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(57) Abstract: Techniques for providing progressive games in a gaming environment are disclosed. Progressive configuration data
can effectively define one or more progressive games for a gaming environment that includes one or more gaming machines. The
progressive gaming data can, for example, be provided as a set of rules (e.g., rules in an XSLT form). A progressive configurator
@O uses the progressive configuration data and gaming data received from the gaming machines in order to effectively implement one
& or more progressive games. The gaming data can, for example, include information about a gaming machine (e.g., serial number,

network, location), one or more games available on the gaming machine (e.g., type of the game, minimum and maximum bet for a

game), and data regarding a specific game instance (e.g., amount wagered, outcome of a game instance). In addition, the amount

of contribution to a progressive game, whether there is a win, and/or prize to be rewarded can be determined by the progressive
a configurator and/or a progressive gaming manager.
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PROVIDING PROGRESSIVE GAMES FOR GAMING ENVIRONMENTS

BACKGROUND OF THE INVENTION

[0001] Typically, utilizing a master gaming controller, a gaming machine controls
various combinations of devices that allow a player to play a game on the gaming
machine and also encourage game play on the gaming machine. For example, a game
played on a gaming machine usually requires a player to input money or indicia of credit
into the gaming machine, indicate a wager amount, and initiate game play. These steps
require the gaming machine to control input devices, such as bill validators and coin
acceptors, to accept money into the gaming machine and recognize user inputs from
devices, including key pads, button pads, card readers, and ticket readers, to determine the
wager amount, and initiate game play. After game play has been initiated, the gaming
machine determines a game outcome, presents the game outcome to the player and may
dispense an award of some type depending on the outcome of the game. The operations
described above may be carried out on the gaming machine when the gaming machine is
operating as a “stand alone” unit or linked in a network of some type to a group of
gaming machines.

[0002] As technology in the gaming industry progresses, more and more gaming
services are being provided to gaming machines via communication networks that link
groups of gaming machines to a remote computer, such as a host server, that provides one
or more gaming services. As an example, gaming services that may be provided by a
remote computer to a gaming machine via a communication network of some type
include player tracking, accounting, cashless award ticketing, lottery, progressive games,
and bonus games or prizes. These services and features are provided in addition to the
games that are available for play on the gaming machines.

[0003] In a progressive system, a plurality of gaming machines can be linked
together. A percentage of game play on each gaming machine can then be used to
determine a progressive jackpot value. The progressive jackpot value is typically
determined by a central server in communication with each of the linked gaming
machines. The central server updates the progressive jackpot value as it receives
information regarding game play on the linked gaming machines and broadcasts this
progressive jackpot value to the linked gaming machines.

[0004] The progressive jackpot value usually begins at some pre-defined value and

continually increases until a win or a hit occurs at one of the linked gaming machines in
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the progressive system. After a win, the progressive jackpot is paid out at the machine
showing the hit jackpot and the system resets to the pre-defined value and begins
incrementing again. This procedure then repeats as jackpots are won and game play
continues.

[0005] One type of progressive system links gaming machines spread out over many
locations, such as gaming machines in stores, casinos and airports distributed throughout
the state of Nevada. This type of system is typically referred to as a “wide area
progressive” (WAP) system and a jackpot on this type of system is referred to as a wide
area progressive (WAP) jackpot. A WAP system can link thousands of gaming machines
and the WAP jackpot can reach values that are in the hundreds of thousands of dollars or
millions of dollars.

[0006] In Nevada, there are many different WAP systems. The WAP systems are
independent of one another such that a gaming machine is hooked to only one WAP
system at any one time. Thus, a gaming machine hooked to a particular WAP system is

allowed to provide only the progressive jackpots that are available on its system.

SUMMARY OF THE INVENTION

[0007] Broadly speaking, the invention relates to techniques for providing
progressive games. One or more progressive games can be provided for a gaming
environment that includes one or more gaming machines (or units) operable for playing
one or more games.

[0008] In accordance with one aspect of the invention, progressive configuration
data can effectively define one or more progressive games for a gaming environment.
The progressive gaming data can, for example, be provided as a set of rules (e.g., rules in
an XSLT form) and/or in an editable form to allow a human (e.g., administrator) to create
and modify it in a convenient manner as needed. In accordance with one embodiment, a
progressive configurator can use the progressive configuration data to effectively
implement one or more progressive games. The progressive configurator can, for
example, be provided by a gaming server that serves a plurality of gaming machines in a
gaming environment. The gaming machines can send gaming data to the progressive
configurator to allow the progressive configurator to determine whether each gaming
machine is eligible to participate in one or more progressive games defined by the
progressive configurator data. The gaming data can, for example, include information

about a gaming machine (e.g., serial number, network, location), one or more games
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available on the gaming machine (e.g., type of the game, minimum and maximum bet for
a game), and gaming data regarding a specific game instance (e.g., amount wagered,
outcome of a game instance).

[0009] In one embodiment, the gaming machines initially report a set of parameters
that effectively indicate their gaming capabilities and parameters (e.g., type of game
available, probability of success for a game, minimum and maximum wagers allowed for
a game). Based on the initial gaming data, an administrator can generate progressive
configuration data that effectively defines one or more progressive games for the gaming
machines. The progressive configuration data is then provided to a gaming server that
effectively provides a progressive configurator for the gaming machines. The progressive
configurator determines whether each of the gaming machines is eligible to participate in
one or more progressive games defined by the progressive configuration data. If a
gaming machine is eligible to participate in a progressive game, the progressive
configurator can effectively wait for a qualifying bet to be made. In accordance with one
embodiment, a gaming machine reports the qualifying bet to the progressive configurator
when a wager has been made. The progressive configurator can then determine that a
particular instance of a game played on the gaming machine can participate in playing
one or more progressive games. In addition, the amount of contribution to a progressive
game and/or whether there is a win and/or prize amount can be determined by the
progressive configurator and/or a progressive gaming manager in communication with the
progressive configurator. Furthermore, the progressive gaming manager can be
configured to effectively manage one or more progressive games for the gaming
environment by providing administrative and accounting functionality.

[0010] The invention can be implemented in numerous ways, including, for example,
a method, an apparatus, a computer readable medium, and a computing device. Several
Exemplary embodiments of the invention are discussed below.

[0011] Other aspects and advantages of the invention will become apparent from the
following detailed description, taken in conjunction with the accompanying drawings,

illustrating by way of example the principles of the invention.

BRIEF DESCRIPTION OF THE DRAWINGS

[0012] The present invention will be readily understood by the following detailed
description in conjunction with the accompanying drawings, wherein like reference

numerals designate like structural elements, and in which:
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[0013] Figure 1 depicts a gaming-environment in accordance with one embodiment
of the invention.

[0014] Figure 2 depicts a method for providing one or more progressive games for a
gaming environment in accordance with one embodiment of the invention.

[0015] Figure 3A depicts an exemplary computing environment in accordance with
one embodiment of the invention.

[0016] Figure 3B depicts a method for determining whether one or more gaming
machines are to participate in one or more progressive games provided in a gaming
environment.

[0017] Figure 4 depicts a gaming environment in accordance with one embodiment
of the invention.

[0018] Figure 5 depicts a progressive configurator in accordance with one
embodiment of the invention.

[0019] Figures 6A and 6B depict a method for playing a progressive game in a
gaming environment in accordance with one embodiment of the invention.

[0020] Figures 7A and 7B depict exemplary progressive rules in accordance with

one embodiment of the invention.

[0021] Figure 8 illustrates in perspective view an exemplary gaming machine.
[0022] Figure 9 illustrates in block diagram format an exemplary network
infrastructure.

DETAILED DESCRIPTION OF THE INVENTION

[0023] As noted in the background section, progressive games have become popular.
Conventionally, a gaming machine can be configured to participate in a progressive
game. However, configuring a gaming machine to participate can be cumbersome and
can generally lead to static configurations that is often difficult to implement and modify.
These problems are especially pronounced in modern gaming environment when many
gaming machines can be configured for a gaming environment, new machines and games
are often added, old machines are replaced and/or upgraded, and several games may be
available on each gaming machine in a gaming environment that games can be
downloaded as needed. Accordingly, improved techniques for providing progressive
games in a gaming environment would be useful.

[0024] The invention pertains to techniques for providing progressive games in a

gaming environment that can include one or more gaming machines (or units) operable
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for playing one or more games. In accordance with one aspect of the invention,
progressive configuration data can effectively define one or more progressive games for a
gaming environment. The progressive gaming data can, for example, be provided as a set
of rules (e.g., rules in an XSLT form) and/or in an editable form to allow a human (e.g.,
administrator) to create and modify it in a convenient manner as needed. In accordance
with one embodiment, a progressive configurator can use the progressive configuration
data to effectively implement one or more progressive games. The progressive
configurator can, for example, be provided by a gaming server that serves a plurality of
gaming machines in a gaming environment. The gaming machines can send gaming data
to the progressive configurator to allow the progressive configurator to determine whether
each gaming machine is eligible to participate in a progressive game defined by the
progressive configurator data. The gaming data can, for example, include information
about a gaming machine (e.g., serial number, network, location), games available on the
gaming machine (e.g., type of games available, minimum and maximum bet for each
game available), and gaming data regarding a specific game instance (e.g., amount
wagered, outcome of a game instance). In one embodiment, the gaming machines
initially report a set of parameters that effectively indicate their gaming capabilities and
parameters (e.g., type of game available, probability of success for a game, minimum and
maximum wagers allowed for a game). Based on the initial gaming data, an administrator
can generate progressive configuration data that effectively defines one or more
progressive games for the gaming machines. The progressive configuration data is then
provided to a gaming server that effectively provides a progressive configurator for the
gaming machines.

[0025] It will be appreciated that the progressive configurator can determine whether
each gaming machine is eligible to participate in one or more progressive games defined
by the progressive configuration data. If a gaming machine is eligible to participate in a
progressive game, the progressive configurator can effectively wait for a qualifying bet to
be made. In one embodiment, a gaming machine reports the qualifying bet to the
progressive configurator when a wager has been made. The progressive configurator can
then determine that a particular instance of a game played on the gaming machine can
participate in one or more progressive games (e.g., contribution to a progressive prize
and/or win a progressive prize). In addition, the amount of contribution to a progressive
prize, whether there is a win and/or the prize amount to be awarded can be determined by

the progressive configurator and/or a progressive gaming manager in communication with
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the progressive configurator. The progressive gaming manager can be configured to
effectively manage one or more progressive games for the gaming environment by
providing administrative and accounting functionality.

[0026] Embodiments of these aspects of the invention are discussed below with
reference to Figures 1-9. However, those skilled in the art will readily appreciate that the
detailed description given herein with respect to these figures is for explanatory purposes
as the invention extends beyond these limited embodiments.

[0027] Figure 1 depicts a gaming-environment 100 in accordance with one
embodiment of the invention. Referring to Figure 1, a progressive configurator 102 can
communicate with the gaming machines 104 and 106. The gaming machines 104 and
106, for example, can be connected to each other in the same network and/or be located in
the same casino floors. Alternatively, the gaming machines 104 and 106 can be in
different graphical locations, networks and/or casinos. In any case, the progressive
configurator 102 can facilitate playing one or more progressive games for the gaming
machine 104 and/or 106. In other words, the progressive gaming configurator 102 can
effectively implement one or more progressive games where one or both of the gaming
machines 104 and 106 can be eligible to play a progressive game and win one or more
progressive prizes. It will be appreciated that neither of the gaming machines 104 and
106 need to be configured for a progressive game. In effect, the gaming machines 104
and 106 need not be aware that they can or are participating in a progressive game.
[0028] More particularly, the progressive gaming configurator 102 can use
progressive configuration data 108 in order to effectively implement one or more
progressive games for the gaming environment 100. It will be appreciated that the
progressive configuration data 108 can effectively define one or more progressive games
including one or more progressive prizes for each of the progressive games that it defines.
The progressive configuration data 108 can be received, selected, identified and/or
determined by the progressive gaming configurator 102. Typically, the progressive
configuration data 108 is provided as input to the progressive configurator 102 and
subsequently processed by the progressive configurator 102 to effectively implement one
or more progressive games based on the definitions effectively provided by the
progressive configuration data 108 for the gaming environment 100.

[0029] In one embodiment, the progressive configuration data 108 includes a set of
rules that effectively define one or more progressive games and/or progressive prizes

(e.g., rules expressed in an XSLT form or format). In one embodiment, rules are
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provided in a XSLT form. As known in the art, Extensible Stylesheet Language
Transformations (or XSLT) is an XML language used for the transformation of XML
documents. The original document is not changed; rather, a new document is created
based on the content of an existing one. The new document may be serialized (output) by
the processor in standard XML syntax or in another format, such as HTML or plain text.
XSLT is most often used to convert data between different XML schemas or to convert
XML data into web pages or PDF documents. The Extensible Markup Language (XML)
is a W3C-recommended general-purpose markup language for creating special-purpose
markup languages, capable of describing many different kinds of data. In other words,
XML is a way of describing data and an XML file can contain the data too, as in a
database. It is a simplified subset of Standard Generalized Markup Language (SGML).
Its primary purpose is to facilitate the sharing of data across different systems,
particularly systems connected via the Internet. Languages based on XML (for example,
Geography Markup Language (GML), RDF/XML, RSS, Atom, MathML. XHTML. SVG,
Klip and MusicXML) are defined in a formal way, allowing programs to modify and
validate documents in these languages without prior knowledge of their particular form.
[0030] In general, the progressive configuration data 108 can effectively define,
describe and/or specify one or more progressive games and their associated prizes for the
gaming environment 100. As such, those skilled in the art will readily appreciate that the
progressive configuration data 108 can be provided in numerous forms and formats using
various techniques (e.g., data stored as records in a database, configuration files stored in
an editable format). The progressive configuration data 108 can, for example, be
generated and/or modified by an administrator 111 using a terminal and/or computing
system 110 which can be in communication with the progressive configurator 102 and/or
another computing system or storage (not shown) where the progressive configuration
data 108 can be stored. In any case, the progressive configurator 102 can effectively use
the progressive configuration data 108 to provide one or more progressive games for the
gaming environment 100.

[0031] In addition to the progressive configuration data 108, gaming data 112 can be
used by the progressive configurator 102 in order to effectively provide and/or implement
one or more progressive games for the gaming environment 100. In general, the gaming
data 112 can provide information about gaming machines 104 and 106, the games
available on them, as well as data associated with gaming instances of games played on

the gaming machines 104 and 106. As such, the gaming data 112 can, for example,
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include data pertaining to characteristics and/or capabilities of a particular gaming
machine and/or one or more games available on the gaming machine (or gaming machine
specific data). Gaming machine specific data can, for example, be provided as one or
more static data parameters (e.g., serial number, hardware capabilities, denominations
available for game play, games currently available). The gaming data 112 can also
include data associated with game play or a particular game instance which can be
provided in real time as the game is being played. This type of data can, for example, be
provided as one or more dynamic data parameters (e.g., amount of the current wager,
outcome of the game). The gaming data 112 can, for example, be provided in an XML
form and/or format. Those skilled in the art will appreciate that gaming data can, for
example include one or more of the following: an identification name and/or number, a
location, a manufacturer, a serial number, a group and/or bank ID, denominations
available for game play, games available, progressive triggers, progressive win
categories, progressive pay combinations, possibilities of progressive outcomes, base
credits wagered, bet amounts, number of line played, links available, and themes
available.

[0032] It will be appreciated that the progressive configurator 102 can use the
progressive configuration data 108 and/or gaming data 112 in order to allow the gaming
machines 104 and 106 to participate in one or more progressive games. Typically, the
progressive configurator 102 uses both progressive configuration data 108 and gaming
data 112 to effectively facilitate and/or implement a progressive game. By way of
example, progressive configuration data 108 can be used to determine whether the
gaming machine 104 is eligible to participate in a first progressive game when a wager of
at least a first amount (e.g., $5.00) has been made for a particular game (e.g., bingo). In
other words, progressive configuration data 108 can, for example, define the first
progressive game as a bingo game with a wager of at least $5.00. The gaming machine
104 may effectively report to the progressive configurator 102 that it is operable for the
bingo game and offers a wager of $5.00 or higher (e.g., gaming machine 104 can send the
progressive configurator 102 one or more data parameters indicating that it offers a wager
of $5.00 or higher). Subsequently, gaming data relating to game played or being played
on the gaming machine 104 can be sent to the progressive configurator 102 (e.g., when a
player makes a wager of $5.00 or higher on a bingo game on the gaming machine 104,
one or more parameters can be sent by the gaming machine 104 to the progressive

configurator 102). The progressive configurator 102 can then determine that a qualifying
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bet has been made which can participate and win one or more progressive prizes, thereby
effectively implementing a progressive game for the gaming environment 100. It should
be noted that this determination can generally be made by the progressive configurator
102 based on the progressive configuration data 108 and additionally based on the
gaming data 112 if there is a need. In some cases there may not be a need for gaming
data 112 (e.g., progressive configuration data 108 can effectively allow all bets made on a
particular gaming machine to contribute to a progressive prize.

[0033] It should be noted that progressive configurator 102 can also determine
and/or receive progressive gaming data 114 relating to the one or more progressive games
effectively defined by the progressive configuration data 108 and provided for the gaming
environment 100. The progressive data 114 can, for example, provide the outcome of a
progressive game, update a progressive prize, and indicate the amount of a progressive
prize to be awarded. As such, the progressive gaming data 114 can be provided to the
gaming machines 104 and 106 in order to effectively manage a progressive game. It
should be noted that a progressive manager 120 can effectively manage one or more
progressive games for the gaming environment 100 and can be in communication with
the progressive configurator 102. The progressive manager 120 can at least manage some
aspects of a progressive game, or effectively manage the progressive game entirely.
Hence, a progressive game can be effectively managed by the progressive configurator
102 and/or progressive manager 120. As such, the progressive gaming data 114 can be
determined by the progressive configurator 102 and/or progressive manager 120.
Depending on the type of the progressive game (e.g., symbol-based, mystery-based)
various operations can be performed to effectively manage a progressive game. Some
exemplary operations are discussed below. Those skilled in the art will appreciate that
the progressive manager 120 can be part of the progressive configurator 102 or vice
versa. It should also be noted that progressive configuration data 108 and/or gaming data
112 can be provided as one or more parameters including static and dynamic parameters.
[0034] Figure 2 depicts a method 200 for providing one or more progressive games
for a gaming environment in accordance with one embodiment of the invention. Initially,
progressive configuration data is received, identified, selected and/or determined (202).
Typically, the progressive configuration data is received as input (e.g., as a set of rules in
an XSLT form). In any case, the progressive configuration data can effectively define
one or more progressive games for the gaming environment. Next, it is determined (204)

whether gaming data is needed. The gaming data can, for example, include information
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about one or more gaming machines, games available for play, gaming parameters, and/or
data associated with an instance of game play. Gaming data can be received in order to
determine whether one or more gaming machines are eligible to participate in a
progressive game. This gaming data can, for example, be sent as static data parameters
that effectively report the gaming machines capabilities and gaming parameters (e.g.,
parameters that indicate what games and denominations are available for play on the
gaming machine). Additional gaming data relating to game play can also be received
from one or more gaming machines. Typically, this additional gaming data is received
from a gaming machine after it has been determined that the gaming machine is eligible
to participate in a progressive game. Referring back to Figure 2, if it is determined (204)
that gaming data is needed, it is determined (206) whether the gaming data has been
received. As such, the method 200 can effectively wait (206) to receive the gaming data.
If it is determined (206) that the gaming data has been received, it is determined (208)
whether one or more gaming machines are to participate in at least one progressive game.
It should be noted that if it is determined (204) that no gaming data is needed, the method
200 directly proceed to determine (208) whether one or more gaming machines are to
participate in one or more progressive games. As such, the determining (208) of whether
one or more gaming machines are to participate in one or more progressive games can be
made based on the progressive configuration data and/or based on the gaming data
received (206). Accordingly, it is determined (210) whether to allow one or more gaming
machines to participate in one or more progressive games. If it is determined (210) to
allow one or more gaming machines to participate in one or more progressive games, one
or more gaming machines are allowed (212) to participate in one or more progressive
games by, for example, contributing to one or more progressive prizes and possibly
winning them. Subsequently, it can be determined (213) whether to generate progressive
data relating to the one or more progressive game. The progressive data can, for example,
update progressive prizes and/or indicate a win and a winning prize to be awarded. As
such, the progressive data can be generated (214) and, for example, provided to one or
more gaming machines that have participated in playing one or more progressive games.
Next, it is determined (215) whether the progressive data is to be updated. Those skilled
in the art will appreciate that the progressive data can be updated, for example, to change
the progressive games defined and/or define new progressive games. By way of example,
an operator and/or system manager can edit one or more configuration files provided in

an editable format. As such, progressive configuration data can be conveniently modified
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if needed when, for example, new games and/or gaming machines are added, new
progressive games are made available, and/or older games and gaming machines are
replaced. Furthermore, it will be appreciated that there is no need to change the
configuration and/or affect the gaming operations of the gaming machines as progressive
configuration data can be changed without changing the configuration of individual
gaming machines or groups of gaming machines and disturbing the operations of the
gaming machines. In effect, a gaming machine need not even know that it is part of a
progressive game or network.

[0035] Referring back to Figure 2, if it is determined (215) to update the progressive
configuration data, the progressive configuration data is updated (217). Subsequently,
progressive configuration data is received, identified, selected and/or determined (202)
and the method proceeds in a same manner as described above. However, if it is
determined (215) not to update the progressive configuration data, it is determined (216)
whether to end the method 200. By way of example, input from an operator and/or
administrator can effectively end progressive gaming operations for the gaming
environment and/or the gaming environment can be shut down. Ifit is determined (216)
not to end the method 200, it can be determined (204) whether gaming data is needed and
the method 200 can proceed in a similar manner as described above. The method 200
ends when it is determined (216) to end the method 200.

[0036] To further elaborate, Figure 3A depicts an exemplary computing environment
300 in accordance with one embodiment of the invention. Referring to Figure 3A, a
progressive configurator 301 can communicate with the banks or configurations 302, 304
and 306 of gaming machines. It will be appreciated that the banks 302, 304 and 306 can,
for example, be on the same casino floor and/or network, or alternatively in different
casinos, cities and/or countries. As such, the gaming machines can be manufactured
and/or owned by the same or different entities. Referring back to Figure 3A, the
progressive configurator 301 can effectively implement one or more progressive games
for the bank 302 of gaming machines. The bank 302 includes five (5) gaming machines
M1, M2, M3, M4 and M5 that can be in communication with each other as well as in
communication with the progressive configurator 301. As shown in Figure 3A, gaming
data 308 can be provided as input to the progressive configurator 301. The gaming data
308 can provide gaming machine specific information about the gaming machines M1,
M2, M3, M4 and M5. The gaming data 308 can, for example, effectively describe

information including the max bet (or betting amount), types of games available and the
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probabilities associated with each game available on each of the gaming machines in the
bank 302 of the gaming machines M1, M2, M3, M4 and M5. By way of example,
gaming machine M4 can be effectively described as having a $5 max bet for a video
game with the probability P2 of success. Generally, the probability of a win can be very
complex and include several values for different situations. However, for the sake of
discussion, the probabilities P2 can be thought of as a single value assigned, for example,
to a random event (e.g., a 50% chance of winning). For the sake of discussion, the
progressive configuration data 310 can also be simplified. Referring to Figure 3A, the
progressive configuration data 310 can effectively describe a primary and a secondary
progressive prize. More specifically, the progressive configuration data 310 can define a
primary progressive prize of $1 million for minimum bets of $3 for games within a range
of probabilities (e.g., probabilities of success between 40% - 60%). It should be noted
that in this example, any game can qualify. The secondary progressive prize can be
effectively defined as a $1,000 prize for minimum bets of $2 in the probability range P.
[0037] It should be noted that the gaming data 308 can, for example, be sent by the
gaming machines M1, M2, M3, M4 and M5 to the progressive configurator 301 and/or
effectively obtained by the progressive configurator 301. The progressive configuration
data 310 can, for example, be provided by an administrator and/or transformed into a set
of rules (e.g., as a set of rules in an XSLT form or format). In any case, the gaming data
308 and progressive configuration data 310 can effectively be provided as input to the
progressive configurator 301 which can use the information to effectively implement a
progressive game. By way of example, based on the gaming data 308, the progressive
configurator 301 can determine that the gaming machines M2, M4 and M5 may be
eligible to participate in the progressive game effectively defined by the progressive
configuration data 310. This means that the gaming machines M1 and M3 may not
participate because their maximum betting amount (or max bet B1) is below the
minimum required amount ($2) for the secondary progressive prize. However, a bet
made for at least $2 on the gaming machines M2, M4 and M5 for a game within the P
probability range can contribute to the primary and/or secondary progressive prizes and
possibly win them. In other words, the probabilities P1, P2 and P3 associated with each
of the gaming machines M1, M4 and M5 can be considered by the progressive
configurator 301 in order to determine eligibility. Assuming that the probabilities P1, P2
and P3 are all within the acceptable range (P), gaming machines M2, M4 and M5 are
eligible for the primary and secondary progressive prizes effectively defined by the
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progressive configuration data 310. As such, additional gaming data 312, 314, 316 can be
provided to the progressive configurator 301 in order to determine whether a gaming
instance played on one of the gaming machines M2, M4 and M5 can effectively
participate in the progressive game defined by the progressive configuration data 310. By
way of example, when a wager (e.g., $2) has been placed during game play on the gaming
machine M2, the gaming machine M2 can send the gaming data 312, including the
amount of wager, to the progressive configurator 301 in order to inform the progressive
configurator 301 that a wager has been made. The progressive configurator 301 can then
determine whether the wager qualifies for the primary and/or the secondary progressive
prize. By way of example, a $2 bet on the gaming machine M2 can contribute to the
secondary progressive prize and a $5 bet can contribute to the primary progressive prize
and possibly to the secondary progressive prize depending on the gaming rules, regulation
and/or preferences.

[0038] In addition to the amount of wager ($2), the gaming data 312 can provide
additional data about the game including the outcome of the game (e.g., win or lose
indication, actual or specific outcome of the game). In general, the outcome of the game
can be determined by a gaming machine, another entity (e.g., gaming server) and/or the
progressive configurator 301. Similarly, the determination of whether a progressive
payout should be made can be determined by the progressive configurator 301 and/or
another entity, for example, a wide area progressive game server 320 that is in
communication with the progressive configurator 301. Depending on the result of the
progressive game, progressive configurator 301 can receive and/or determine progressive
gaming data 318 which can, for example, indicate a pay amount and/or provide updates
for the progressive game and/or prize (e.g., provide an update for what the current value
of the prize is). The progressive configurator 301, wide area progressive game server 320
and/or another entity (e.g., a progressive manager not shown) can effectively manage the
progressive games by providing services that include accounting and administrative
functions.

[0039] Figure 3B depicts a method 350 for determining whether one or more gaming
machines are to participate in one or more progressive games provided in a gaming
environment. The one or more gaming machines are configured in the gaming
environment and each one is operable for playing one or more games. Initially,
progressive configuration data is received (352). The progressive configuration data

effectively defines one or more progressive games that are to be provided for the gaming
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environment. Next, initial gaming data is received (354) from each one of the one or
more gaming machines in the gaming environment. The initial gaming data can include
data parameter related to the gaming machines and the games available on them.
Subsequently, it is effectively determined (356) whether each one the gaming machines is
eligible to play each one of the one or more progressive games defined by the progressive
configuration data. This determination (356) can be made based on the progressive
configuration data and/or the initial gaming parameters received from each of the gaming
machines. In effect, one or more gaming machines can be identified as being eligible to
participate in one or more progressive games. Accordingly, it is determined (358)
whether at least one gaming machine is eligible to play at least one progressive game. If
it is determined (358) that no gaming machine is eligible to play at least one progressive
game, the method 350 ends. However, if it is determined (358) that at least one gaming
machine is eligible to play at least one progressive game, it is determined (360a) whether
additional gaming data is need for the one or more gaming machines eligible to play one
or more progressive games defined by the progressive configuration data. Typically, this
additional data is related to an actual game instance when a bet is placed and a game is
played. As such, this data can be provided in real time when the game is being played.
Additional data can, for example, include data identifying the amount of a bet, the result
of a bet, and so on. It should be noted that a separate process for each gaming machine
can be started (360a-b). However, for simplicity, only process 360a is discussed. If it is
determined (360a) that no additional data is needed, it is determined (366a) whether the
gaming machine can participate in any one of the progressive games and the method 350
ends. On the other hand, if it is determined (360a) that additional data is needed, it is
determined (362a) where the additional data has been received. In effect, the method 200
or one of its processes can wait to receive the additional data. The method 200 or one of
its processes can end if it is determined (364a) to end progressive gaming, for example, as
a result of a time out or a decision to end the progressive gaming operations and/or the
gaming operations in general. If it is determined (362a) that the additional data is
received, it is determined (366a) whether the gaming machine can participate in any one
of the progressive games and the method 350 ends.

[0040] Figure 4 depicts a gaming environment 400 in accordance with one
embodiment of the invention. Referring to Figure 4, a progressive configurator 402 is in
communication with servers 404, 406 and 408. The gaming servers 404, 406 and 408

can, for example, be owned, operated and/or manufactured by different entities and/or
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placed in different casinos, cities (e.g., each gaming server can be owned and operated by
a different casino in a different location). In addition, each of the servers 404, 406 and
408 can effectively communicate with a bank (or configuration) of gaming machines.
[0041] Referring to Figure 4, the gaming server 404, 406 and 408 respectively serve
the configuration 410, 412 and 414 of gaming machines. It should be noted that each of
the gaming machines in a bank or configuration can be owned, operated and/or
manufactured by a different entity. In addition, a gaming machine 416 in the bank 412 of
gaming machines can, for example, be configured to communicate with the server 404
associated with a different bank of gaming machines (410). The gaming machine 416 can
also be configured to directly communicate with a gaming machine 418 in a different
bank of gaming machines (410). In any case, the progressive configurator 402 can
effectively implement one or more progressive games for the gaming environment 400.
More particularly, the progressive configurator 402 can communicate directly and/or via
the servers 404, 406 and 408 with the gaming machines. By way of example, the
progressive configurator 402 can be configured to directly communicate with the gaming
machine 420 in the bank 414 of gaming machines and/or effectively use the server 408 to
communicate with the gaming machine 420. In any case, the progressive configurator
402 can effectively implement one or more progressive games, using, for example, the
techniques described above.

[0042] Figure 5 depicts a progressive configurator 500 in accordance with one
embodiment of the invention. Those skilled in the art will appreciate that the progressive
configurator 500 can be implemented using one or more hardware and/or software
components (or modules). Conceptually, the progressive configurator 501 can include a
rules engine 502 for processing progressive configuration data provided as contribution
rules 504 and award rules 506. In addition, the rules engine 502 can receive and process
static parameters 508 and dynamic parameters 510. Configuration and award rules 504
and 506 can be associated with one or more progressive games and effectively define
contribution and award levels for them. The contribution and award rules 504 and 506
can, for example, be determined based on a progressive list or list of progressives 512
compiled for a gaming environment. The rules engine 502 can effectively determine
whether a game instance is eligible and can contribute to a progressive prize. The rule
engine 502 and/or the progressive manager 512 can determine whether a game instance is
a winner of a progressive prize. Typically, administrative and/or managerial functions are

performed by the progressive manager 512 which can be in communication with the
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progressive configurator 500. The rule engine 502 can also generate progressive gaming
data associated with one or more progressive games. Referring to Figure 5, exemplary
progressive gaming data 514 and 516 are depicted. More particularly, for mystery
progressives where a progressive award can be generated without a player knowing what
event or condition would result in a win, a list of winners 514 can be generated. The list
of winners 514 can identify a game instance that is a winner of a mystery progressive. In
addition, a contribution list 516 can be generated for mystery progressives. The
contribution list 516 can also identify contribution levels for symbol-based progressives
where a particular winning event, condition or outcome is known to be a winner of a
mystery prize (e.g., a poker hand with four aces can be designated as a winner of a
progressive prize). The contribution list 516 can be generated based on contribution rules
504 and provided as input to a progressive manager 512 which manages the progressive
game. The progressive manager 512 and/or progressive configurator 500 can effectively
provide updates of the progressive prizes. In general, a gaming machine can be updated
with information related to one or more progressive games.

[0043] Figures 6A and 6B depict a method 600 for playing a progressive game in a
gaming environment in accordance with one embodiment of the invention. Initially, one
or more gaming machines become operable (602) for playing one or more games in the
gaming environment. Next, static parameters associated with the one or more gaming
machines are collected (604). By way of example, the static parameters can include name
and/or serial number of a gaming machine, games currently available on the gaming
machine and other information associated with the gaming machine and/or games
available on the gaming machine (e.g., denomination, max bet). After static parameters
have been collected (604), a system administrator effectively generates (606) progressive
configuration rules based on the static parameters. Next, a player selects (608) a game,
game theme, denomination and implicitly a pay table. Subsequently, the player wagers
and plays (610) the game. As a result, dynamic parameters associated with the game can
be collected (612). By way of example, the dynamic parameters can include actual
amount of the wager placed, the outcome of the game, and other player information.
Thereafter, based on the configuration rules and/or dynamic parameters, it is determined
(614) whether the wager can contribute to a progressive game and/or is eligible to win a
progressive prize. Accordingly, if it is determined (616) that the wager is not eligible for
contribution to any progressive games, the method 600 ends. It will be appreciated that

the method 600 can be implemented to effectively wait for additional games instance, but
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for simplicity a single game instance is depicted. If it is determined (616) that the wager
is eligible to contribute to at least one progressive game and/or win a progressive prize,
the wager is processed (618). The wager can be processed as a contribution to one or
more progressive games.

[0044] Referring now to Figure 6B, depending on whether a progressive game is
symbol-based or mystery-based, various operations can be performed. For simplicity
only one instance of a decision (620) is shown for determining whether a progressive
game is symbol-based or a mystery-based game. However, those skilled in the art will
readily appreciate that the decision (620) can be repeated as many times as necessary.
Furthermore, it will be appreciated that the operations (622) and (624) are exemplary
operations and other operations can be performed instead or in addition to matching (622)
the outcome of a symbol-based game to a win category and evaluating (624) whether
there is a win or winner for a mystery-based progressive game. Referring again to Figure
6B, it is determined (626) whether there is a win for a progressive game. Ifitis
determined (626) that there is a win, a gaming machine can be effectively informed (628)
that there is a win and one or more progressive prizes can be reset accordingly. Ifit is
determined (626) that there is no win, one or more progressive game prizes can be
updated for one or more gaming machines that are eligible to participate in playing the
one or more progressive games. It should be noted that operations (628) can (630) are
exemplary operations that can be performed depending on whether there is a progressive
winner. As such, other operations including those associated with management and
bookkeeping of the prizes can be performed instead or in addition to those shown. In any
case, method 600 can end following either one of the operations 628 and 630.

[0045] Figures 7A and 7B depict exemplary progressive rules in accordance with
one embodiment of the invention. Referring to Figure 7A, a first portion 702 of rules
effectively defines a progressive game for any Wheel of Fortune game in a particular
gaming configuration, namely, “Vland,” which has a $1 denomination. In particular, the
first portion of rules 702 provides that any $1 denomination for a group of Wheel of
Fortune games contributes to a progressive game and can win a scaled Jackpot.
Similarly, a second portion 704 of rules effectively defines a progressive game with
primary and secondary prizes. Those skilled in the art will appreciate that progressive
rules can effectively define a wide variety of progressive games and/or prizes in

accordance with the techniques discussed above.
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[0046] Referring to Figure 8, an exemplary gaming machine is illustrated in
perspective view. Gaming machine 10 includes a top box 11 and a main cabinet 12,
which generally surrounds the machine interior (not shown) and is viewable by users.
This top box and/or main cabinet can together or separately form an exterior housing
adapted to contain a plurality of internal gaming machine components therein. Main
cabinet 12 includes a main door 20 on the front of the gaming machine, which preferably
opens to provide access to the gaming machine interior. Attached to the main door are
typically one or more player-input switches or buttons 21, one or more money or credit
acceptors, such as a coin acceptor 22 and a bill or ticket validator 23, a coin tray 24, and a
belly glass 25. Viewable through main door 20 is a primary video display monitor 26 and
one or more information panels 27. The primary video display monitor 26 will typically
be a cathode ray tube, high resolution flat-panel LCD, plasma/LED display or other
conventional or other type of appropriate video monitor. Alternatively, a plurality of
gaming reels can be used as a primary gaming machine display in place of display
monitor 26, with such gaming reels preferably being electronically controlled, as will be
readily appreciated by one skilled in the art.

[0047] Top box 11, which typically rests atop of the main cabinet 12, may contain a
ticket dispenser 28, a key pad 29, one or more additional displays 30, a card reader 31,
one or more speakers 32, a top glass 33, one or more cameras 34, and a secondary video
display monitor 35, which can similarly be a cathode ray tube, a high resolution flat-panel
LCD, a plasma/LED display or any other conventional or other type of appropriate video
monitor. Alternatively, secondary display monitor 35 might also be foregone in place of
other displays, such as gaming reels or physical dioramas that might include other moving
components, such as, for example, one or more movable dice, a spinning wheel or a
rotating display. It will be understood that many makes, models, types and varieties of
gaming machines exist, that not every such gaming machine will include all or any of the
foregoing items, and that many gaming machines will include other items not described
above.

[0048] With respect to the basic gaming abilities provided, it will be readily
understood that gaming machine 10 can be adapted for presenting and playing any of a
number of gaming events, particularly games of chance involving a player wager and
potential monetary payout, such as, for example, a wager on a sporting event or general
play as a slot machine game, a keno game, a video poker game, a video blackjack game,

and/or any other video table game, among others. Other features and functions may also
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be used in association with gaming machine 10, and it is specifically contemplated that
the present invention can be used in conjunction with such a gaming machine or device
that might encompass any or all such additional types of features and functions. One item
that is specifically contemplated for use with the present invention involves a gaming
machine that incorporates a reusable cashless instrument feature, such as a reusable
cashless instrument issuing device and/or a reusable cashless instrument reading device.
[0049] With respect to electronic gaming machines in particular, the electronic
gaming machines made by IGT are provided with special features and additional circuitry
that differentiate them from general-purpose computers, such as a laptop or desktop
personal computer (“PC”). Because gaming machines are highly regulated to ensure
fairness, and in many cases are operable to dispense monetary awards of millions of
dollars, hardware and software architectures that differ significantly from those of
general-purpose computers may be implemented into a typical electronic gaming machine
in order to satisfy security concerns and the many strict regulatory requirements that
apply to a gaming environment. A general description of many such specializations in
electronic gaming machines relative to general-purpose computing machines and specific
examples of the additional or different components and features found in such electronic
gaming machines will now be provided.

[0050] At first glance, one might think that adapting PC technologies to the gaming
industry would be a simple proposition, since both PCs and gaming machines employ
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 operate, 3) security requirements and 4) fault
tolerance requirements, adapting PC technologies to a gaming machine can be quite
difficult. Further, techniques and methods 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 tolerated 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.
[0051] Accordingly, one difference between gaming machines and common PC
based computers or systems is that gaming machines are designed to be state-based
systems. In a state-based system, the system stores and maintains its current state in a

non-volatile memory, such that in the event of a power failure or other malfunction the
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gaming machine will return to its current state when the power is restored. For instance,
if a player were shown an award for a game of chance and the power failed before the
award was provided, the gaming machine, upon the restoration of power, would return to
the state where the award was 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
basic requirement affects the software and hardware design of a gaming machine in many
ways.

[0052] 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 operate the gaming machine must be
designed as 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
cheating and satisfy regulatory requirements has been to manufacture 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 static (non-changeable) and must be approved by a gaming regulator in a
particular jurisdiction and installed in the presence of a person representing the gaming
jurisdiction. Any change to any part of the software required to generate the game of
chance, such as, for example, 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
machine 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 operator of the gaming machine from
manipulating hardware and software in a manner that gives the operator an unfair or even
illegal advantage over a player. The code validation requirements in the gaming industry
affect both hardware and software designs on gaming machines.

[0053] A third important difference between gaming machines and common PC
based computer systems is that the number and kinds of peripheral devices used on a
gaming machine are not as great as on PC based computer systems. Traditionally in the
gaming industry, gaming machines have been relatively simple in the sense that the
number of peripheral devices and the number of functions on the gaming machine have
been limited. Further, the functionality of a gaming machine tends to remain relatively

constant once the gaming machine is deployed, in that new peripheral devices and new
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gaming software is infrequently added to an existing operational gaming machine. This
differs from a PC, where users tend to buy new and different combinations of devices and
software from different manufacturers, and then connect or install these new items to a
PC to suit their individual needs. Therefore, the types of devices connected to a PC may
vary greatly from user to user depending on their individual requirements, and may also
vary significantly over time for a given PC.

[0054] 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 differ from
a PC, such as device security requirements not usually addressed by PCs. For instance,
monetary devices such as coin dispensers, bill validators, 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. Many PC techniques and
methods developed to facilitate device connectivity and device compatibility do not
address the emphasis placed on security in the gaming industry. To address some of these
issues, 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 include, but are not
limited to, items such as watchdog timers, voltage monitoring systems, state-based
software architectures and supporting hardware, specialized communication interfaces,
security monitoring, and trusted memory.

[0055] A watchdog timer is normally used in IGT gaming machines to provide a
software failure detection mechanism. In a normal operating system, the operating
software periodically accesses control registers in a watchdog timer subsystem to “re-
trigger” the watchdog. Should the operating software not access the control registers
within a preset timeframe, the watchdog timer will time out and generate a system reset.
Typical watchdog timer circuits contain a loadable timeout counter register to allow the
operating software to set the timeout interval within a certain time range. A
differentiating feature of some preferred circuits is that the operating software cannot
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.

[0056] 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 circuitry they power, unpredictable operation of the computer may
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result. Though most modern 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 in the gaming computer. IGT gaming machines, however, typically have power
supplies with tighter voltage 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 reset, halting operation of the computer.
[0057] The standard method of operation for IGT gaming machine game software is
to use a state machine. Each function of the game (e.g., bet, play, result) is 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. In addition, game history
information regarding previous games played, amounts wagered, and so forth also should
be stored in a non-volatile memory device. This feature allows the game to recover
operation to the current state of play in the event of a malfunction, loss of power, or the
like. This is critical to ensure that correct wagers and credits are preserved. Typically,
battery backed RAM devices are used to preserve this critical data. These memory
devices are not used in typical general-purpose computers. Further, IGT gaming
computers normally contain additional interfaces, including serial interfaces, to connect to
specific subsystems internal and external to the gaming machine. The serial devices may
have electrical interface requirements that differ from the “standard” EIA RS232 serial
interfaces provided by general-purpose computers. These interfaces may include EIA
RS485, EIA RS422, Fiber Optic Serial, optically coupled serial interfaces, current loop
style serial interfaces, and the like. In addition, to conserve serial interfaces internally in
the gaming machine, serial devices may be connected in a shared, daisy-chain fashion
where multiple peripheral devices are connected to a single serial channel.

[0058] 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, the serial controller circuitry must implement a method to generate or
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detect unique device addresses. General-purpose computer serial ports are not able to do
this. In addition, 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, such as by software for reading status registers. This can trigger
event log entries and further data authentication operations by the gaming machine
software.

[0059] Trusted memory devices are preferably included in an IGT gaming machine
computer to ensure the authenticity of the software that may be stored on less secure
memory subsystems, 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, for example, authentication
algorithms, random number generators, authentication keys, operating system kernels,
and so forth. 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 original. 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 verification algorithms contained 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.

[0060] Mass storage devices used in a general-purpose 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 software, IGT gaming computers that include mass storage devices

preferably include hardware level mass storage data protection circuitry that operates at
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the circuit level to monitor attempts to modify data on the mass storage device and will
generate both software and hardware error triggers should a data modification be
attempted without the proper electronic and physical enablers being present. In addition
to the basic gaming abilities provided, these and other features and functions serve to
differentiate gaming machines into a special class of computing devices separate and
distinct from general-purpose computers.

[0061] Turning now to Figure 9, an exemplary network infrastructure for providing a
gaming system having one or more gaming machines is illustrated in block diagram
format. Exemplary gaming system 50 has one or more gaming machines, various
communication items, and a number of host-side components and devices adapted for use
within a gaming environment. As shown, one or more gaming machines 10 adapted for
use in gaming system 50 can be in a plurality of locations, such as in banks on a casino
floor or standing alone at a smaller non-gaming establishment, as desired. Common bus
51 can connect one or more gaming machines or devices to a number of networked
devices on the gaming system 50, such as, for example, a general-purpose server 60, one
or more special-purpose servers 70, a sub-network of peripheral devices 80, and/or a
database 90.

[0062] A general-purpose server 60 may be one that is already present within a
casino or other establishment for one or more other purposes beyond any monitoring or
administering involving gaming machines. Functions for such a general-purpose server
can include other general and game specific accounting functions, payroll functions,
general Internet and e-mail capabilities, switchboard communications, and reservations
and other hotel and restaurant operations, as well as other assorted general establishment
record keeping and operations. In some cases, specific gaming related functions such as
cashless gaming, downloadable gaming, player tracking, remote game administration,
video or other data transmission, or other types of functions may also be associated with
or performed by such a general-purpose server. For example, such a server may contain
various programs related to cashless gaming administration, player tracking operations,
specific player account administration, remote game play administration, remote game
player verification, remote gaming administration, downloadable gaming administration,
and/or visual image or video data storage, transfer and distribution, and may also be
linked to one or more gaming machines, in some cases forming a network that includes

all or many of the gaming devices and/or machines within the establishment.
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Communications can then be exchanged from each adapted gaming machine to one or
more related programs or modules on the general-purpose server.

[0063] In one embodiment, gaming system 50 contains one or more special-purpose
servers that can be used for various functions relating to the provision of cashless gaming
and gaming machine administration and operation under the present methods and
systems. Such a special-purpose server or servers could include, for example, a cashless
gaming server, a player verification server, a general game server, a downloadable games
server, a specialized accounting server, and/or a visual image or video distribution server,
among others. Of course, these functions may all be combined onto a single specialized
server. Such additional special-purpose servers are desirable for a variety of reasons,
such as, for example, to lessen the burden on an existing general-purpose server or to
isolate or wall off some or all gaming machine administration and operations data and
functions from the general-purpose server and thereby increase security and limit the
possible modes of access to such operations and information.

[0064] Alternatively, exemplary gaming system 50 can be isolated from any other
network at the establishment, such that a general-purpose server 60 is essentially
impractical and unnecessary. Under either embodiment of an isolated or shared network,
one or more of the special-purpose servers are preferably connected to sub-network 80,
which might be, for example, a cashier station or terminal. Peripheral devices in this sub-
network may include, for example, one or more video displays 81, one or more user
terminals 82, one or more printers 83, and one or more other input devices 84, such as a
ticket validator or other security identifier, among others. Similarly, under either
embodiment of an isolated or shared network, at least the specialized server 70 or another
similar component within a general-purpose server 60 also preferably includes a
connection to a database or other suitable storage medium 90. Database 90 is preferably
adapted to store many or all files containing pertinent data or information regarding
cashless instruments such as tickets, among other potential items. Files, data and other
information on database 90 can be stored for backup purposes, and are preferably
accessible at one or more system locations, such as at a general-purpose server 60, a
special purpose server 70 and/or a cashier station or other sub-network location 80, as
desired.

[0065] While gaming system 50 can be a system that is specially designed and
created new for use in a casino or gaming establishment, it is also possible that many

items in this system can be taken or adopted from an existing gaming system. For
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example, gaming system 50 could represent an existing cashless gaming system to which
one or more of the inventive components or program modules are added. In addition to
new hardware, new functionality via new software, modules, updates or otherwise can be
provided to an existing database 90, specialized server 70 and/or general-purpose server
60, as desired. In this manner, the methods and systems of the present invention may be
practiced at reduced costs by gaming operators that already have existing gaming
systems, such as an existing EZ Pay® or other cashless gaming system, by simply
modifying the existing system. Other modifications to an existing system may also be
necessary, as might be readily appreciated.

[0066] The various aspects, features, embodiments or implementations of the
invention described above can be used alone or in various combinations.

[0067] The many features and advantages of the present invention are apparent from
the written description and, thus, it is intended by the appended claims to cover all such
features and advantages of the invention. Further, since numerous modifications and
changes will readily occur to those skilled in the art, the invention should not be limited
to the exact construction and operation as illustrated and described. Hence, all suitable
modifications and equivalents may be resorted to as falling within the scope of the

invention.

26



10

15

20

25

30

WO 2008/118665 PCT/US2008/057100

What is claimed is
1. A computing system for providing one or more progressive games for a
gaming environment that includes one or more gaming machines operable for playing one
or more games, wherein said computing system is operable to:

receive, identify, select and/or determine progressive configuration data that
effectively defines at least one progressive game for said gaming environment;

determine based on said progressive configuration data whether said one or
more gaming machines are to participate in said at least one progressive game effectively
defined by said progressive configuration data; and

allow said one or more gaming machines to participate in said at least one
progressive game when said determining determines that said one or more gaming
machines are to participate in said at least one progressive game.
2. A computing system as recited in claim 1, wherein said computing system is
further operable to:

receive, identify, select and/or determine gaming data associated with said
one or more gaming machines and/or one or more games that can be played on said one
or more gaming machines; and

wherein said determining of whether said one or more gaming machines are
to participate in said at least one progressive game comprises: using first gaming data
associated with a first gaming machines of said one or more gaming machines to
determine whether said first gaming machine is to participate in said at least one
progressive game.
3. A computing system as recited in claim 2, wherein said gaming data is
received from said one or more gaming machines, and wherein said one or more gaming
machines are not internally configured to participate in said at least one progressive game.
4, A computing system as recited in claim 2, wherein said first gaming data
includes data associated with a first game instance for a first game played on said first
gaming machine.
5. A computing system as recited in claim 2, wherein said first gaming data is
one or more of the following;:

result of said first game instance which includes a win or a lose indication for
said first game instance, and on actual or specific game for outcome of said first game

instance.
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6. A computing system as recited in claim 5, wherein said first gaming data
includes data associated with one or more parameters associated with said first gaming
machine and/or a first game that can be played on said gaming machine.

7. A computing system as recited in claim 5, wherein said first gaming data
includes one or more of the following: an identification name and/or number, a location,
a manufacturer, a serial number, a group and/or bank ID, denominations available for
game play, games available, progressive triggers, progressive win categories, progressive
pay combinations, possibilities of progressive outcomes, base credits wagered, bet
amounts, number of line played, links available, and themes available.

8. A computing system as recited in claim 2, wherein said gaming data is
provided in an XML form, and said progressive configuration data is provided in an
XSLT form.

9. A computing system as recited in claim 1, wherein said computing system is
further operable to:

receive, identify, select and/or determine progressive gaming data associated
with said at least one progressive game; and

sending said progressive gaming data to said one or more gaming machines.
10. A computing system as recited in claim 1, wherein said progressive gaming
data is received from a progressive manager that effectively manages said at least one
progressive game for said gaming environment.

11. A computing system as recited in claim 10, wherein said progressive gaming
data includes one or more of the following;:

a result which includes a win or a lose indication for said at least one
progressive game, an update for and/or reset of one or more progressive prizes associated
with said at least one progressive game.

12. A computing system as recited in claim 1, wherein said progressive gaming
configuration effectively defines one or more progressive prizes for said at least one
progressive game.

13. A computing system as recited in claim 1, wherein said progressive gaming
configuration includes one or more rules effectively defining said at least one progressive
game for said gaming environment.

14. A computing system as recited in claim 11, wherein said one or more rules

are provided in an XSLT form.
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15. A computing system as recited in claim 1, wherein said progressive gaming
configuration is effectively provided by an administrator of said gaming environment.
16. A computing system as recited in claim 1, wherein said computer system is
further capable of receiving, identifying, selecting and/or determining updated
progressive configuration data as an update to said progressive configuration data,
wherein said updated progressive configuration data modifies that definition of said at
least one progressive game and/or defines at least one other
progressive game for said gaming environment,
17. A computing system as recited in claim 16, wherein said computing system
acts as gaming server to said one or more gaming machine in said gaming environment.
18. A computing system as recited in claim 17, wherein said computing system is
a gaming machine.
19. A computing system as recited in claim 1, wherein said computing system is
further operable to:

determine whether first gaming data is needed to determine whether a first
gaming machine of said one or more gaming machines is to participate in said at least one
progressive game, wherein said first gaming data is associated with a first game instance
for a first game played on said gaming machine; and
receiving said first gaming data from said first gaming machine when said first game
instance is played on said gaming machine.
20. A gaming server for providing one or more progressive games for one or
more gaming machines operable for playing one or more games in a gaming environment,
wherein said gaming server is operable to:

receive, identify, select and/or determine progressive configuration data that
effectively defines at least one progressive game for said gaming environment;

determine based on said progressive configuration data whether a first
gaming machine of said one or more gaming machine is eligible to participate in said at
least one progressive game effectively defined by said progressive configuration data;

receive a first gaming data associated with a first instance of a first game
played on said gaming machine when said determining determines that first said gaming
machine is eligible to participate in said at least one progressive game; and

determining based on said first gaming data whether said first instance of said

first game is effectively qualified to contribute to said at least one progressive game when
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said determining determines that said first gaming machine is eligible to participate in
said at least one progressive game.
21. A gaming server as recited in claim 20, wherein said gaming server is further
operable to:

receive and/or determine a progressive result that effectively indicates
whether said first instance of said first game is a winner of said at least one progressive
game.
22. A gaming server as recited in claim 21, wherein said gaming server is further
operable to perform one or more of the following:

receive and/or determine a progressive contribution amount that effectively
indicates the contribution amount of said first instance of said first game to one or more
progressive prizes associated with said at least one progressive game; and

receive and/or determine one or more progressive prize amounts that
effectively indicate the prize amounts associated with said at least one progressive game
to be awarded as the result of playing said first game when said progressive game result
effectively indicates that said first instance of said first game is a winner of said at least
one progressive game.
23. A gaming server as recited in claim 22, wherein said progressive contribution
amount and/or said progressive prize amounts are received from a progressive game
manger that at least contributes to managing said at least one progressive in said gaming
environment.
24. A gaming server as recited in claim 20, wherein said gaming server is further
operable to:
receive first gaming machine data from a first gaming machine of said one or more
gaming machines, wherein said first gaming machine data include data associated with
said first gaming machines and/or one or more games that can be played on said first
gaming machine; and

determined based on said first gaming machine data and said progressive
configuration data whether said first gaming machine is eligible to participate in said at
least one progressive game effectively defined by said progressive configuration data.
25. A gaming server as recited in claim 20, wherein said gaming server is further
operable to:

receive and/or determine progressive gaming data for said at least one

progressive game; and
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send said progressive gaming data to a first gaming machine of said one or
more gaming machines.
26. A gaming server as recited in claim 25, wherein said progressive gaming data
includes one or more of the following: a list of winners and a contribution list.
27. A gaming server as recited in claim 20, wherein said progressive
configuration data effectively includes one or more of the following: a progressive list of
participants, contribution rules, and award rules.
28. A gaming server as recited in claim 20, wherein said first gaming machine
data includes one or more parameters provided as one or more static parameters.
29. A gaming server as recited in claim 28, wherein said progressive
configuration data is provided and/or generated based on said more static parameters.
30. A gaming server as recited in claim 28, wherein said progressive
configuration data is generated based on input provided by a human being to a computer
system.
31 A gaming server as recited in claim 28, wherein said first gaming data
associated with said first instance of a first game includes one or more dynamic
parameters generated when said first game in played on said first gaming machine.
32. A computer-implemented method of providing one or more progressive
games for a gaming environment that includes one or more gaming machines operable for
playing one or more games, said method comprising:

receiving, identifying, selecting and/or determining progressive configuration
data that effectively defines at least one progressive game for said gaming environment;

determining based on said progressive configuration data whether said one or
more gaming machines are to participate in said at least one progressive game effectively
defined by said progressive configuration data; and

allowing said one or more gaming machines to participate in said at least one
progressive game when said determining determines that said one or more gaming
machines are to participate in said at least one progressive game.
33. A computer readable medium including computer program code for
providing one or more progressive games for a gaming environment that includes one or
more gaming machines operable for playing one or more games, said computer readable

medium comprising:

31



WO 2008/118665 PCT/US2008/057100

computer program code for receiving, identifying, selecting and/or
determining progressive configuration data that effectively defines at least one
progressive game for said gaming environment;

computer program code for determining based on said progressive

5 configuration data whether said one or more gaming machines are to participate in said at

least one progressive game effectively defined by said progressive configuration data; and

computer program code for allowing said one or more gaming machines to
participate in said at least one progressive game when said determining determines that
said one or more gaming machines are to participate in said at least one progressive game.

10
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Sample rules code:

<PrizeGroup GroupNum = “2” Name = “Vland” Local = “Y”">
<Description>
<l[CDATAC]
a play on any WOF game in VLand with $1 denom contributes to the group.
any wager can win a scaled jackpot
11>
</Description>
<BingoServerList>
<BingoServer>|</Bingoserver>
<BingoServer>2</BlngoServer>
<BIngoServer>3</BingoServer>
<BingoServer>4</BingoServer>
<BlngoServer>5</BlngoServer>
</BingoServerList>
<GroupCtb>
<RsvCtbRate>3.5</RsvCtbRate>
<MaxExpectedWgr>22.50>/MaxExpectedWgr>
</GroupCtb>
<CtbRule>

<PrizeConflg Rev = “A” Signature = “63A5213” Serial = “567890">

<PrizeGroup GroupNum = “1” Name + “WOF WAP xxx” Local = “N”
HighestWinnerPaid="Y">

<Description>

<I[CDATA[

a play on any wof game with $1 denom will contribute to this group. $3 wager
can win non-scaled primary. any wager < $3 can win a scaled secondary
11>
</Description>
<l __

no defaults
>

<PrizeGroup GroupMum= “3” Name= “SuperStepper” Local= “N”">
<Description>
< I [CDATA]
a play on any stepper game with $5 or over wager(regard1ess denom)
contributes to the group and is eligible for a scaled jackpot
11>

</Description>

Figure 7A
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<PrizeGroup GroupMum= “5” Name= “SpecialGarnes” Local= “N”>
<Description>
<! [CDATA]
any play on the special 4 games on server 1 or 10 with wager $1 in denom 5c¢ or
10c¢ contributes to the group, and is eligible for a non-scaled jackpot
11>
</Description>
<BingoServerList>
<Bingoserver> 1 </Bingoserver>
<Bingoserver=> |10 </BingoServer>
</BingoServerList>
<GroupCtb>
<RsvCtbRate>3.5</RsvCtbRate>
<MaxExpectedWgr=>22.50</MaxExpectedWgr=>
</GroupCtb>
<CtbRule>
< [[CDATA]
<xsl:if test = “(serial = 1111111 or
serial = 2222222 or
serial = 4444444 or
serial 1 5555555) and
wgr = 1.00 and denom >= 0.05 and denom & It; = 0.1”>
<xsl:copy-of select = “mach_id” />
</xsl : if>
11>
</CtbRule>
<Prize PrizeNum = “1” Name = “Primary” Odds = “10000:1">
<Accounting>
<Base> 100000,00</Base>
<CtbRate>|.5</CtbRate>
</Accountjng>
<AwardRule>
<BingoPattern Balls= “10">7, 9, 13, 17, 18, 19</BingoPattern>

Figure 7B
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