless of network device’s configuration,
it may employ one or more memories or memory modules
(such as, for example, memory block 1065) configured
to store data, program instructions for the general-pur-
pose network operations and/or other information relat-
ing to the functionality of the techniques described herein.
The program instructions may control the operation of an
operating system and/or one or more applications, for
example.
[0235] Because such information and program instruc-
tions may be employed to implement the systems/meth-
ods described herein, the present invention relates to
machine-readable media that include program instruc-
tions, state information, etc. for performing various oper-
ations described herein. Examples of machine-readable
media include, but are not limited to, magnetic media
such as hard disks, floppy disks, and magnetic tape; op-
tical media such as CD-ROM disks; magneto-optical me-
dia; and hardware devices that are specially configured
to store and perform program instructions, such as read-
only memory devices (ROM) and random access mem-
ory (RAM). The invention may also be embodied in a
carrier wave traveling over an appropriate medium such
as airwaves, optical lines, electric lines, etc. Examples
of program instructions include both machine code, such
as produced by a compiler, and files containing higher-
level code that may be executed by the computer using
an interpreter.

[0236] Although the system shown in Fig. 7 illustrates
one specific network device of the present invention, it
is by no means the only network device architecture on
which the present invention can be implemented. For ex-
ample, an architecture having a single processor that
handles communications as well as routing computa-
tions, etc. is often used. Further, other types of interfaces
and media could also be used with the network device.
The communication path between interfaces may be bus
based (as shown in Fig. 7) or switch fabric based (such
as a cross-bar).
[0237] Although the foregoing invention has been de-
scribed in detail by way of illustration and example for
purposes of clarity and understanding, it will be recog-
nized that the above described invention may be embod-
ied in numerous other specific variations and embodi-
ments without departing from the essential characteris-
tics of the invention. Certain changes and modifications
may be practiced, and it is understood that the invention
is not to be limited by the foregoing details, but rather is
to be defined by the scope of the appended claims.

Claims

1. A gaming system comprising:

a plurality of game outcome servers (210), each
game outcome server having stored thereon
a plurality of selectable wagering games, each
game outcome server (201) having a communi-
cation interface for allowing, in use, the game
outcome server (201) to communicate with both
a plurality of remote client devices (210, 216-
228) and a physically separate and remotely lo-
cated player management server (200, 202),
each game outcome server (201) comprising:
a processor designed or configured to:

a) communicate with the client device
(210-228) and with the player management
server (200, 202) via the communication in-
terface,
b) receive information (608) from the player
management server (200, 202) allowing a
communication session to be established
with the client device,
c) in response to receiving information in
process (b), send (603) to an identified client
device (210) first commands, first instruc-
tions, first data or combinations thereof that
allow an interface (601) for playing a wager-
based game to be generated (605) on a cli-
ent interface of the identified client device,
d) receive from the identified client device
(210) information (607) indicating a request
to play the wager-based game and a wager
amount,
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e) in response to receiving information in
process (d), send (611) information to the
player management server (200, 202) re-
questing authorization of the wager amount
wherein the player management server
(200, 202) maintains a player balance relat-
ing to game play on the identified client de-
vice,
f) receive an authorization message (617)
from the player management server (200,
202) indicating the wager amount is author-
ized, whereafter a game outcome for the
game is generated (631) and only an ad-
justment to the player balance calculated
(631) by the game outcome server (201),
g) send to the identified client device second
commands, second instructions, second
data or combinations thereof (633) that al-
lows a presentation of the game outcome
to be generated on the client interface; and
h) send (641) the calculated adjustment to
the player balance to the player manage-
ment server (200, 202) to effect an update
of the player balance maintained at the play-
er management server,

wherein:
each game outcome server (201) functions as
an application service provider that hosts
games;
the player management server (200, 202) is re-
motely located from the game outcome servers
by network infrastructure (206);the player man-
agement server (200, 202) functions to support
account management of players stored in a play-
er database (259), the account management in-
cluding player registration and banking data;
each game outcome server not allowed direct
access to the player database, with interactions
with the player management server (200, 202)
based on a transactional approach that allows
the player balance maintained on the player
management server to be updated by the game
outcome server; and;
the player may navigate to each game outcome
server (201) through a game access interface
(282) offering game links to game outcome serv-
er-supported games at the game outcome serv-
ers (201), the game access interface (282) being
supported by the player management server
(200, 202) and displayable by the identified cli-
ent device (210, 216-228), player navigation
arising without the player having to register or
log-on into the game outcome servers (201).

2. A gaming system comprising:

a plurality of game outcome servers (210), each

game outcome server having stored thereon a
plurality of selectable wagering games, each
game outcome server (201) having a communi-
cation interface for allowing, in use, the game
outcome server (201) to communicate with both
a plurality of remote client devices (210, 216-
228) and a physically separate and remotely lo-
cated player management server (200, 202),
each game outcome server (201) comprising:
a processor designed or configured to

a) communicate with the client device (210)
and with the player management server
(200, 202) via the communication interface,
b) receive (608) information from the player
management server (200, 202) that allows
a communication session (620) to be estab-
lished directly with the client device,
c) in response to receiving information in
process (b), send (620) directly to an iden-
tified client device (210) first commands,
first instructions, first data or combinations
thereof that allow an interface for playing a
wager-based game to be generated (622)
on a client interface of the identified client
device,
d) receive from the identified client device
information (626) indicating a request to
play the wager-based game and a wager
amount,
e) generate a game outcome for the game
and an adjustment to a player balance
(628),
f) send information (630) to the player man-
agement server (200, 202) requesting au-
thorization (632) of a game transaction
wherein the request to authorize the game
transaction includes information relating to
the wager amount, the game outcome and
the adjustment to the player balance and
wherein the player management server
(200, 202) maintains the player balance,
g) receive an authorization message (638)
from the player management server (200,
202) indicating the game transaction is au-
thorized and then send (644) to the identi-
fied client device (210) second commands,
second instructions, second data or combi-
nations thereof that allows a presentation
of the game outcome to be generated on
the client interface; and
h) store (640) a record of the game trans-
action.

wherein:
each game outcome server (201) functions as
an application service provider that hosts
games;
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the player management server (200, 202) is re-
motely located from the game outcome servers
by network infrastructure (206);the player man-
agement server (200, 202) functions to support
account management of players stored in a play-
er database (259), the account management in-
cluding player registration and banking data;
each game outcome server not allowed direct
access to the player database, with interactions
with the player management server (200, 202)
based on a transactional approach that allows
the player balance maintained on the player
management server to be updated by the game
outcome server; and;
the player may navigate to each game outcome
server (201) through a game access interface
(282) offering game links to game outcome serv-
er-supported games at the game outcome serv-
ers (201), the game access interface (282) being
supported by the player management server
(200, 202) and displayable by the identified cli-
ent device (210, 216-228), player navigation
arising without the player having to register or
log-on into the game outcome servers (201).

3. The gaming system according to claim 1 or 2, further
comprising:

a plurality of client devices (210, 216-228) each
including a client interface designed or config-
ured

a) to receive the first commands, the first
instructions, the first data or combinations
thereof that allows a game interface for play-
ing the wager-based game to be generated
on the client interface,
b) to select the wager amount and
c) to receive the second commands, the
second instructions, the second data or
combinations thereof that allows the pres-
entation of the game outcome to be gener-
ated on the client interface; and

a plurality of player management servers (200,
202), each player management server (200,
202) designed or configured to

a) maintain the player balance,
b) to authorize the wager amount and
c) to adjust the player balance after receiv-
ing the adjustment to the player balance
from the game outcome server (201),
wherein said plurality of remote client de-
vices (210, 216-228) are associated with
different ones of the player management
servers (200, 202) and each player man-
agement server functions to support ac-

count management for its associated re-
mote client devices.

4. The gaming system according to claim 1 or 2, where-
in each player management server (200, 202) is de-
signed or configured to:

authorize the game transaction;
transfer funds to the game outcome server
(201); and
adjust the player balance after receiving the new
player balance from a game outcome server
(201).

5. The gaming system according to claim 1, wherein
the processor is further designed or configured to
receive from the player management server (200,
202) a request for information related to a game out-
come previously generated on the network device
and to send the information related to the game out-
come previously generated on the network device.

6. The gaming system according to claim 1, wherein
prior to sending to the client the first commands, first
instructions, first data or combinations thereof that
allows the interface for playing the wager-based
game to be generated on the client interface, the
processor is further designed or configured to re-
ceive information indicating a selection of the wager-
based games made on the client device from the
player management server (200, 202).

7. The gaming system according to claim 1, wherein
the processor is further operable to:

a) receive a transfer of funds from the player
management server (200, 202);
b) to maintain the funds as a temporary balance
that is available for at least one wager on the
wager-based game; and
c) to add the adjustment to the player balance
to the temporary balance to generate a new tem-
porary balance without sending the information
to the player management server (200, 202) in-
dicating the request to authorize the wager
amount, without receiving from the player man-
agement server (200, 202) the information that
indicates the wager amount is authorized and
without sending the adjustment to the player bal-
ance to the player management server (200,
202).

8. The gaming system according to claim 7, wherein
the processor is further operable to transfer the tem-
porary balance or the new temporary balance to the
player management server (200, 202) to adjust the
player balance.
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9. The gaming system according to claim 7, wherein
the processor is further designed or configured to
receive information indicating a cash-out request
from the client device and in response to transfer the
temporary balance or the new temporary balance to
the player management server (200, 202) to adjust
the player balance maintained on the account han-
dling device.

10. The gaming system according to claim 7, wherein
the processor is further designed or configured to
receive information from the client device indicating
a request for the transfer of the funds from the player
management server (200, 202) and indicating an
amount of the funds to transfer and to send the re-
quest for the transfer of the funds to the player man-
agement server (200, 202).

11. The gaming system according to claim 1, wherein
the processor is further designed or configured, prior
to sending to the client first commands, first instruc-
tions, first data or combinations thereof that allows
the interface for playing the wager-based game to
be generated on the client interface, to determine
whether the player is located in a legal gaming juris-
diction and is eligible for game play.

Patentansprüche

1. Spielsystem, das folgendes aufweist:

eine Vielzahl von Spielergebnis-Servern (201),
wobei auf jedem Spielergebnis-Server folgen-
des gespeichert ist:
eine Vielzahl von Spielen mit wählbarem Ein-
satz, wobei jeder Spielergebnis-Server (201) ei-
ne Kommunikationsschnittstelle aufweist, um
dem Spielergebnis-Server (201) im Betrieb die
Kommunikation sowohl mit einer Vielzahl von
an einem entfernten Ort vorgesehenen Klien-
ten-Geräten (210, 216 - 228) als auch mit einen
körperlich getrennten und an einem entfernten
Ort vorgesehenen Spielermanagement-Server
(200, 202) zu ermöglichen, wobei jeder Spieler-
gebnis-Server (201) folgendes aufweist:
einen Prozessor, der dazu ausgebildet oder
konfiguriert ist:

a) mit dem Klienten-Gerät (210 - 228) und
mit dem Spielermanagement-Server (200,
202) über die Kommunikationsschnittstelle
zu kommunizieren,
b) Information (608) von dem Spielermana-
gement-Server (200, 202) zu empfangen,
die das Herstellen einer Kommunikations-
sitzung mit dem Klienten-Gerät ermöglicht,
c) ansprechend auf den Empfang von Infor-

mation in dem Prozeß (b), zu einem identi-
fizierten Klienten-Gerät (210) erste Befehle,
erste Anweisungen, erste Daten oder Kom-
binationen davon zu schicken (603), die das
Generieren (605) einer Schnittstelle (601)
zum Spielen eines auf einem Einsatz basie-
renden Spiels an einer Klienten-Schnittstel-
le des identifizierten Klienten-Geräts er-
möglichen,
d) von dem identifizierten Klienten-Gerät
(210) Information (607) zu erhalten, die die
Aufforderung zum Spielen des auf einem
Einsatz basierenden Spiels sowie einen
Einsatzbetrag anzeigt,
e) ansprechend auf den Empfang von Infor-
mation in dem Prozeß (d), Information zu
dem Spielermanagement-Server (200,
202) zu schicken (611), der eine Autorisie-
rung des Einsatzbetrags anfordert, wobei
der Spielermanagement-Server (200, 202)
ein Spielerguthaben hinsichtlich des Spie-
lens des Spiels auf dem identifizierten
Klienten-Gerät verwaltet,
f) eine Autorisierungsmitteilung (617) von
dem Spielermanagement-Server (200,
202) zu empfangen, die anzeigt, daß der
Einsatzbetrag autorisiert ist, woraufhin ein
Spielergebnis für das Spiel generiert (631)
wird und nur eine Anpassung des durch den
Spielergebnis-Server (201) berechneten
Spielerguthabens erfolgt,
g) dem identifizierten Klienten-Gerät zweite
Befehle, zweite Anweisungen, zweite Da-
ten oder Kombinationen davon zu schicken
(633), die das Generieren einer Darstellung
des Spielergebnisses an der Klienten-
Schnittstelle ermöglichen; und
h) die berechnete Anpassung hinsichtlich
des Spielerguthabens zu dem Spielerma-
nagement-Server (200, 202) zu schicken
(641), um eine Aktualisierung des an dem
Spielermanagement-Server verwalteten
Spielerguthabens zu bewerkstelligen,

wobei:

- jeder Spielergebnis-Server (201) die Funktion
eines Anwendungsdienstproviders hat, der
Spiele anbietet;
- der Spielermanagement-Server (200, 202) mit-
tels einer Netzwerk-Infrastruktur (206) an einem
von den Spielergebnis-Servern entfernten Ort
vorgesehen ist; wobei der Spielermanagement-
Server (200, 202) die Funktion hat, die Konten-
verwaltung von in einer Spielerdatenbank (259)
gespeicherten Spielern zu unterhalten, wobei
die Kontenverwaltung Spielerregistrierungs-
und Bankdaten beinhaltet; wobei dem jeweili-
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gen Spielergebnis-Server kein direkter Zugriff
auf die Spielerdatenbank erlaubt ist, wobei In-
teraktionen mit dem Spielermanagement-Ser-
ver (200, 202) auf der Basis eines transaktions-
weisen Vorgehens erfolgen, das ein Aktualisie-
ren des an dem Spielermanagement-Server
verwalteten Spielerguthabens durch den Spiel-
ergebnis-Server ermöglicht; und
- wobei der Spieler zu jedem Spielergebnis-Ser-
ver (201) durch eine Spielzugangsschnittstelle
(282) navigieren kann, die Spiele-Links zu von
den Spielergebnis-Servern unterstützten Spie-
len an den Spielergebnis-Servern (201) anbie-
tet, wobei die Spielzugangsschnittstelle (282)
durch den Spielermanagement-Server (200,
202) unterstützt wird und durch das identifizierte
Klienten-Gerät (210, 216 - 228) angezeigt wer-
den kann, wobei die Spieler-Navigation erfolgt,
ohne daß sich der Spieler in den Spielergebnis-
Servern (201) registrieren oder einloggen muß.

2. Spielsystem, das folgendes aufweist:

eine Vielzahl von Spielergebnis-Servern (201),
wobei auf jedem Spielergebnis-Server eine Viel-
zahl von Spielen mit wählbarem Einsatz gespei-
chert ist,
wobei jeder Spielergebnis-Server (201) eine
Kommunikationsschnittstelle aufweist, um dem
Spielergebnis-Server (201) im Betrieb die Kom-
munikation sowohl mit einer Vielzahl von an ei-
nem entfernten Ort vorgesehenen Klienten-Ge-
räten (210, 216 - 228) als auch mit einem kör-
perlich getrennten und an einem entfernten Ort
vorgesehenen Spielermanagement-Server
(200, 202) zu ermöglichen, wobei jeder Spieler-
gebnis-Server (201) folgendes aufweist:
einen Prozessor, der dazu ausgebildet oder
konfiguriert ist:

a) mit dem Klienten-Gerät (210) und mit
dem Spielermanagement-Server (200,
202) über die Kommunikationsschnittstelle
zu kommunizieren,
b) Information von dem Spielermanage-
ment-Server (200, 202) zu empfangen
(608), die das Herstellen einer Kommunika-
tionssitzung (620) direkt mit dem Klienten-
Gerät ermöglicht,
c) ansprechend auf den Empfang von Infor-
mation in dem Prozeß (b), direkt zu einem
identifizierten Klienten-Gerät (210) erste
Befehle, erste Anweisungen, erste Daten
oder Kombinationen davon zu schicken
(620), die das Generieren (622) einer
Schnittstelle zum Spielen eines auf einem
Einsatz basierenden Spiels an einer Klien-
ten-Schnittstelle des identifizierten Klien-

ten-Geräts ermöglichen,
d) von dem identifizierten Klienten-Gerät
(210) Information (626) zu erhalten, die die
Aufforderung zum Spielen des auf einem
Einsatz basierenden Spiels sowie einen
Einsatzbetrag anzeigt,
e) ein Spielergebnis für das Spiel sowie eine
Anpassung eines Spielerguthabens (628)
zu generieren,
f) Information (630) zu dem Spielermana-
gement-Server (200, 202) zu schicken, die
eine Autorisierung (632) einer Spieltransak-
tion anfordert, wobei die Anforderung zur
Autorisierung der Spieltransaktion Informa-
tion über den Einsatzbetrag, das Spieler-
gebnis und die Anpassung des Spielergut-
habens beinhaltet und wobei der Spieler-
management-Server (200, 202) das Spie-
lerguthaben verwaltet,
g) eine Autorisierungsmitteilung (638) von
dem Spielermanagement-Server (200,
202) zu empfangen, die anzeigt, daß die
Spieltransaktion autorisiert ist, und sodann
dem identifizierten Klienten-Gerät (210)
zweite Befehle, zweite Mitteilungen, zweite
Daten oder Kombinationen davon zu schik-
ken (644), die das Generieren einer Dar-
stellung des Spielergebnisses an der Klien-
ten-Schnittstelle ermöglichen; und
h) eine Aufzeichnung der Spieltransaktion
zu speichern (640);

wobei:

- jeder Spielergebnis-Server (201) die Funktion
eines Anwendungsdienstproviders hat, der
Spiele anbietet;
- der Spielermanagement-Server (200, 202) mit-
tels einer Netzwerk-Infrastruktur (206) an einem
von den Spielergebnis-Servern entfernten Ort
vorgesehen ist; wobei der Spielermanagement-
Server (200, 202) die Funktion hat, die Konten-
verwaltung von in einer Spielerdatenbank (259)
gespeicherten Spielern zu unterhalten, wobei
die Kontenverwaltung Spielerregistrierungs-
und Bankdaten beinhaltet;
- wobei dem jeweiligen Spielergebnis-Server
kein direkter Zugriff auf die Spielerdatenbank er-
laubt ist, wobei Interaktionen mit dem Spieler-
management-Server (200, 202) auf der Basis
eines transaktionsweisen Vorgehens erfolgen,
das ein Aktualisieren des an dem Spielermana-
gement-Server verwalteten Spielerguthabens
durch den Spielergebnis-Server ermöglicht; und
- wobei der Spieler zu jedem Spielergebnis-Ser-
ver (201) durch eine Spielzugangsschnittstelle
(282) navigieren kann, die Spiele-Links zu von
den Spielergebnis-Servern unterstützten Spie-
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len an den Spielergebnis-Servern (201) anbie-
tet, wobei die Spielzugangsschnittstelle (282)
durch den Spielermanagement-Server (200,
202) unterstützt wird und durch das identifizierte
Klienten-Gerät (210, 216 - 228) angezeigt wer-
den kann, wobei die Spieler-Navigation erfolgt,
ohne daß sich der Spieler in den Spielergebnis-
Servern (201) registrieren oder einloggen muß.

3. Spielsystem nach Anspruch 1 oder 2,
das ferner folgendes aufweist:

eine Vielzahl von Klienten-Geräten (210, 216 -
228), die jeweils eine Klienten-Schnittstelle be-
inhalten, die dazu ausgebildet oder konfiguriert
ist

a) die ersten Befehle, die ersten Anweisun-
gen, die ersten Daten oder Kombinationen
davon zu empfangen, die das Generieren
einer Spielschnittstelle zum Spielen des auf
einem Einsatz basierenden Spiels an der
Klienten-Schnittstelle ermöglichen,
b) den Einsatzbetrag auszuwählen und
c) die zweiten Befehle, die zweiten Anwei-
sungen, die zweiten Daten oder Kombina-
tionen davon zu empfangen, die die Dar-
stellung des Spielergebnisses an der Klien-
ten-Schnittstelle ermöglichen; und

eine Vielzahl von Spielermanagement-Servern
(200, 202), wobei jeder Spielermanagement-
Server (200, 202) dazu ausgebildet oder konfi-
guriert ist:

a) das Spielerguthaben zu verwalten,
b) den Einsatzbetrag zu autorisieren, und
c) das Spielerguthaben nach dem Empfang
der Anpassung hinsichtlich des Spielergut-
habens von dem Spielergebnis-Server
(201) anzupassen,

wobei die Vielzahl der an einem entfernten Ort
befindlichen Klienten-Geräte (210, 216 - 228)
unterschiedlichen Spielermanagement-Ser-
vern (200, 202) zugeordnet sind und jeder Spie-
lermanagement-Server die Funktion hat, die
Kontenverwaltung für seine zugeordneten, an
einem entfernten Ort befindlichen Klienten-Ge-
räte zu unterhalten.

4. Spielsystem nach Anspruch 1 oder 2,
wobei jeder Spielermanagement-Server (200, 202)
dazu ausgebildet oder konfiguriert ist:

- die Spieltransaktionen zu autorisieren;
- Geldmittel zu dem Spielergebnis-Server (201)
zu transferieren; und

- das Spielerguthaben nach dem Erhalt des neu-
en Spielerguthabens von einem Spielergebnis-
Server (202) anzupassen.

5. Spielsystem nach Anspruch 1,
wobei der Prozessor ferner dazu ausgebildet oder
konfiguriert ist, von dem Spielermanagement-Ser-
ver (200, 202) eine Informationsanforderung bezüg-
lich eines zuvor an dem Netzwerkgerät generierten
Spielergebnisses zu erhalten und die Information
bezüglich des zuvor an dem Netzwerkgerät gene-
rierten Spielergebnisses zu senden.

6. Spielsystem nach Anspruch 1,
wobei vor dem Senden der ersten Befehle, der er-
sten Anweisungen, der ersten Daten oder Kombina-
tionen davon an den Klienten, die das Generieren
der Schnittstelle zum Spielen des auf einem Einsatz
basierenden Spiels an der Klienten-Schnittstelle er-
möglichen, der Prozessor ferner dazu ausgebildet
oder konfiguriert ist, Information, die eine erfolgte
Auswahl der auf einen Einsatz basierenden Spiele
an dem Klienten-Gerät anzeigt, von dem Spielerma-
nagement-Server (200, 202) zu empfangen.

7. Spielsystem nach Anspruch 1,
wobei der Prozessor ferner betriebsmäßig dazu aus-
gebildet ist:

a) einen Transfer von Geldmitteln von dem Spie-
lermanagement-Server (200, 202) zu empfan-
gen;
b) die Geldmittel als vorübergehendes Gutha-
ben zu verwalten, das für mindestens einen Ein-
satz in dem auf einem Einsatz basierenden Spiel
verfügbar ist; und
c) die Anpassung hinsichtlich des Spielergutha-
bens zu dem vorübergehenden Guthaben zu
addieren, um ein neues vorübergehendes Gut-
haben zu generieren, ohne die die Aufforderung
zum Autorisieren des Einsatzbetrags anzeigen-
de Information zu dem Spielermanagement-
Server (200, 202) zu schicken, ohne von dem
Spielermanagement-Server (200, 202) die In-
formation zu empfangen, die die Autorisierung
des Einsatzbetrages anzeigt, und ohne die An-
passung des Spielerguthabens an den Spieler-
management-Server (200, 202) zu schikken.

8. Spielsystem nach Anspruch 7,
wobei der Prozessor ferner betriebsmäßig dazu aus-
gebildet ist, das vorübergehende Guthaben oder das
neue vorübergehende Guthaben zu dem Spielerma-
nagement-Server (200, 202) zu transferieren, um
das Spieler-Guthaben anzupassen.

9. Spielsystem nach Anspruch 7,
wobei der Prozessor ferner dazu ausgebildet oder
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konfiguriert ist, Information zu empfangen, die eine
Auszahlungsaufforderung von dem Klienten-Gerät
anzeigt, und ansprechend darauf das vorüberge-
hende Guthaben oder das neue vorübergehende
Guthaben zu dem Spielermanagement-Server (200,
202) zu transferieren, um das an der Kontenverwal-
tungsvorrichtung verwaltete Guthaben anzupassen.

10. Spielsystem nach Anspruch 7,
wobei der Prozessor ferner dazu ausgebildet oder
konfiguriert ist, Information von dem Klienten-Gerät
zu empfangen, die eine Aufforderung für den Trans-
fer der Geldmittel von dem Spielermanagement-Ser-
ver (200, 202) anzeigt sowie einen Betrag der Geld-
mittel für den Transfer anzeigt, und die Aufforderung
für den Transfer der Geldmittel zu dem Spielerma-
nagement-Server (200, 202) zu schicken.

11. Spielsystem nach Anspruch 1,
wobei der Prozessor ferner dazu ausgebildet oder
konfiguriert ist, vor dem Senden von ersten Befeh-
len, ersten Anweisungen, ersten Daten oder Kom-
binationen davon zu dem Klienten, die das Generie-
ren der Schnittstelle zum Spielen des auf einem Ein-
satz basierenden Spiels an der Klientenschnittstelle
ermöglichen, festzustellen, ob sich der Spieler in ei-
ner gesetzlichen Gerichtsbarkeit zum Spielen des
Glücksspiels befindet und zum Spielen des Spiels
berechtigt ist.

Revendications

1. Système de jeux comprenant :

- une pluralité de serveurs de résultats de jeu
(210), chaque serveur de résultat de jeu
stockant :
- une pluralité de jeux à pari pouvant être sélec-
tionnés, chaque serveur de résultat de jeu (201)
présentant une interface de communication per-
mettant, en utilisation, au serveur de résultat de
jeu (201) à communiquer à la fois avec une plu-
ralité de dispositifs clients à distance (210,
216-228) et un serveur de gestion de joueurs
(200, 202) physiquement séparé et à distance,
chaque serveur de résultats de jeu (201)
comprenant :
- un processeur conçu ou configuré pour :

- (a) communiquer avec le dispositif client
(210-228) et avec le serveur de gestion de
joueurs (200, 202) via l’interface de com-
munication,
- (b) recevoir de l’information (608) en pro-
venance du serveur de gestion de joueurs
(200, 202) permettant l’établissement d’une
session de communication avec le dispositif

client,
- (c) en réponse à la réception de l’informa-
tion de l’étape (b), envoyer (603) des pre-
mières commandes, premières instruc-
tions, premières données ou des combinai-
sons de celles-ci à un premier dispositif
client identifié (210), et qui permettent à une
interface (601) de déroulement d’un jeu à
pari d’être générée (605) sur une interface
cliente du dispositif client identifié,
- (d) recevoir, en provenance du dispositif
client identifié (210) de l’information (607)
signalant une demande pour jouer au jeu à
pari et parier une somme,
- (e) en réponse à la réception de l’informa-
tion de l’étape (d), envoyer (611) de l’infor-
mation au serveur de gestion de joueurs
(200, 202) demandant une autorisation de
la somme pariée, et dans lequel le serveur
de gestion de joueurs (200, 202) maintient
un solde joueur relatif au déroulement du
jeu sur le dispositif client identifié,
- (f) recevoir un message d’autorisation
(617) en provenance du serveur de gestion
de joueurs (200, 202) signalant que la som-
me pariée est autorisée, après quoi un ré-
sultat de jeu est généré (631) pour le jeu et
seulement l’ajustage au solde joueur est
calculé par le serveur de résultats de jeu,
- (g) envoyer au dispositif client identifié des
commandes secondes, des instructions se-
condes, des données secondes ou des
combinaisons de celles-ci (633), permet-
tant à un affichage de résultat de jeu à être
généré sur l’interface cliente ; et
- (h) envoyer (641) l’ajustage calculé du sol-
de joueur au serveur de gestion de joueurs
(200, 202) afin d’effectuer une mise à jour
du solde joueur maintenu au serveur de
gestion de joueur,

- dans lequel :
- chaque serveur de résultat de jeu (201) fonc-
tionne en tant que fournisseur de service d’ap-
plications qui héberge des jeux ;
- le serveur de gestion de joueurs (200, 202) est
situé à distance des serveurs de résultats de jeu
par le biais d’une infrastructure réseau (206) ;
le serveur de gestion de joueurs (200, 202) fonc-
tionne en tant que support de gestion des comp-
tes joueurs stockés dans une base de données
joueurs (259), la gestion des comptes incluant
l’enregistrement des joueurs et les données
bancaires ; chaque serveur de résultats de jeu
n’étant pas autorisé d’accéder directement à la
base de données joueurs, les interactions avec
le serveur de gestion de joueurs (200, 202) étant
basées sur une approche transactionnelle qui

75 76 



EP 2 005 400 B1

40

5

10

15

20

25

30

35

40

45

50

55

permet au solde joueur maintenu sur le serveur
de gestion de joueurs à être mis à jour par le
serveur de résultat de jeu ; et ;
- le joueur peut naviguer vers chaque serveur
de résultat de jeu (201) via une interface d’accès
de jeu (282) proposant des liens de jeu vers des
jeux supportés par les serveurs de résultats de
jeu (201), l’interface d’accès de jeu (282) étant
supporté par le serveur de gestion de joueurs
(200, 202) et affichable par le dispositif client
identifié (210, 216-228), la navigation du joueur
s’effectuant sans que le joueur n’ait à s’enregis-
trer sur, ou s’identifier auprès, des serveurs de
résultats de jeu (201).

2. Système de jeux comprenant :

- une pluralité de serveurs de résultats de jeu
(210), chaque serveur de résultat de jeu stoc-
kant une pluralité de jeux à pari pouvant être
sélectionnés, chaque serveur de résultats de jeu
(201) présentant une interface de communica-
tion permettant, en utilisation, au serveur de ré-
sultats de jeu (201) à communiquer à la fois avec
une pluralité de dispositifs clients distants (210,
216-228), et un serveur de gestion de joueurs
physiquement séparé et distant (200, 202), cha-
que serveur de résultats de jeu (201) compre-
nant :
- un processeur conçu ou configuré pour

- (a) communiquer avec le dispositif client
(210) et le serveur de gestion de joueurs
(200, 202) via l’interface de communication,
- (b) recevoir (608) de l’information en pro-
venance du serveur de gestion de joueurs
(200, 202) qui permet l’établissement d’une
session de communication (620) directe
avec le dispositif client,
- (c) en réponse à la réception de l’informa-
tion de l’étape (b), envoyer (620) directe-
ment à un dispositif client identifié (210) des
premières commandes, des premières ins-
tructions, des premières données ou des
combinaisons de celles-ci qui permettent à
une interface de déroulement de jeu à pari
à être générée (622) sur une interface clien-
te du dispositif client identifié,
- (d) recevoir du dispositif client identifié de
l’information (626) signalant une demande
pour joueur le jeu à pari et parier une som-
me,
- (e) générer un résultat de jeu pour le jeu
ainsi qu’un ajustage d’un solde joueur
(628),
- (f) envoyer de l’information (630) au ser-
veur de gestion de joueur (200, 202) de-
mandant l’autorisation (632) d’une transac-

tion de jeu, dans laquelle la demande
d’autorisation de transaction de jeu inclut
de l’information relative à la somme pariée,
le résultat du jeu et l’ajustage au solde
joueur et dans laquelle le serveur de gestion
de joueurs (200, 202) maintient le solde
joueur,
- (g) recevoir un message d’autorisation
(638) en provenance du serveur de gestion
de joueurs (200, 202) signalant qu’une tran-
saction de jeu est autorisée et puis envoyer
(644) au dispositif client identifié (210) des
commandes secondes, des instructions se-
condes, des données secondes ou des
combinaisons de celles-ci permettant à un
affichage d’un résultat de jeu d’être généré
sur l’interface cliente ; et
- (h) stocker (640) un enregistrement de la
transaction de jeu,

- dans lequel :
- chaque serveur de résultats de jeu (201) fonc-
tionne en tant que fournisseur de service d’ap-
plications qui héberge des jeux ;
- le serveur de gestion de joueurs (200, 202) est
situé à distance des serveurs de résultats de jeu
par le biais d’une infrastructure réseau (206) ;
le serveur de gestion de joueurs (200, 202) fonc-
tionne en tant que support de gestion des comp-
tes joueurs stockés dans une base de données
(259), la gestion des comptes joueurs incluant
l’enregistrement du joueur et les données
bancaires ;
- chaque serveur de résultat de jeu n’étant pas
autorisé à accéder directement à la base de don-
nées des joueurs, les interactions avec le ser-
veur de gestion de joueurs (200, 202) étant ba-
sées sur une approche transactionnelle permet-
tant au solde joueur maintenu sur le serveur de
gestion de joueurs à être mis à jour par le serveur
de résultats de jeu ; et ;
- le joueur peut naviguer vers chaque serveur
de résultats de jeu (201) via une interface d’ac-
cès de jeu (282) proposant des liens de jeux
supportés par un serveur de résultats de jeu au
niveau des serveurs de résultats de jeu (201),
l’interface d’accès au jeu étant supportée par le
serveur de gestion de jeu (200, 202) et affichable
par le dispositif client identifié (210, 216-228), la
navigation du joueur s’effectuant sans que le
joueur n’ait à s’enregistrer sur, ou s’identifier
auprès, des serveurs de résultats de jeu (201).

3. Système de jeux selon la revendication 1 ou la re-
vendication 2, comprenant en outre :

- une pluralité de dispositifs clients (210,
216-228), chacun incluant une interface cliente
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- (a) pour recevoir des premières comman-
des, des premières instructions, des pre-
mières données ou des combinaisons de
celles-ci et qui permettent à une interface
de jeu pour jouer au jeu à pari d’être générée
sur l’interface cliente,
- (b) pour choisir la somme à parier et
- (c) pour recevoir des commandes secon-
des, des instructions secondes, des don-
nées secondes ou des combinaisons de
celles-ci et qui permettent à l’affichage du
résultat de jeu d’être généré sur l’interface
cliente ; et

- une pluralité de serveurs de gestion de joueurs
(200, 202), chaque serveur de gestion de
joueurs (200, 202) étant conçu ou configuré pour

- (a) maintenir le solde joueur,
- (b) autoriser la somme pariée et
- (c) ajuster le solde joueur après réception
de l’ajustage du solde joueur en provenan-
ce du serveur de résultats de jeu (201), dans
lequel ladite pluralité de dispositifs clients
distants (210, 216-228) sont associés avec
des serveurs différents parmi les serveurs
de gestion de joueurs (200, 202) et chaque
serveur de gestion de joueurs fonctionne en
tant que support de gestion de comptes
pour les dispositifs clients qui lui sont asso-
ciés.

4. Système de jeu selon la revendication 1 ou la reven-
dication 2, dans lequel chaque serveur de gestion
de joueurs (200, 202) est conçu ou configuré pour :

- autoriser la transaction du jeu ;
- transférer les fonds au serveur de résultats de
jeu (201) ; et
- ajuster le solde joueur après réception du nou-
veau solde en provenance d’un serveur de ré-
sultats de jeu (201).

5. Système de jeu selon la revendication 1, dans lequel
le processeur est en outre conçu ou configuré pour
recevoir, en provenance du serveur de gestion de
joueurs (200, 202), une demande d’information re-
lative à un résultat de jeu généré précédemment sur
le dispositif réseau et ainsi envoyer l’information re-
lative au résultat de jeu précédemment généré au
dispositif réseau.

6. Système de jeu selon la revendication 1, dans lequel
le processeur est en outre conçu ou configuré pour
recevoir de l’information indiquant un choix de jeux
à pari effectué sur le dispositif client en provenance

du serveur de gestion de joueurs (200, 202), avant
envoi au client des premières commandes, des pre-
mières instructions, des premières données ou des
combinaisons de celles-ci permettant à l’interface
pour jouer le jeu à pari d’être générée sur l’interface
cliente.

7. Système de jeu selon la revendication 1, dans lequel
le processeur peut en outre être opéré pour

- (a) recevoir un transfert de fonds en provenan-
ce du serveur de gestion de joueurs (200, 202) ;
- (b) maintenir les fonds en tant que solde pro-
visoire disponible pour au moins un pari ; et
- (c) ajouter l’ajustage du solde joueur au solde
provisoire afin de générer un nouveau solde pro-
visoire sans envoyer de l’information au serveur
de gestion de joueurs (200, 202) signalant une
demande d’autorisation de la somme pariée,
sans recevoir du serveur de gestion de joueurs
(200, 202) l’information qu’une somme pariée a
été autorisée et sans envoyer l’ajustage du sol-
de joueur au serveur de gestion de joueurs (200,
202).

8. Système de jeu selon la revendication 7, dans lequel
le processeur peut en outre être opéré pour transfé-
rer le solde provisoire ou le nouveau solde provisoire
au serveur de gestion de joueurs (200, 202) afin
d’ajuster le solde joueur.

9. Système de jeu selon la revendication 7, dans lequel
le processeur est en outre conçu ou configuré pour
recevoir de l’information indiquant un encaissement
de sortie de la part du dispositif client et en réponse
au transfert du solde provisoire ou du nouveau solde
provisoire au serveur de gestion de joueurs (200,
202) afin d’ajuster le solde joueur maintenu sur le
dispositif de gestion de compte.

10. Système de jeu selon la revendication 7, dans lequel
le processeur est en outre conçu ou configuré pour
recevoir de l’information de la part du dispositif client
indiquant une demande de transfert des fonds en
provenance du serveur de gestion de joueurs (200,
202) et indiquer un montant des fonds à transférer
et envoyer une demande de transfert des fonds au
serveur de gestion de joueurs (200, 202).

11. Système de jeu selon la revendication 1, dans lequel
le processeur est en outre conçu ou configuré pour
déterminer si le joueur est situé dans une juridiction
autorisant les jeux et est éligible pour participer au
jeu, avant d’envoyer au client les premières com-
mandes, les premières instructions, les premières
données, ou des combinaisons de celles-ci qui per-
mettent à l’interface pour jouer le jeu à pari d’être
générée.

79 80



EP 2 005 400 B1

42



EP 2 005 400 B1

43



EP 2 005 400 B1

44



EP 2 005 400 B1

45



EP 2 005 400 B1

46



EP 2 005 400 B1

47



EP 2 005 400 B1

48



EP 2 005 400 B1

49



EP 2 005 400 B1

50

REFERENCES CITED IN THE DESCRIPTION

This list of references cited by the applicant is for the reader’s convenience only. It does not form part of the European
patent document. Even though great care has been taken in compiling the references, errors or omissions cannot be
excluded and the EPO disclaims all liability in this regard.

Patent documents cited in the description

• US 20060025207 A [0012]
• US 20050176500 A, Mathews [0036] [0037]
• US 20040242322 A [0037]
• US 20040152511 A [0037]
• US 20070243934 A [0067]
• US 20070243925 A [0067]
• US 6804763 B [0195]
• US 6863 A [0195]
• US 608 A [0195]

• US 243104 A [0195]
• US 758828 A [0195]
• US 6685567 B [0200]
• US 92509801 A [0200]
• US 07896605 A [0204]
• US 6149522 A [0205]
• US 6645077 B [0214]
• US 6264561 B [0220]


	bibliography
	description
	claims
	drawings

