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( 57 ) ABSTRACT 
Mechanisms for enhancing multiplayer games are provided . 
In some implementations , the method comprises : detecting 
presence of a display device on a communications network ; 
causing joining instructions to connect to a multiplayer 
game session to be displayed on the display device , wherein 
the joining instructions include server information for han 
dling communications relating to the multiplayer game 
session over the communications network ; receiving , from 
user devices over other communications networks , a request 
to join the multiplayer game session in response to display 
ing the joining instructions on the display device , wherein 
each of the user devices has a user display device ; connect 
ing each of the user devices over one of the other commu 
nications network to the display device presenting the mul 
tiplayer game session ; initiating the multiplayer game 
session ; determining , for the multiplayer game session , a 
first portion of game information to be presented on the 
display device and a second portion of game information to 
be presented on the user display device ; and causing the first 
portion of game information to be displayed on the display 
device and the second portion of game information to be 
displayed on the user displayed device based on the deter 
mination . 

18 Claims , 3 Drawing Sheets 
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METHODS , SYSTEMS , AND MEDIA FOR In accordance with some implementations of the dis 
ENHANCING MULTIPLAYER GAME closed subject matter , a system for enhancing multiplayer 
SESSIONS WITH ASYMMETRIC games is provided , the system comprising : a hardware 

INFORMATION processor that is configured to detect presence of a display 
device on a communications network ; cause joining instruc 

CROSS - REFERENCE TO RELATED tions to connect to a multiplayer game session to be dis 
APPLICATIONS played on the display device , wherein the joining instruc 

tions include server information for handling 

This application claims the benefit of U . S . Provisional communications relating to the multiplayer game session 
Patent Application No . 61 / 973 , 039 , filed Mar . 31 , 2014 , 4 10 over the communications network ; receive , from a plurality 
which is hereby incorporated by reference herein in its of user devices over a plurality of other communications 

networks , a request to join the multiplayer game session in entirety . response to displaying the joining instructions on the display 
device , wherein each of the plurality of user devices has a TECHNICAL FIELD 15 user display device ; connect each of the plurality of user 
devices over one of the plurality of other communications Methods , systems , and media for enhancing multiplayer network to the display device presenting the multiplayer game sessions with asymmetric information are provided . game session ; initiate the multiplayer game session ; deter 
mine , for the multiplayer game session , a first portion of BACKGROUND 20 game information to be presented on the display device and 
a second portion of game information to be presented on the Video games are becoming increasingly popular . In gen user display device ; and cause the first portion of game 

eral , a game console provides game information to each information to be displayed on the display device and the 
participant , where the participant performs game functions second portion of game information to be displayed on the 
based on the provided game information . In some of these 25 user displayed device based on the determination . 
video games , asymmetric information is often involved . For I n accordance with some implementations of the dis 
example , in a card game , a participant views his or her own closed subject matter , a non - transitory computer - readable 
cards , but not the cards associated with other players . In such medium containing computer - executable instructions that , 
video games being played on a game console or gaming when executed by a processor , cause the processor to 
device , the gaming device is required to passed from player 30 perform a method for enhancing multiplayer games is pro 
to player to perform and / or respond to player - specific vided . The method comprising : detecting presence of a 
actions . display device on a communications network ; causing join 

Accordingly , it is desirable to provide methods , systems , ing instructions to connect to a multiplayer game session to 
and media for enhancing multiplayer game sessions with be displayed on the display device , wherein the joining 
asymmetric information . 35 instructions include server information for handling com 

munications relating to the multiplayer game session over 
SUMMARY the communications network ; receiving , from a plurality of 

user devices over a plurality of other communications net 
In accordance with some implementations of the dis works , a request to join the multiplayer game session in 

closed subject matter , mechanisms for enhancing multi - 40 response to displaying the joining instructions on the display 
player game sessions with asymmetric information are pro - device , wherein each of the plurality of user devices has a 
vided . user display device ; connecting each of the plurality of user 

In accordance with some implementations of the dis - devices over one of the plurality of other communications 
closed subject matter , a method for enhancing multiplayer network to the display device presenting the multiplayer 
games is provided , the method comprising : detecting pres - 45 game session ; initiating the multiplayer game session ; deter 
ence of a display device on a communications network ; mining , for the multiplayer game session , a first portion of 
causing joining instructions to connect to a multiplayer game information to be presented on the display device and 
game session to be displayed on the display device , wherein a second portion of game information to be presented on the 
the joining instructions include server information for han - user display device ; and causing the first portion of game 
dling communications relating to the multiplayer game 50 information to be displayed on the display device and the 
session over the communications network ; receiving , from a second portion of game information to be displayed on the 
plurality of user devices over a plurality of other commu - user displayed device based on the determination . 
nications networks , a request to join the multiplayer game In accordance with some implementations of the dis 
session in response to displaying the joining instructions on closed subject matter , a system for enhancing multiplayer 
the display device , wherein each of the plurality of user 55 games is provided , the system comprising : means for detect 
devices has a user display device ; connecting each of the ing presence of a display device on a communications 
plurality of user devices over one of the plurality of other network ; means for causing joining instructions to connect 
communications network to the display device presenting to a multiplayer game session to be displayed on the display 
the multiplayer game session ; initiating the multiplayer device , wherein the joining instructions include server infor 
game session ; determining , for the multiplayer game ses - 60 mation for handling communications relating to the multi 
sion , a first portion of game information to be presented on player game session over the communications network ; 
the display device and a second portion of game information means for receiving , from a plurality of user devices over a 
to be presented on the user display device ; and causing the plurality of other communications networks , a request to 
first portion of game information to be displayed on the join the multiplayer game session in response to displaying 
display device and the second portion of game information 65 the joining instructions on the display device , wherein each 
to be displayed on the user displayed device based on the of the plurality of user devices has a user display device ; 
determination . means for connecting each of the plurality of user devices 
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over one of the plurality of other communications network mation to multiple players . For example , the gaming appli 
to the display device presenting the multiplayer game ses cation can cause information that is available to all players 
sion ; means for initiating the multiplayer game session ; to be displayed on a connected display device that can be 
means for determining , for the multiplayer game session , a seen by all of the players . In a more particular example , the 
first portion of game information to be presented on the 5 display device presenting information that is available to all 
display device and a second portion of game information to of the players can be a public display device . As another 
be presented on the user display device ; and means for example , the gaming application can cause information that 
causing the first portion of game information to be displayed is available only to one or more particular players to be 
on the display device and the second portion of game displayed on one or more displays that can only be seen by 
information to be displayed on the user displayed device 10 the particular players . In a more particular example , the 
based on the determination . display device presenting information that is available only 

In some implementations , the joining instructions include to one or more particular players can be a display connected 
machine - readable code that , without user interaction from a to a user device . 
user of one of the plurality of user devices , causes a web In some implementations , the gaming application can 
browsing application executing on a user device to access a 15 cause a user interface to be presented on the display device 
uniform resource locator associated with the multi - player ( e . g . , a television , a personal computer , a laptop , a public 
game session and join the multi - player game session having display device , etc . ) that can be seen by all of the players , 
one or more game parameters . which can include game participants , spectators , potential 

In some implementations , the joining instructions initiate participants , etc . Such a user interface can include any 
a gaming application associated with the multi - player game 20 suitable information that can enable a group of players to 
session to be transmitted to a user device . initiate and / or join a multiplayer game session . For example , 

In some implementations , the joining instructions cause the user interface can include one or more machine - readable 
one or more game parameters associated with the multi labels ( e . g . , two - dimensional barcodes , etc . ) that contain 
player game session to be transmitted to a user device . information about the game session . In a more particular 

In some implementations , the system further comprises 25 example , the user interface can include a Quick Response 
means for connecting to a gaming device that executes the ( QR ) code . In some implementations , the QR code can 
multiplayer game session , wherein a uniform resource loca - include a uniform resource locator ( URL ) associated with a 
tor is generated for handling the communications relating to server that manages the game session , a set of parameters 
the multiplayer game session , wherein the plurality of user that are required to join the game session , etc . 
devices are not connected to the gaming device and wherein 30 In some implementations , a player can join the game 
the plurality of user devices are not connected to each other . session using a suitable user device , such as a mobile phone , 

a laptop , a tablet computing device , a wearable computing 
BRIEF DESCRIPTION OF THE DRAWINGS device , etc . For example , the player can join the game 

session by establishing a connection between a user device 
Various objects , features , and advantages of the disclosed 35 and a server ( or other suitable computing device ) by using 

subject matter can be more fully appreciated with reference the information displayed on the display device . In a more 
to the following detailed description of the disclosed subject particular example , the player can join the game session by 
matter when considered in connection with the following capturing an image of a QR code displayed on display 
drawings , in which like reference numerals identify the like device using a camera connected to the user device . In 
elements . 40 response to using the user device to capture the QR code , the 

FIG . 1 is a block diagram of a system for providing user device can launch a browser application and access a 
asymmetric information in a multiplayer game session in URL embedded in the QR code that is associated with the 
accordance with the disclosed subject matter . game session . In this example , multiple players can join the 

FIG . 2 is a block diagram of an illustrative user device and game session by scanning the QR code using their respective 
server as provided , for example , in FIG . 1 in accordance 45 user devices . It should be noted that the user devices are not 
with some implementations of the disclosed subject matter . required to be connected to each other via a direct connec 

FIG . 3 is a flow chart of an illustrative process for tion . For example , each user device can access the URL 
providing asymmetric information in a multiplayer game through a network suitable to the particular user device , such 
session in accordance with the disclosed subject matter . as the Internet , a 3G network , a 4G network , etc . 

50 It should be noted that the user devices , such as mobile 
DETAILED DESCRIPTION devices , that are participating in the game session are not 

required to connect with each other via a direct connection 
In accordance with some implementations of the dis - and the user devices are also not required to connect with a 

closed subject matter , mechanisms for enhancing multi - gaming console or any other suitable gaming device . 
player game sessions with asymmetric information are pro - 55 It should also be noted that , in some implementations , the 
vided . web browsing application executing on a user device , such 

Generally speaking , multiplayer games , such as mas as a mobile device , can use a script ( e . g . , Javascript code 
sively multiplayer online games ( MMOG ) and multiplayer executed by the web browsing application ) to join a game 
video games , involve distributing asymmetric information to session . For example , in response to capturing a QR code , a 
multiple players . For example , in a multiplayer game ses - 60 user device can launch the web browsing application to go 
sion , some information is available to all of the players , to a URL or any other suitable location embedded in the QR 
while other information is only available to one or more code and , using game parameters embedded in the QR code , 
particular players . In a card game , such as bridge or poker , the user device can join a particular game session . In this 
a player can see his own hand , but the player cannot see the example , the downloading of a gaming application or any 
other players ' hands . After the player plays a particular card , 65 other suitable client application on the user device may not 
all of the players can see that card . To facilitate a multiplayer be required prior to participating in a game session . Alter 
game , a gaming application can provide asymmetric infor - natively , particular actions can be embedded in the QR code 
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that are initiated upon capturing the QR code , such as mobile phone , etc . For example , display device 106 that is 
accessing multiple URLs , obtain particular information from connected to server 102 can receive particular game infor 
a server , and / or download a client portion of a gaming mation and joining instructions to display to game partici 
application . pants , potential participants , spectators , etc . 

In some implementations , the gaming application can 5 As shown in FIG . 1 , system 100 can also include one or 
initiate the multiplayer game session upon multiple players more user devices 108 . User device 108 can be any suitable 
joining the game session . For example , the gaming appli device that is capable of receiving user inputs in a game 
cation can cause a public display to present a two - dimen session , receiving requests and sending responses relating to 
sional code for joining a game session and wait to start the asymmetric game information , causing game information to 
game session until a predetermined number of user devices 10 be displayed , and / or performing other suitable functions . For 
have captured the two - dimensional code and accessed the example , in some implementations , user device 108 can be 
corresponding URL to connect with the appropriate server . a mobile phone , a tablet computing device , a laptop com 
After the game session is started , the server can distribute puter , a remote control , a wearable computing device , etc . In 
asymmetric information to multiple players . For example , some implementations , user device 108 can include a dis 
the server can transmit game information that is available to 15 play that is capable of presenting images , video content , etc . , 
a particular player to a user device associated with the such as a LCD display , a touchscreen , etc . For example , the 
particular player . The user device can then generate one or display can present user interfaces and / or other gaming 
more suitable user interfaces based on the game information information that only the particular user of the particular 
and cause the user interfaces to be displayed . As another user device can view . In some implementations , user device 
example , the gaming application can cause game informa - 20 108 can run one or more web browsing applications and / or 
tion that is available to all of the players to be displayed on suitable web browser plug - ins or extensions to facilitate a 
the display device and / or the displays of the user devices web - based game . 
associated with all participating players . In a more particular In some implementations , as shown in FIG . 1 , each user 
example , after a card game session has started , the server can device 108 can be associated with a user 110 . In a multi 
transmit to each user device gaming information about a set 25 player game session , multiple users 110 can participate in 
of cards that have been dealt to a player associated with the the game session using multiple user devices 108 . In some 
user device and cause the set of cards to be displayed on the implementations , suitable media content relating to the 
display of each player ' s user device , respectively . After a multiplayer game session can be presented on display device 
player plays a card , the server can cause the information 106 that can be seen by multiple players , which can include 
about that card to be displayed on the display device and the 30 game participants , spectators , potential participants , etc . 
user device associated with each player . In some implementations , each user device 108 can 

Turning to FIG . 1 , an example 100 of a system for execute a gaming application that , in response to detecting 
enhancing multiplayer game sessions with asymmetric a presence of a particular type of media device on a 
information in accordance with some implementations of the communications network ( e . g . , communications network 
disclosed subject matter is shown . As illustrated , system 100 35 220 of FIG . 2 ) , transmits an indication to the media device 
can include a server 102 , a console 104 , a display device to join a multiplayer game session . In a more particular 
106 , one or more user devices 108 , and communication links example , in response to detecting that a particular type of 
110 , 112 , and 114 . In some implementations , one or more media device is near a display device , such as display device 
portions of , or all of , process 200 as illustrated in FIG . 2 can 106 , server 102 can transmit instructions to join a multi 
be implemented by server 102 , console 104 , display device 40 player game session , where some of the game information 
106 , and / or one or more user devices 108 . corresponding to the multiplayer game session is displayed 

Server 102 can include any suitable devices that are on display device 106 and some of the game information 
capable of receiving requests ( e . g . , to initiate a multiplayer corresponding to the multiplayer game session is display on 
game session ) , processing requests , sending responses , pro - a display device associated with the media device . 
viding asymmetric information in a multiplayer game ses - 45 In some implementations , each of console 104 and user 
sion , and / or performing other suitable functions . For device ( s ) 108 can be connected to server 102 through 
example , server 102 can be implemented as a hardware communication links 112 and 114 , respectively . In some 
processor , a computer , a data processing device , a tablet implementations , console 104 can be connected to display 
computing device , a multimedia terminal , a mobile tele - device 106 through communication link 116 . Communica 
phone , a gaming device , a set - top box , a television , etc . , or 50 tion links 112 , 114 , and 116 can be any suitable communi 
a combination of such devices . cation links , such as network links , dial - up links , wireless 

Console 104 can be any suitable device that is capable of links , hard - wired links , any other suitable communication 
receiving asymmetric information in a multiplayer game , links , or a combination of such links . 
causing such information to be displayed , and / or performing Referring back to FIG . 1 , the server and one of the user 
other suitable functions . For example , console 104 can be 55 devices depicted in FIG . 1 are illustrated in more detail in 
implemented as a game console , a hardware processor , a FIG . 2 . Referring to FIG . 2 , user device 108 may include 
computer , a tablet computing device , a television , etc . , or a processor 202 , display 204 , input device 206 , and optical 
combination of such devices . In some implementations , sensor 208 , which may be interconnected . In some imple 
console 104 can be implemented as a standalone device . mentations , user device 108 can also include a storage 
Alternatively , console 104 can be integrated with display 60 device for storing a computer program for controlling pro 
device 106 . cessor 202 , game information , and other suitable informa 

Display device 106 can be any suitable device that is tion . 
capable of receiving , converting , processing , and / or render - Processor 202 can use the computer program to present on 
ing media content , such as a streaming media player , a media display 204 the gaming application and the data received 
center computer , a CRT display , a LCD , a LED display , a 65 through communications link 240 and commands and values 
plasma display , a touch - screen display , a simulated touch transmitted by a user of user device 202 . It should also be 
screen , a television device , a tablet user input device , a noted that data received through communications link 240 or 
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any other communications links may be received from any in any suitable manner . For example , such connection can be 
suitable source . Input device 206 may be a computer key established in response to one or more requests ( e . g . , HTTP 
board , a mouse , a keypad , a cursor - controller , a gesture requests , discovery protocol requests , etc . ) transmitted from 
system , a remote control , or any other suitable input device the console . In a more particular example , the console can 
as would be used by a designer of input systems or process 5 launch a suitable web browsing application and open a 
control systems . Alternatively , input device 206 may be a uniform resource locator ( URL ) directed at the address of 
finger or stylus used on a touch screen display 204 . For the server . The console and the server can then be connected 
receiving the voice commands , input device 206 may be a through the Internet or other suitable networks . 
microphone . In some implementations , upon connecting to the console , 

Optical sensor 208 can include any suitable device that is 10 the server can transmit information about a multiplayer 
capable of reading and / or scanning a machine - readable game session to the console at 304 . Examples of such 
code , such as a camera , a scanner , a barcode reader , etc . For information can include the web address of the server , the 
example , as described above , optical sensor 208 can be used URL associated with the server , a set of parameters that are 
to capture a machine - readable code that allows the user of needed to join the game session , video content , audio 
the user device to join a game sessione . g . , by accessing an 15 content , and other suitable content that can be used to 
associated URL encoded in the machine - readable code . generated one or more user interfaces to facilitate the 

Server 102 may include processor 220 , display 222 , input multiplayer game session , etc . In some implementations , 
device 224 , and memory 226 , which may be interconnected . such information can be presented on a display device to 
In a preferred implementation , memory 226 contains a prompt or promote users to join the multiplayer game 
storage device for storing data received through communi - 20 session using one or more suitable user interfaces . In a more 
cations link 250 or through other links , and also receives particular example , a user interface presented on the display 
commands and values transmitted by one or more users . The device can include one or more machine - readable labels 
storage device further contains a server program for con ( e . g . , two - dimensional barcodes , Quick Response ( QR ) 
trolling processor 220 . codes , etc . ) that can encode the URL associated with the 

In some implementations , the application may include an 25 server , the set of parameters that are needed to join a 
application program interface ( not shown ) , or alternatively , particular game session , and other suitable information that 
the application may be resident in the memory of user device can be used to join the multiplayer game session . 
108 or server 102 . In another suitable implementation , the At 306 , the server can connect to multiple user devices . 
only distribution to user device 108 may be a graphical user For example , each of the multiple user devices can be 
interface ( “ GUI " ) which allows a user to interact with the 30 connected to the server through an independent communi 
application resident at , for example , server 102 . cation connection . In a more particular example , a user using 

In some implementations , any suitable computer readable a user device can launch a browsing application and open the 
media can be used for storing instructions for performing the URL associated with the address of the server . The user 
processes described herein . For example , in some imple device and the server can then be connected through a 
mentations , computer readable media can be transitory or 35 network suitable to the user device , such as the Internet , a 
non - transitory . For example , non - transitory computer read 3G network , a 4G network , etc . In another more particular 
able media can include media such as magnetic media ( such example , the user using an imaging component of the user 
as hard disks , floppy disks , etc . ) , optical media ( such as device ( e . g . , a camera ) can capture a two - dimensional code 
compact discs , digital video discs , Blu - ray discs , etc . ) , associated with a particular game session ( e . g . , the QR code 
semiconductor media ( such as flash memory , electrically 40 displayed on the display device ) . In response to capturing 
programmable read only memory ( EPROM ) , electrically the two - dimensional code that has a URL and / or game 
erasable programmable read only memory ( EEPROM ) , parameters embedded within the code , the user device can 
etc . ) , any suitable media that is not fleeting or devoid of any launch a browsing application that opens the URL associated 
semblance of permanence during transmission , and / or any with the server and initiate or join the game session using the 
suitable tangible media . As another example , transitory 45 embedded game parameters , thereby connecting the user 
computer readable media can include signals on networks , device to the server . It should be noted that a user device 
in wires , conductors , optical fibers , circuits , any suitable may not be required to connect to other user devices via a 
media that is fleeting and devoid of any semblance of direct communication connection . It should also be noted 
permanence during transmission , and / or any suitable intan - that a user device may be not required to connect to the 
gible media . 50 console via direct communication connection . 

In some implementations , the mechanisms may include As another example , the server can be connected to 
client - side software , hardware , or both . For example , the multiple user devices through a common communication 
application may encompass one or more Web - pages or network . Examples of the common communication network 
Web - page portions ( e . g . , via any suitable encoding , such as can include the Internet , an intranet , a wide - area network 
HyperText Markup Language ( “ HTML ” ) , Dynamic Hyper - 55 ( " WAN ” ) , a local - area network ( “ LAN ” ) , a wireless net 
Text Markup Language ( “ DHTML ” ) , Extensible Markup work , a digital subscriber line ( “ DSL ” ) network , a frame 
Language ( “ XML " ) , JavaServer Pages ( " JSP ” ) , Active relay network , an asynchronous transfer mode ( “ ATM ” ) 
Server Pages ( " ASP ' ) , Cold Fusion , or any other suitable network , a virtual private network ( “ VPN ” ) , or any combi 
approaches ) . nation of any of such networks . In a more particular 

Turning to FIG . 3 , an example 300 of a process for 60 example , each user can sign into the common communica 
enhancing multiplayer game sessions with asymmetric tion network using a user device . The user device can then 
information in accordance with some implementations of the be connected to the server through the common communi 
disclosed subject matter is shown . In some implementations , cation network . 
process 300 can be implemented by a server , such as server As yet another example , the server can detect the presence 
102 shown in FIGS . 1 and 2 . 65 of user devices , such as particular types of media devices , 

As illustrated , process 300 can begin by connecting to a that are connected to a network to which one or more display 
console at 302 . The server can be connected to the console devices , such as public display devices , are connected . In 
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this example , the server and / or the display device connected some implementations , such information can also be trans 
to the server can transmit a message on the current network mitted to each of the user devices . 
directed to user devices and / or any suitable media device It should be noted that , in some implementations , the 
that processes and / or presents game information , such as server can cause game information to be displayed on the 
user interfaces , corresponding to a multiplayer game ses - 5 display device , such as a public display device , while 
sion . Such a message can include server information for concurrently displaying joining instructions ( e . g . , for joining 
connecting to the multiplayer game session and / or any other a multiplayer game session , for being placed in a queue to 
suitable information . join the next multiplayer game session , etc . ) on the display 

Additionally or alternatively , a user device can detect the device . Additionally or alternatively , in response to deter 
presence of one or more display devices , such as public 10 mining that another nearby display device has availability 
display device , for joining a multiplayer game session and for joining a multiplayer game session ( e . g . , a second 

multiplayer game session is about to begin and is accepting presenting game information . For example , when the media additional participants ) , the server can direct the user device device is a mobile device , media device discovery of a using the joining instructions to the nearby display device . nearby display device can be initiated on the network to 15 n the network to 15 At 310 , the server can receive a request to change at least 
which the mobile device is connected . It should be noted that one game parameter from a user device . For example , a user 
media device discovery can be initiated by the mobile device using a user device can enter one or more user inputs to 
at any suitable time and for any suitable reason or reasons . change a game parameter ( e . g . , placing a bet , playing a card , 
For example , the gaming application running on the mobile exiting the game session , etc . ) . The user device can then 
device can initiate media device discovery to determine 20 transmit information relating to the user inputs to the server . 
whether the mobile device is on the same network as a At 312 , the server can transmit updated asymmetric 
display device . In another example , the gaming application information to the user devices and the console . For 
running on the mobile device can initiate media device example , the updated asymmetric information can be gen 
discovery in response to initiating the gaming application . erated based on the request ( s ) received at 310 . In a more 

In some implementations , in response to connecting with 25 particular example , in response to receiving one or more 
multiple user devices , the server can initiate a multiplayer requests to change a game parameter ( e . g . , by placing a bet ) , 
game session and transmit asymmetric game information to the server can transmit information relating to such requests 
the user devices and the console at 208 . More particularly , to the console and / or one or more of the user devices that are 
the server can determine which information and which user connected to the server . The console can then cause such 
interfaces including at least a portion of the information to 30 information to be displayed on the display device ( e . g . , by 
transmit to the user devices and / or the console . For example , generating one or more suitable user interfaces based on 
the server can transmit to each user device video data ( e . g . , such information ) . 
still images , moving images , etc . ) , audio data , text , and / or As another example , the server can generate updated 
other suitable game data that can be used to facilitate the asymmetric information and distribute the updated asym 
multiplayer game session . In some implementations , each 35 metric information to the console and / or one or more of the 
user device can generate one or more user interfaces using user devices to advance the game session . In a more par 
the video data , audio data , and / or other game data during the ticular example , in the example described above where a 
multiplayer game session . The user device can then cause poker game is being held , the server can transmit informa 
the user interfaces to be displayed . tion relating to one or more community cards to the console . 

As another example , the server can transmit information 40 The console can then generate one or more suitable user 
pertinent to a particular player to a user device associated interfaces based on the information and cause the user 
with the particular player . In a more particular example , in interfaces to be displayed on the display device associated 
a poker game , each player can be dealt with an appropriate with the console . In another more particular example , the 
number of cards ( e . g . , a player ' s pocket cards ) . In such an server can distribute information pertinent to a particular 
example , the server can transmit information about a play - 45 player to the user device associated with the particular 
er ' s pocket cards to a user device associated with the player player ( e . g . , information indicating that additional cards 
and cause such information to be displayed on the user have been dealt to the particular player ) . In some imple 
device . In some implementations , the server can transmit mentations , the server can transmit the asymmetric game 
video content ( e . g . , still images , moving images , etc . ) , audio information in the form of video content ( e . g . , still images , 
content , and other suitable content relating to the game 50 moving images , etc . ) , audio content , and / or other suitable 
session to the user device . The user device can then render content . In some implementations , the server can transmit 
the content relating to the game session on a display asso - one or more messages including such game information to 
ciated with the user device . In some implementations , the the console and / or the user devices . The console and / or the 
server can transmit to the user device one or more messages user devices can then generate video content ( e . g . , still 
including the game information pertinent to the particular 55 images , moving images , etc . ) , audio content , and other 
user . The user device can then generate and display one or suitable content to render such information on a suitable 
more suitable interfaces ( e . g . , using Javascript ) based on the display 
received messages . At 314 , the server can determine whether the game 

As yet another example , the server can transmit game session has ended . For example , the game session can end 
information that is available to all of the players to the 60 when a player wins the game . As another example , the game 
console . The console can then cause such game information session can end when multiple players have left the game 
to be displayed on the display device . In a more particular session ( e . g . , such that a minimum number of players are not 
example , in a poker game , the server can distribute infor - associated with that game session ) . 
mation about the identities of players who are forced to In some implementations , in response to determining that 
make a bet ( e . g . , the dealer , the big blind , the small blind , 65 the game session has not ended at 314 , process 300 can 
etc . ) , the amount of the bets , the community cards , and other return back to step 310 . For example , the server can receive 
information available to all of the players to the console . In one or more requests from one or more of the user devices . 
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In a more particular example , a user can place a second bet wherein each of the plurality of user devices has a 
using a user device . The user device can then transmit one corresponding user display device ; 
or more requests including information about the second bet determining , using the server device , whether a predeter 
to the server . mined number of user devices have captured the join 

In some implementations , the server can also update game 5 ing instructions and joined the multiplayer game ses 
information based on the received user requests and transmit sion of the gaming application ; 
updated asymmetric information to the console and / or mul in response to determining that the predetermined number 
tiple user devices . For example , the server can transmit of user devices have joined the multiplayer game game information that is available to all of the players to the session of the gaming application , connecting , using 
console in the form of video content , audio content , mes - 10 the server device , each of the plurality of user devices sages , etc . The console can then cause such information to over one of the plurality of other communications be displayed on the display device . In a more particular 
example , the server can transmit information about a second networks to the public display device presenting the 
round of bets placed by multiple users to the console . In multiplayer game session ; 
another more particular example , the server can transmit 15 ver can transmit 15 causing , using the server device , game playing of the 
information about one or more community cards that have multiplayer game session to be initiated on the gaming 
been dealt . device with the public display device and the plurality 

In some implementations , in response to determining that of user devices ; 
the game session is ended , process 300 can end at 316 . receiving game information from the gaming device asso 

It should be understood that the above steps of the flow 20 ciated with the multiplayer game session ; 
diagrams of FIG . 3 can be executed or performed in any determining , using the server device , for the multiplayer 
order or sequence not limited to the order and sequence game session , a first portion of game information to be 
shown and described in the figures . Also , some of the above presented on the public display device and a second 
steps of the flow diagrams of FIG . 3 can be executed or portion of game information to be presented on the 
performed substantially simultaneously where appropriate 25 corresponding user display device of each of the plu 
or in parallel to reduce latency and processing times . Fur rality of user devices ; and 
thermore , it should be noted that FIG . 3 is provided as causing , using the server device , the first portion of game 
examples only . At least some of the steps shown in these information to be displayed on the public display 
figures may be performed in a different order than repre device and the second portion of game information to 
sented , performed concurrently , or altogether omitted . 30 be displayed on the corresponding user display device 

Accordingly , methods , systems , and media for enhancing of each of the plurality of user devices based on the 
multiplayer game sessions with asymmetric information are determination . 
provided . 2 . The method of claim 1 , wherein the joining instructions 

Although the disclosed subject matter has been described include machine - readable code that , in response to receiving 
and illustrated in the foregoing illustrative implementations , 35 an image of the machine - readable code from an imaging 
it is understood that the present disclosure has been made device associated with the user device , causes a web brows 
only by way of example , and that numerous changes in the ing application executing on the user device to access a 
details of implementation of the disclosed subject matter can uniform resource locator associated with the multiplayer 
be made without departing from the spirit and scope of the game session and join the multiplayer game session having 
disclosed subject matter . Features of the disclosed imple - 40 one or more game parameters . 
mentations can be combined and rearranged in various 3 . The method of claim 1 , wherein the joining instructions 
ways . initiate the gaming application associated with the multi 
What is claimed is : player game session to be transmitted to the user device . 
1 . A method for enhancing multiplayer games , the method 4 . The method of claim 1 , wherein the joining instructions 

comprising : 45 cause one or more game parameters associated with the 
detecting , using a server device , presence of a public multiplayer game session to be transmitted to the user 

display device on a communications network ; device . 
connecting , using the server device , to a gaming device 5 . The method of claim 1 , wherein a uniform resource 

executing a gaming application ; locator is generated for handling the communications relat 
in response to connecting to the gaming device , transmit - 50 ing to the multiplayer game session , wherein each of the 

ting , using the server device , parameters for conducting plurality of user devices is connected to the public display 
multiplayer game sessions of the gaming application on device without creating a connection over the communica 
the gaming device ; tions network with each of : ( i ) the gaming device and ( ii ) 

causing , using the server device , joining instructions to any remaining user devices from the plurality of user 
connect to a multiplayer game session of the gaming 55 devices in the multiplayer game session . 
application to be displayed on the public display 6 . The method of claim 1 , further comprising transmitting , 
device , wherein the joining instructions , upon being using the server device , server information and gaming 
captured by a user device , include server information information for initiating the multiplayer game session to the 
for handling communications relating to the multi - gaming device . 
player game session over the communications network 607 . A system for enhancing multiplayer games , the system 
from the user device to the server device that is comprising : 
connected to the gaming device executing the gaming a server device including a hardware processor , wherein 
application ; the hardware processor is configured to : 

receiving , from a plurality of user devices over a plurality detect presence of a public display device on a commu 
of other communications networks , a request to join the 65 nications network ; 
multiplayer game session in response to displaying the connect to a gaming device executing a gaming appli 
joining instructions on the public display device , cation ; 
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in response to connecting to the gaming device , trans any remaining user devices from the plurality of user 
mit parameters for conducting multiplayer game devices in the multiplayer game session . 
sessions of the gaming application on the gaming 12 . The system of claim 7 , wherein the hardware proces 
device ; sor is further configured to transmit server information and 

cause joining instructions to connect to a multiplayer 5 gaming information for initiating the multiplayer game 
game session of the gaming application to be dis - session from the server device to the gaming device . 
played on the public display device , wherein the 13 . A non - transitory computer - readable medium contain 
joining instructions , upon being captured by a user ing computer executable instructions that , when executed by 
device , include server information for handling com - a hardware processor of a server device , cause the hardware 
munications relating to the multiplayer game session 10 processor to perform a method for enhancing multiplayer 
over the communications network from the user games , the method comprising : 
device to the server device that is connected to the detecting , using the server device , presence of a public 
gaming device executing the gaming application ; display device on a communications network ; 

receive , from a plurality of user devices over a plurality connecting , using the server device , to a gaming device 
of other communications networks , a request to join 15 executing a gaming application ; 
the multiplayer game session in response to display in response to connecting to the gaming device , transmit 
ing the joining instructions on the public display ting , using the server device , parameters for conducting 
device , wherein each of the plurality of user devices multiplayer game sessions of the gaming application on 
has a corresponding user display device ; the gaming device ; 

determine whether a predetermined number of user 20 causing , using the server device , joining instructions to 
devices have captured the joining instructions and connect to a multiplayer game session of the gaming 
joined the multiplayer game session of the gaming application to be displayed on the public display 
application ; device , wherein the joining instructions , upon being 

in response to determining that the predetermined num captured by a user device , include server information 
ber of user devices have joined the multiplayer game 25 for handling communications relating to the multi 
session of the gaming application , connect each of player game session over the communications network 
the plurality of user devices over one of the plurality from the user device to the server device that is 
of other communications networks to the public connected to the gaming device executing the gaming 
display device presenting the multiplayer game ses application ; 
sion ; 30 receiving , from a plurality of user devices over a plurality 

cause game playing of the multiplayer game session to of other communications networks , a request to join the 
be initiated on the gaming device with the public multiplayer game session in response to displaying the 
display device and the plurality of user devices ; joining instructions on the public display device , 

receive game information from the gaming device wherein each of the plurality of user devices has a 
associated with the multiplayer game session ; 35 corresponding user display device ; 

determine , for the multiplayer game session , a first determining , using the server device , whether a predeter 
portion of game information to be presented on the mined number of user devices have captured the join 
public display device and a second portion of game ing instructions and joined the multiplayer game ses 
information to be presented on the corresponding sion of the gaming application ; 
user display device of each of the plurality of user 40 in response to determining that the predetermined number 
devices , and of user devices have joined the multiplayer game 

cause the first portion of game information to be session of the gaming application , connecting , using 
displayed on the public display device and the sec the server device , each of the plurality of user devices 
ond portion of game information to be displayed on over one of the plurality of other communications 
the corresponding user display device of each of the 45 networks to the public display device presenting the 
plurality of user devices based on the determination . multiplayer game session ; 

8 . The system of claim 7 , wherein the joining instructions causing , using the server device , game playing of the 
include machine - readable code that , in response to receiving multiplayer game session to be initiated on the gaming 
an image of the machine - readable code from an imaging device with the public display device and the plurality 
device associated with the user device , causes a web brows - 50 of user devices ; 
ing application executing on the user device to access a receiving game information from the gaming device asso 
uniform resource locator associated with the multiplayer ciated with the multiplayer game session ; 
game session and join the multiplayer game session having determining , using the server device , for the multiplayer 
one or more game parameters . game session , a first portion of game information to be 

9 . The system of claim 7 , wherein the joining instructions 55 presented on the public display device and a second 
initiate the gaming application associated with the multi portion of game information to be presented on the 
player game session to be transmitted to the user device . corresponding user display device of each of the plu 

10 . The system of claim 7 , wherein the joining instruc rality of user devices ; and 
tions cause one or more game parameters associated with the causing , using the server device , the first portion of game 
multiplayer game session to be transmitted to the user 60 information to be displayed on the public display 
device . device and the second portion of game information to 

11 . The system of claim 7 , wherein a uniform resource be displayed on the corresponding user display device 
locator is generated for handling the communications relat of each of the plurality of user devices based on the 
ing to the multiplayer game session , wherein each of the determination . 
plurality of user devices is connected to the public display 65 14 . The non - transitory computer - readable medium of 
device without creating a connection over the communica - claim 13 , wherein the joining instructions include machine 
tions network with each of : ( i ) the gaming device and ( ii ) readable code that , in response to receiving an image of the 
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machine - readable code from an imaging device associated 
with the user device , causes a web browsing application 
executing on the user device to access a uniform resource 
locator associated with the multiplayer game session and 
join the multiplayer game session having one or more game 5 
parameters . 

15 . The non - transitory computer - readable medium of 
claim 13 , wherein the joining instructions initiate the gam 
ing application associated with the multiplayer game session 
to be transmitted to the user device . 

16 . The non - transitory computer - readable medium of 
claim 13 , wherein the joining instructions cause one or more 
game parameters associated with the multiplayer game 
session to be transmitted to the user device . 

17 . The non - transitory computer - readable medium of 15 
claim 13 , wherein a uniform resource locator is generated 
for handling the communications relating to the multiplayer 
game session , wherein each of the plurality of user devices 
is connected to the public display device without creating a 
connection over the communications network with each of : 20 
( i ) the gaming device and ( ii ) any remaining user devices 
from the plurality of user devices in the multiplayer game 
session . 

18 . The non - transitory computer - readable medium of 
claim 13 , wherein the method further comprises transmit - 25 
ting , using the server device , server information and gaming 
information for initiating the multiplayer game session to the 
gaming device . 

* * * * 


