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UNITED STATES PATENT APPLICATION

FOR

METHOD AND APPARATUS FOR

OUTPUTTING A MESSAGE AT A GAME MACHINE

INVENTORS:

JAY S. WALKER

JAMES A. JORASCH

RUSSELL P. SAMMON

STEPHEN C. TULLEY

STEVEN M. SANTIS!

PRIORITY CLAIM

fOOO1}] This application is a cantinuatian of, claims priarity fo and

the benefit of U.S. Patient Application No. 13/632,328, fied on October 4,

2012, which is a continuation of, claims priority to and the benefit of U.S,

Patent Application No. 10/685,143, fled on October 14, 2003, which issued

as U.S. Patent No. 8,282,488 on Ociober 9, 2012, which claims priority to

and the benefit of US. Provisional Patent Application Na. 60/418,397, Hed

on Gctober 11, 2002, the entire contents of which are each incorporatect

herein by reference.

RELATED APPLICATIONS

[0002] The present application is related ta the following

commonly-owned, co-pending U.S. Patent Applications:

{8 U.S. Patent Application Serial No. 09/603,.677, fled on June 26,

2000, entitled “METHOD AND APPARATUS FOR SELECTING A

SUPPLEMENTAL PRODUCT TO OFFER FOR SALE DURING A

TRANSACTION”, the entirety of which is incorporated by reference herein

for all purposes;

fi) US. Patent Application Serial No, 09/993,228, filed on November

14, 2001, entitled “METHOD AND APPARATUS FOR DYNAMIC RULE
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AND/OR OFFER GENERATION’, the entirety of which is incorporated by

reference herein for al purposes;

(ii) US. Patent Reissue Application Serial No. 10/222,523, filed

Augusi 16, 2002, entitled “GAMING DEVICE FOR OPERATING IN A

REVERSE PAYOUT MODE AND A METHOD OF OPERATING SAME”,

the entirety of which is incorporated by reference herein for all purposes;

fv} U.S. Patent Application Serial No. 09/879,299, filed June 12,

2001, entitled "SYSTEM AND METHOD FOR AUTOMATED PLAY OF

MULTIPLE GAMING DEVICES’, the entirety of whichis incorporated by

reference herein for all ourposes;

iv) US. Patent Application Serial No. 10/121 ,243, filed April 14,

2002, entitled “METHODS AND SYSTEMS FOR FACILITATING PLAY AT

A GAMING DEVICE BY MEANS OF THIRD PARTY OFFERS’, the entirety

of which is incorporated by reference herein for all purposes;

(ijULS. Patent Application Serial No. 10/419,304 filed April 18,

2003, entitled “GAMING DEVICE METHODS AND APPARATUS

EMPLOYING MODIFIED PAYOUTS’, the entirety of which is incorporated

by reference herein for all purpases;

(vil U.S. Patent Application Serial No. 10/417,436 filed Apri 18,

2003, entitled “METHOD AND APPARATUS FOR OPTIMIZING THE RATE

OF PLAY OF A GAMING DEVICE’, the entirety of which is incorporated by

reference herein for all ourposes;

(vill) U.S. Patent Application Serial No. 10/361,201, filed

February 7, 2003, entitled “GAMING DEVICE AND METHOD OF

OPERATION THEREOE”, the entirety of which is incorporated by reference

herein for all purposes;

(x) US. Patent Application Serial No. 10/414,51774 filed Apnl 15,

2003, entitled “METHOD AND APPARATUS FOR BONUS ROUND PLAY”,

the entirety of which is incorporated by reference herein for all purposes;

OO US. Patent Application Serial No. 10/328,1165, fled December

20, 2002, entitled “METHOD AND APPARATUS FOR OUTPUTTING
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OUTCOMES OF A GAMING DEVICE”, the entirety af which is incorporated

by reference herein for all purposes;

(x1}ULS. Patent Application Serial No. 10/254,831, filed September

25, 2002, entifled “METHOD AND APPARATUS FOR LINKED PLAY

GAMING’, the entirety of which is incorporated by reference herein forall

purpases;

(xi) U.S. Patent Application Serial No. 10/007,874, filed

November 12, 2001, entitled “ELECTRONIC AMUSEMENT DEVICE AND

METHOD FOR PROPAGATING A PERFORMANCE ADJUSTMENT

SIGNAL”, the entirety of which is Incorporated by reference herein for all

purposes;

(XH) US. Patent Application Serial No. 10/322, 107, filed

December18, 2002, eniilled “FREE LONG DISTANCE CALLS ON SLOT

MACHINES”, the entirety of which is incorporated by reference herein for

all purposes:

Ody) US. Patent Application Serial No. 10/419,478, filed April 18,

2003, entitled “METHOD AND APPARATUS FOR ENABLING A PLAYER

TO SELECT FEATURES ON A GAMING DEVICE”, the entirety of which is

incorporated by reference herein for all purposes; and

{xv} US. Patent Application Serial No. 10/420,068, filed April 21,

2003, entitled “METHOD AND APPARATUS FOR MANAGING

FEATURES ON A GAMING DEVICE”, the entirety of which is incorparated

by reference herein for all purposes.

FIELD OF THE INVENTION

j0003] The present invention relates to gaming devices. More

specifically, the present invention relates to methods and apparatus for

providing messages to players at a gaming machine.

BACKGROUND OF THE INVENTION

[0004] There are currently over 500,000 slot machines in oneration

that together generate more than $15 billion in annual revenue for United
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States casinos. Most casinos generale more than half of their garning

revenues from slot machines and some individual casinos offer three ar

four thousand slot machines at a single location. in fact, two different

casinos in Connecticut each provide mare than six thousand gaming

devices for players.

{OO65] The variations of games and features of all the different

game machines available al a single casine can be overwhelming to

players. In adelition, casinos frequently have many opportunities to market

fo players and recognize that interacting with customers may lead to a

more profitable relationship with players. Further, to keep experienced and

frequent players interested, casinos continually modify and upgrade game

machines. Thus, for a variely of reasons, there is a need for systems and

methods to provide information to (or otherwise communicate with) players

at garne machines.

fOG66] Currently, casinos will frequently hire hosts and hostesses

to cater to players whoa make large wagers or play frequently. However,

this method of communicating with players is typically toc costly to

implement for all players al @ casino.

BRIEF DESCRIPTION OF THE DRAWINGS

[G007] FIG. 7 is a block diagram Hiustrating an example system 100

according to sarne embodiments of the present invention.

[0008] FIG. 2 is a block diagramiilustrating an example of the details

of a game machine 104 as depicted in FiG. 1 according to some

embodiments of the present invention.

{GO09] FIG. 3 is a block diagram illustrating an example of the details

of a controller 102 as depicted in FIG. 1 according to some embodiments of

the present invention.

fOO1OP FIG. 4 is a table Hlustrating an exarnple data structure of an

example player database 308 as depicted in FIG. 3 for use in some

embodiments of the present invention.
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fOOTIP FIG. 5 is a table Hlustrating an example data structure of an

example promotional message catabase 310 as depicted in FRG. 3 for use

in some embodiments of the present invention.

[GO12] FiG. 6 is a table Hlustrating an example data structure of an

example instructive message database 312 as depicted in FUG. 3 for use in

some embodiments of the present inverition.

[OO1S) FIG. 7 is a table Hlustrating an example data struciure of an

example status message database 314 as depicted in FIG. 3 for use in

some embodiments of the present invention.

[OO14) FiG. 8 is a table illustrating an example data structure of an

example hypothetical information database 316 as depicted in FIG. 3 for

use in sore embodiments of the present invention.

fOOISPFRG. 9 is @ table Hlustrating an example data structure of an

example activily-beneft offer database 3718 as depicted in FIG. 3 for use in

some embodiments of the present invention.

fOO16) FHS. 10 is a table illustrating an example data structure of an

example combination message database 320 as depicted in FIG. 3 for use

in some embodiments of the present invention.

fOO17,FiGs. 171A and 118 are tables iHustrating an example data

structure of example trigger condition databases 322A, 322B for use in

some embodiments of the present invention.

fOO1SP FIG. 12 is a fable ilustrating an example data structure of an

example message representation database 324 as depicted in FIG. 3 for

use in seme embodiments of the present invention.

fOO19P FIG. 13 is a table ilustrating an exarnple data structure of an

example message formating database 326 as depicted in FIG. 3 for use in

some embodiments of the present invention.

[OO20] FiGs. 144A anc 145 are a tables illusirating an exampie data

structure of an example message queue database 328 ai two different

times 3284, 3288 for use in some embociments of the present invention.
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[OO21, FIG. 15 is a table ilustrating an example dala structure of an

example suppression condition database 330 as depicted in F1IG. 3 for use

in some embodiments of the present invention.

[0022] FIG. 16 is a table illustrating an exarnple data structure of an

example message history database 332 as depicted in FIG. 3 for use in

some embodiments of the present inverition.

[GO23] FIG. 17 is a flow diagram ilustraling an exemplary process for

outpuiting a message at a gaming machine according to and for use in

some embodiments of the present invention.

DETAILED DESCRIPTION OF SOME EMBODIMENTS

OF THE INVENTION

[0024] The disclosed invention overcomes the above and other

drawbacks of the prior art by allowing @ casina, or other entity, to use a

game machine to provide relevant information at appropriate times, and/or

in response fo appropriate events, to players using a game machine. The

present invention provides a dynarnic and flexible system adapied to

interact with players on an individual basis by aiding in the management,

determination, distribution, and delivery of promotional, inspirational,

instructive, informational, communicative, incentive, and other types of

messages.

[OO25}) Various methods are provided that may be used to ensure

that receiving messages at a game machine enhances a player's overall

gaming experience. The present invention provides systems and methods

useful to selectively output helpful and desirable messages io players while

minimizing interference wrth the player's gaming and fo avoid anytritating

“spam” effect created by overwhelming players wilh unsolicited, unwanted,

and/or irrelevant messages. The present invention may be used fo allow

game machines fo cater to ail players with the same level of service and

attention previously provided exclusively to “high rollers” by hosis and

hostesses.
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[O026] A variety of diferent tyoes of messages may be output af

game machines, including promotional messages (¢.g., “Sign up for a

credit card”), instructive messages (e@.q., “Press and hold the spin bution far

10 seconds ico activate Auto-Play Mode"), and communication messages

fe.9g., “Hey Alice, how’s it going’? from Bob"). The present invention may

employ a variety of diferent methods to output a message io a player at a

game macnine. For example, messages may be output in “pop-up*"

windows, in sidebars, in different colors, in different fonts, in different

languages, via a celebrity voice, or in different media formats (e.g., text,

audio, video). OQutputling a message to a player may include determining

how to output the message to the specific player based on preferences,

special needs, or other factors.

{(GO27] In seme embodiments, a message may be cutout to a

player based on @ tigger condilion. For example, a message may be

output to a player when a trigger condition occurs, thereby ensuring that

the message is outpul at an appropriate time (e.¢., when the player wauid

be interested in viewing the message). Messages may be output based on

@ variety of different factors, including a players gaming activities (e.g.,

whal games are played and when), a players other activilies (¢.g., arrival

and departure from a casing), preferences (e.g., na messages during the

first five minutes of gaming at a gare machine}, other messages (e.g.,

similar messages, or messages that have been output recently), and other

players (¢.q., friends of a player).

[d028] Other aspects of the present invention include features that

may be used to directly enhance a player's experience. For exarnple,

messages timed and targeted to make a player aware of opporiunities

available to him mayhe presented using a humorous animated character.

Further, other features of the invention help optirnize the effectiveness of

messages. For example, oulpui of messages may be delayed when a

player is busy or would not be interested in receiving a message. In

another example, messages may be prioritized so that messages that

would be most interesting io a player are ouiput first in another exampie,
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messages may be categorized or sorted for a player so that the player can

easily find a message in which he is interesied.

[o029] The present invention allows a casino, via a game machine,

to output appropriate messages in an appropriale way to appropriate

players at appropriate times. Various methods are orovided for

identifying players who would be interesied in receiving messages, are

likely fo accept messages, and/or arefwould be valuable custamiers.

Various different types of messages, beneficial ta players, casinos, and

other parties, may be presented that are relevant and helpful while

repeiilive, annoying, and irrelevant messages are filtered or suppressed.

[0030] in addition, messages may be output in such a manner so

as not fo interfere with gaming or other activities. This feature of the

invention benefits both players and casinos. By providing means to output

messages in ways acceptable io players, the present invention avoids

distracting players from gaming which may otherwise reduce a casino’s

revenues.

[0037] Messages may be output in such a mannerthal they attract

@ player's attention. This may be beneficial to players, casinos, and other

interested parties (e.g., subsidizers}, because players may pay more

attention lo messages. By presenting messages anly at appropriate times

and in a manner a player undersiands, the present inveniion avoids

annoying or distracting a player who is already occupied, e.g., cognitively

engrossed in the middle of a hot streak during game play. Further, with the

use of the present invention, players will be able to pay closer attention to

messages that are oulpui ai the right time. This may be beneficial to

players, casinas, and other interested parties (e.g., subsidizers).

(00321 The present invention is alsa beneficial to players in that

players may learn about features on garne machines. These features may

greally enhance a players enicyment of his garning experience while

casinos and/or other parties may receive additional revenues based on the

use of these ctherwise ignored feaiures. The present invention facilitates

proprietors of features to promote the features ta players. Such

8
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promotional messages may inform players of products or services. Players

may learn about products or services that are enioyable or helpful and they

may receive various types of benefits, including discounts, free products ar

services, gaming-related benefits, and other forms of consideration.

[0033] The present invention may allow casinos to earn additional

revenues fram players and third-party subsidizers, while subsidizers may

market products or services ta players. Further, instructive messages may

inform players about games and game machines which may allow players

fo improve their game play, increasing their chances of winning a jackoot,

and facilitating their enjoyment of the gaming experience. The present

invention may alleviate player frustration and/or confusion while operating a

game machine. As a result, players may enjoy games more with a better

understanding of the games. Likewise, informative status messages and

communication messages may be helpful to players. A player may no

longer need to stop garning in order to determine status information or just

to communicate with another party (e.q., friends and family members of the

player). [in addition, casinos and/or other parties may receive additional

revenues based on some status messages or the use of communication

Services.

(O034, With these and other advantages and features of the

invention that will become hereinafter apparent, the nature of the invention

may be more clearly understoad by reference to the following detailed

description of the invention, the appended claims and to the several

drawings included herein.

fOOS5} In the following description, reference is made to the

accompanying drawings that forrn a part hereof, and in which are shown,

by way of illustration, specific embodiments in which the invention may be

practiced. These ernbodiments are described in sufficient detail to enable

those skilled in the art fo practice the invention, and it is to be understood

that other embodiments may be ullized and that structural, logical,

software, and electrical changes may be made withoul depariing from the

scope of ihe present invention. The following description is, therefore, not

6
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to be taken in a limited sense, and the scope of the present invention is

defined by the appended claims.

A. TERMS

fOO36) Throughout the description that follows and unless

otherwise indicaied, the folowing terms may include and/or encompass the

example meanings provided in this section. These terms and illustrative

example meanings are provided to clarify the language selecied to

describe embodiments of the invention both in the specification and in the

appended claims.

[00371 The terms “player” and “user” shall be synonymous and

may refer to any person or entity that plays or operates a game machine.

(CO38] The terms “game machine,” “gaming device,” and “gaming

machine’ shail be synonymous and mayrefer to any electrical, mechanical,

elactro-mechanical, software, combination thereof, and/or other device that

may accept a wager, may follow a process io generate an outcome, and

may authorize the payment of winnings based on the outcome. The

cuicome may be randomly generated, as with a sict machine; may be

generated through a combination of randomness and user skill, as with

video poker, or may be generated entirely through user skill. A gaming

device may include any gaming machine and/or system, including sict

machines, video poker machines, video bingo machines, video roulette

machines, video keno machines, keno terminals, pachinko machines, video

blackiack machines, arcade games, video games, pinball machines, skill

crane machines, video iotiery terminals, online gaming systerns, game

consoles, personal cornputers logged into online gaming sites, gaming

device simulations, sporis or race betting machine, etic. Gaming devices

may or may not be owned and/or maintained by a casino and/or may or

may nol exist within & casino location. Gaming devices may be activated

by a player pressing a spin bution (including buttons labeled “het”, “wager’,

“deal”, “start”, “go”, “hit’, and/or the like), pulling a handle, and/or any other

method to initiate the generalion of an oulcome. in sore embodiments,
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game machines may include communications facilities. in embodirnents of

the invention addressing fable game play such as blackjack, craps,

rouletie, baccarat, Keno, Bingo, and the like, a game rmnachine may be

hardware located ai the garne table suitable for displaying a message to a

player.

(CO39] The term “casino” may refer to the owner of gaming

devices, owners’ agenis, and/or any entity who mayprofil from players’ use

of the gaming devices.

fO040] The term “casina lacation” may refer to the physical

geographic site, complex, or building where gaming devices owned and/ar

operated by @ casino are located. In the case of an online casinc, casino

location mayrefer io the address (e.g., the unifarm resource locator (URL))

af the oniine casino’s Web site or facility.

{[O041} The terms “handle pull’ and “spin? shall be synonynious and

may refer ta an action that initiates a single play at a gaming device. in

some embodiments, a handie pull may refer to a single complete game (or

hand) or in other ernbadiments, the term may refer ta a play related to a

single wager. For example, in video blackjack, a user might play a single

game in which he splits a pair of sevens, requiring an additional wager.

This single game may be considered to include one or multiple handle pulls

in different embodiments.

fOG42] The terms “controller,” “server,” and “casino server’ shall be

synonymous and may refer to any device that may communicate with one

or more game machines, one or more third-party servers, one ar more

remote controllers, one or more player devices, and/or other network

nedes, and may be capable of relaying communications to and from each.

[G0431 The term “user terminal’ and “remote contraller’ shall be

synonymous ard may refer to any device thal may cornmmunicale with one

or more casino servers, one or more gaming devices, one or more third-

party service provider servers, one or more player devices, and/or other

network nodes. User terminalis may, for example, include personal

computers, laptop computers, handheld computers, telephones, Kiosks,

4
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automated teller machines, garning devices, garne consoles, and/or

vending machines. They may include facilities fo support secure

communications using encryption or the like.

[0044] The terms “player device” and “user device” shall be

synonymous and may refer fo any device owned or used by a user or

consumer capable of accessing and/or displaying online and/or offline

content. Player devices may cormmunicate with one or more casino

servers, one or more gaming devices, one or more third-parly service

provider servers, one or more user tarminals, and/or other network nodes.

in some embodiments, player devices may, for example, include gaming

devices, personal computers, personal cigital assistants, poini-of-sale

terminals, point-of-display terminals, kiosks, telephones, cellular phones,

automated teller machines (ATMs), pagers, and combinations of such

devices.

[OG45]) The term “input device” may refer to a device that is used to

receive an input. An input device may communicate with or be part of

another device such as a point-of-sale terminal, a point-ol-display terminal,

@ user terminal, a server, a player device, a gaming device (e.g., a

pressure sensor in a “spin” button on a@ gaming device), a contraller, efc.

Some examples of input devices include: a “spin” or “deal? button and/or a

handle on a gaming device, a bar-code scanner, a magnetic stripe reader

(9.g., fo read a player tracking card}, a computer keyboard, a computer

mouse, a point-of-sale terminal keypad, a touch-screen, a microphone, an

infrared sensor, a sonic ranger, a computer pari, a video camera, a motion

detector, a digital camera, a network card, a universal serial bus (USB)

port, a GPS receiver, a radio frequency identification (RFID) receiver, an

RF receiver, a racio antenna (e.g., far receiving inputs from a second siot

machine), a therrmameter, a pressure sensor, a biometric inpul device (e.9.,

& fingerprint or retinal scanner), a lacation sensor (e.q., a global positioning

system card}, a voice recegnilion module, a coin or bHl acceptor, and a

weight scale/pressure sensor. For game machines, examples of common

input devices include: a button on a video paker machine, a lever on a siot
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machine, a touch screen on a video poker machine, a magnetic stripe

reader to read a player tracking card inseried into a slot machine, and a

motion sensor ico determine if a player is standing in front of a game

machine.

[0046] The term “output device” may refer fo a device that is used

fo output information. An output device may communicate with or be part

of another device (@.g., 4 gaming device, a point-of-sale terminal, a point-

of-cisplay terminal, a player device, a casing device, a controller, etc.}.

some passible output devices include: a cathode ray tube (CRT) video

monitor, liquid crystal display (LCD) screen, light ernitting diode (LED), an

LED screen, a printer, an audio speaker, an infra-red transmitier/port (¢.9.,

for communicating with a second slot machine), a radio transmitter, an

electric motor, a coupon or product dispenser, a Braille computer monitor, a

coin or bil dispenser. For game machines, examples of common output

devices include: a cathode ray tube GORT} monitor on a video poker

machine; a bell on a slot machine (6.¢., rings when a player wins); an LED

display of a player's credit balance on a slot machine; an LCD display of a

personal digital assistant (PDA) for displaying keno numbers; 4 printer to

provide a cashless gaming receipt, and a progressive jackpot meter bolled

ante the top of a game machine.

[O047] The terms “VO device” and “inputfoulpul device” shail be

synonymous and may refer to any combination of input and/or output

devices.

{O048} The term “player tracking cara” may refer to a device that

may be capable of identifying and/or storing information about a consumer

who iS a casino player. Typically player tracking cards may be accessed

by gaming devices and magnetic card readers operated by casino staff.

The information stored on the player tracking card may include identifying

information, as well as financial infarmation, such as a nurnber of gambling

crediis rernaining. The card may be machine readable, for example, by a

gaming device. According to same embodiments of the present invention,

@ player tracking card may store player and/or membership and/ar player
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preference information such as a player's desired rate of play. Alternatively

information on the card may merely be a pointer to information stored on a

server.

[00491 The ierm “gross winnings” may refer to a player's total

winnings for a session or time period, without regard to the amounts

wagered during the session.

{GOS0]| The term “net winnings” may refer to a player's total

winnings for a session or time period, less the total armaunt wagered during

that fime period.

[Q051] The terry “parameter” may refer to a physical characteristic

cf a gaming device, iis displayed text, graphics, video, audio, games,

features, options, or any aspect of the way in which a gaming device

operates. For example, the amount of time the gaming device allows its

reels to spin afler a single handle pull rnay be @ parameter of the gaming

device. The sensitivity of a button of the gaming device may be another

parameter. A third parameter may be fhe volume at which the garning

device produces sound. A fourth parameter may be a status of a player

selectable mode of operation of the gaming device, e.g., whether a “Batting

the Don’t,” “Auto-Play Made,” and/or a “Jackpot Only” feature is enabled. A

“game play” parameter may refer to a parameterrelated to a characteristic

of a gaming device specific to the experience of playing the game of the

gaming device. For exampie, the pace of the game may be considered a

game play parameter, whereas the clock speed of the gaming device’s

processor would likely not be considered a game play parameter.

[0052] The terms “feature” and “option” may be synonymous and

may refer io & parameter that may aifect how a garne operates on a game

machine. Features may affect pracesses like operating a game, displaying

game play, determining oquicomes, or outputting game resulis. Features

may include modes of operation of a game machine.

{OO53] The terms “reel resolution” and “resolution”—shall be

synonymous and may refer to the perceptible actions of a gaming device

thal are displayed to give the perception that the gaming device is working
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to generate an cuicorne. Modern gaming devices typically use very fast

processors to generate outcomes aimost instantaneously. The sounds and

displays typically presented by such gaming devices are not actually

relaied to the generation of the cuicomes. in an attempt to enhance the

gaming experience, modern gaming devices may create the perception that

the sounds and displays must complete or “resolve” before the ouicorne

may finally be presented. These “reel resolution” actions (including

sounds, displays, animations, flashing lights, etc.) by the gaming device

typically take orders of magnitude ianger io complete than the processor of

the gaming device takes to generate an outcome. However, in early siot

machines, the time it took for the reeis ta stop spinning (or to “resolve” was

the time if took for the gaming device to generale an outcome. Reel

resciution may refer to any actions er displays by the gaming device

between the time a player initiates a handle pull and the tire the gaming

device displays the auicame. In video poker and/or video blackjack type

games, resolution may refer fo actions or displays presented while the

player waiis to see the cards he is dealt. In a bonus round, reel resolution

may refer to actions or displays presented while the player watches

computation of bonus points or other outcomes.

[00541 The terms “reel resolution time” or “resolution time” shail be

synonymous and may refer to the me if takes between a handle pull and

final preseniation of the resulting outcome. Reel resolution time may be

almost instantaneous or in the case of elaborate bonus round animatians,

for example, may take several minutes.

[0055] The ierms “session,” “gaming session,” “gambling session,”

and “play session” shall be synonymous and may refer to a series of plays

at ane gaming device, a series of plays at mulliple qaming devices, and/or

@ continuous period of time spent gambling in a casino or home PC

location.

[0056] The terms “products,” “goods,” “merchandise,” and

“services” shall be synonymous and mayrefer to anything licensed, leased,

soid, available for sale, available for lease, available for licensing, and/or

or
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offered or presented for sale, lease, or licensing including packages of

products, subscriptions fo products, contracts, information, services, and

intangibles.

{0057} The term “merchant” may refer to an entity who mayoffer to

sell, lease, and/or license one or more products to a consumer Gor the

consumer or on behalf of another} or to other merchants. For example,

merchants may include saiss agents, sales channels, individuals,

companies, manufacturers, distributors, direct sellers, re-sellers,

subsidizers, and/or retailers. Merchants may transact cut of buildings

including stores, outlets, malls, casinos, and warehouses, and/or they may

transact via any number of additional methods including mail order

catalogs, vending machines, online web sites, and/cr via telephone

marketing. Note that a producer or manufacturer may choose not to sell to

customers cirectly and in such a case, a relailer may serve as the

manufacturers or producer's sales channel or agent.

[0058] The term “subsidizer’ may refer to an entity that provides a

subsidy to a casing er other party operating a controller (e.g., in exchange

for the player's promise to perform an activity), A third-party subsidizer

may be a merchant operaling independently from a casino except that the

casino may present offers to players that benefit the third-party subsidizer.

[6059] The term “message” may refer to any communication, in

any farm, intended to be presented to a player or other partly. Messages

may be of one cr a combination of types. For example, message types

may include status messages, promotional messages, instructive

messages, hypothetical information messages, activily-benefit offer

messages, and/or communication messages. Sialus message may

include messages that inform a player of a candition ar event that occurs.

Examples of sialus messages may include reminders, updates, news

alerts, and/ar sports scores. instructive messages may include messages

that provide instructive information relating to a game machine and/or

game play. Examples of instructive messages may include help

messages, tos and tricks, demonstrations, and hypothetical information
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about past gare play. Communication messages may include messages

generated by one or more people that are intended for a player. For

example, friends may send a communication message to a player at a

game machine. Promotional messages may inciude messages that

promote one or more products fo a player. Examples of promotional

messages may include advertisemenis, offers for free products, offers to

sell products, and activity-benefit offers. Combination messages may

include messages that fall into multipie categories and/or include multiple

types of messages. For example, a message describing a feature may bea

bath instructive message and a promotional message.

[O060} The term “activity-benefit offer’ may refer to an offer that

includes a description of an activity lo be performed by a player (and/or

may include players promise to perform the activity) and a benef tc be

received if this activity is performed. in some embodiments of the

invention, an activity-henefit offer may be aufout to a player as a message

and a player may have an opportunity to accepi or rejeci the activity-benefit

offer, The activity may be an action or task thal may be performed by, or

an behalf of, a player in exchange for the benefit. The benefit may be a

product or other form of value provided ic, or on behalf of, a player in

exchange for perfarming the activity.

{GOS1}] The term “response” may refer ic an indication provided by

@ player that is based on a message. For example, a message may be a

question. A player may provicie a response of “yes” or “no” to the question.

[0062] The term “representation” may refer to a method of

culpuiling a message and/or a format in which a message is presenied.

For example, a message may have a plurality of message representations

(e.g., ane in English, one in Spanish, one in green, one in yellow, one in

audio, etc.}.

fOO63] The term “partition” may refer to a video screen or an area

of a video screen that is used to display related information. Some

common examples of partitions include windows, solit-screen displays,

sidebars, headers, and focters.
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[O064] The term “category” may refer ta a grouping of one or more

messages. For example, all messages of a certain type may fall into a

single category (e.g., all messagesrelating to food, all status messages).

[O065} The term “presenter” may refer to an entity that presenis a

message to a player via a game machine. For example, a celebrity in a

video message may be a presenter, or a carioon character may present a

message to a player.

[O066] The term “visual cue” may refer to an aspect of a visual

display of a message. Examples of visual cues include color, fonts,

window borders, and location.

{0067} The term “queue” may refer to an ordered list of messages

that may be culoul. For example, the first message in a queue may be

output when a trigger candition occurs.

[GO88] The term “outputting” may refer to presenting, displaying,

revealing, and/ar indicating information. Note that outputting a message

may include outputting a representation of the message.

[0069] The ferm “trigger condition’ may refer to a condition that,

upon iis occurrence or satisfaction, results in a controler outputting a

message ala game machine. For example, a message may be outpul io a

player when the player exits a bonus round an a game machine in a

system where “exiting a bonus round” is specified as an occurrence of a

trigger condition.

[O070] The term “factor” may refer to information that may affect a

process. For example, various factors may affect whether a trigger

conditian occurs or whether a message is cuicul to a player.

[GO74] The term “suppressing” may refer to preventing, canceling,

delaying, or not outputting information. For example, a message may be

suppressed if itis no fonger relevant to 4 player and should not be oulpul.

fOO72] The term “suppression condition” may refer to a condition

thal, upon iis occurrence or satisfaction, results in a controller and/or a

game machine suppressing a message. For example, a message may be

suppressed if a player is currently playing a bonus round on a game
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machine in @ system where “playing a bonus round” is specified as an

occurrence of a suppression condition.

[OO73] The term “payoul’ may refer to a prize thal is provided to a

player basec on the cutcome of a game. A payout may be any form of

consideration, including money, products (e.g., a new car, a hotel room for

the night, dinner, a shoe shine, tickets lo a show), and allernate currencies

(8.g., comp points, frequent flyer miles).

B. SYSTEM

[Q074]) An example embodiment of the systern 190 of the present

invention is depicted in FIG. 1. The systern 100 according to some

embodiments of the present invention may include one or more controflers

102 (an example of which is depictec in FIG. 3) in ane or two-way

communication with one or more gare machines 104 (an example of

which is depicted in FIG. 2} via a network such as, for exarnpie, the Internet

or via another communications link. Although nat pictured, other casino

devices besides game machines 104 may be connected to the controller

102, Likewise, servers of other casinos and other establishments may be

in direct or indirect cormmunication with the controller 102. Note that in

some embodiments, the system may consist of anly a game machine 104,

[OO75}) In operation, the controller 102 may function under the

control of @ casino, merchant, subsidizer, or other entity that may also

control use of the game machines 104. For example, the controller 102

may be a server in a merchants network. in some embodiments, the

controller 102 may also be a merchant's server.

fOO76} In the embodiment pictured in FIG. 1, communication

between the controller 102, the game machines 104, and/or third-party

servers (mot piciurea}, may be direct and/or via a network such as the

infermet. Each of the controller 102 and the game machines 104 may

comprise, for example, computers, such as those based on the Intel®

Pentiurn® or Centrino™ processor, that are adapted to communicate with

each other. Any number of third-party servers (not pictured), external
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casino servers (not pictured), and/or game machines 104 may be in direct

or indirect, one or two-way communication with the controller 102. The

controller 102 and/or the game machines 104 may each be physically

proximate to each other or geographicaily remote from each other. The

controller 102 and/or the game machines 104 may each include

inpulfoutout devices.

[0077] As indicated above, communication between the coritraller

102 and the garne machines 104 may be direct or incdirect, such as over an

internet Protocol GP) network such as the internet, an intranet, or an

extranet through a web site maintained by the controller 102 (and/ora third-

party server} on a remote server or over an aniline data network including

commercial on-line service providers, bulletin board systems, routers,

gateways, and the like. in same embodiments, the nodes may

communicate with each other over local area networks including any

combination of Ethernet, Token Ring, FDDE Full Duplex Technology

(FFDT}), and the like, radio frequency communications, infrared

communications, microwave communications, cable television systems,

satellite iinks, Wide Area Networks (VAN), Asynchronous Transfer Mode

(ATM) networks, Public Switched Telephone Network (PSTN), other

wireless networks, and the like. Cammunicatian between the controller 102

and the game machines 104 (and any other devices} may be encrypted to

ensure privacy, provide securily, and prevent fraud.

fOO078] Those skilled in the art wil understand that devices in

communication with each other need not be continually transmitting to each

other. On the contrary, such devices need only transmit fo each other as

necessary, and may actually refrain from exchanging data most of the time.

For example, a device in communication with another device via the

internet may noi transmit data to the other device for weeks or months ala

time.

fOO7S}_ The controller 102 (and/or a third-party server} may function

as a “Web server’ that presents and/or generates Web pages which are

documents stored on Internet-connecied campuiers accessible via the
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Warkd Wide Web using protocols such as, e.g., the hyper-text transfer

protocal CHTTP"}. Such documents typically include one or more hyper-

text markup language (HTML") files, associated graphics, sound, and

script files. A Web server allows communication with the controller 102 in a

manner known in the ari. The game machines 104 may use a web

browser, such as NAVIGATOR® published by NETSCAPE®for accessing

HTML forms generated or maintained by or on behalf of the controller 102

and/or a third-party server,

fOO80}] As indicated above, the controller 102 and/or a third-party

server may include or be part of, @.g., processor based cash registers,

telephones, interactive voice response ('VR} systems such as the ML400-

HR™ sold by Missing Link, Inc. of New Britain, CT, cellular/wireless

phones, vending machines, pagers, gaming devices including slot

machines, personal computers, poriable types of computers, such as a

laptop computer, a wearable computer, a palm-top camputer, a hand-held

computer, a smart card, and/or a Personal Digital Assistant CPDA*).

Further details of the controller 102 and the game machines 104 are

provided below with respect to FIGs. 2 and 3.

fOO8i} As indicated above, in some embodiments of the invention,

the controller 102 (and/or a third-party server) may include game machines

104. in addition, ihe conirolier 102 may communicate with users directly

instead of through the game machines 104. Alhough not pictured, the

controller 102, a third-party server, and/or the game machines 104 may

also be in cornmunicalion with one or more consumer and/or merchant

credit institutions to effect currency transactions and may do so directly or

via a secure financial network such as the Fedwire neiwork maintained by

the United States Federal Reserve System, the Automated Clearing House

(ACH) Network, the Clearing House Interbank Payments System (CHIPS),

or the like.

[OO82) In operation, the controller 102 and the game machines 104

mey exchange information about the use of the game machines 104 by

individual players, data about the players, messages, and the like. in
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embodiments with a third-party server, the controller 102 and/or the game

machines 104 may exchange information about the use of the game

machines 104 by individual players, data about the players, messages, and

the like via the third-party server. The game machines 104 may, for

example, provide information related to parameters and conditions to the

controller 102 (and/or a third-party server}. The game machines 104 may

further provide gambling performance and player data to the controller 102

(and/or a third-party server}. The controller 102 (and/or a third-party

server} may pravide messages for a player and/or historical information

about the player to the game machines 104 in the casino location or to

remote gaming devices.

(GOSS) ois worthwhide fo note that the system 100 may be

arranged into a variety of configurations, with functionality residing in

various iocalions. Various information may be transmitted between

different devices. For example, the controller 102 may control most

aspects of outputting a message. it may determine a message to cutpul,

determine when to output the messages, and determine how to output the

message. The message may then be transmitted to a game machine 104

and output fa the player by the ganre machine 104,

(G084) In same embodiments as indicated above, the controller

102 may reside in @ game machine 104. For example, a game machine

104 may control mast aspects of culputiing a message. A game machine

104 may not even have a network connection. in some embodiments, a

message may be determined by the contraller 102, bul a game machine

104 may control wher fo output the message. For example, a game

machine 104 may suppress a message that is transmitted by the controller

102.

[GO85}] in some ernbacimernis, a message may be delermined by

the controller 102, and the controller 102 may determine a representation

for the message and a triager condition. This information may be

transmitied to a game machine 104 and then the game machine 104 may

output the representation of the message when a trigger condition occurs.
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in some embodimenis, a game machine 104 may determine that a trigger

condition has occurred and query the controler 102 to determine a

message to output. The controlier 102 may then transmit a messageto the

game machine 104 for ouipui by the garne machine 104. Note that a wide

variety of other configurations are passible. Ht should be understood that

methods of the invention may be implemented by one or more garne

machines 104, one or more controllers 102, other devices, and/or any

combination therecf.

CG. DEVICES

[OO086} FIG. 2 is a block diagram illustrating details of an example

of a game machine 104 cf FIG. 1. As indicated above, a game machine

104 may include all of the functionality and structure of a controller 102 in

some embodiments of the invention. In the particular example embodiment

depicted in Fits. 2 and 3, the game machine 104 is shown as distinct fram

the controller 102 but at least includes hardware and software operable to

respond to instructions from the controller 102 and includes one or more

game machine programs (not pictured} to execute the methods of the

present invention or partions thereof as indicated above in the text

describing the system in operation.

[O087] FiG. 3 is a block ciagrarn iHustraling details of an example

of the cantraler 102 of FIG. 1 (and/or an example of a third-parly server).

The controller 102 is operative ta manage the sysiem 100 and execute the

methods of the present invention. The controller 102 may be implernented

as one or more system controllers, one or more dedicated hardware

circuils, one or more appropriately programmed general purpose

computers, ar any other similar electranic, mechanical, electra-mechanical,

and/or human operated device.

[OO88] The controler 102 (and/or a third-party server) may include

@ processor 302, such as one or more intel? Pentium® processors, The

processor 302 may include or he coupled to one or more clocks ar timers

{not pictured}, an input device 338, an cutout device 340, and one or more

23

Zynga Ex. 1002, p. 30
Zyngav. IGT

IPR2022-00200



Zynga Ex. 1002, p. 31
Zynga v. IGT

IPR2022-00200

communication poris 336 through which the processor 302 communicates

with other devices such as the game machines 104 and/or a third-pariy

server. The processor 302 is also in cornmunication with a data storage

device 304. The data storage device 304 may include any appropriate

combination of magnetic, oplical and/or semiconducior memory, and may

include, for exarnple, additional processors, cormmunicalion ports, Random

Access Memory CRAM’), Read-Only Memory (ROM’), a compact disc

and/or a hard disk. The processor 302 and the storage device 304 may

each be, for example: (i) located antirely within a single computer or other

computing device; or Gi} connected to each other by a remote

communication medium, such as a serial port cabie, a LAN, 4 telephone

line, radio frequency transceiver, a fiber aptic cannection or the like. In

some embodiments for example, the controller 102 may comprise one or

more cornputers (or processors 302) that are connected to a remote server

computer operative to maintain databases, where the data storage device

304 is camprised of the combination of the remote server computer and the

associated databases.

[00891 The data sterage device 304 may store a server program

306 for controlling the processor 302. The processor 302 performs

instructions of the server program 306, and thereby operates in accordance

with the present invention, and particularly in accordance with the methods

described in detall herein. The present invention may be embodied as a

computer program developed using an object oriented language that allows

the modeling of complex systems with modular objects to create

abstractions thai are representative of real world, physical objects and their

interrelationships. However, it would be understood by one of ordinary skill

in the art that the invention as described herein can be implemented in

many cifferent ways using a wide range of programming techniques as well

as general purpose hardware systems or dedicated controllers. The server

program 306 may be stored in a compressed, uncompliled and/or encrypted

format. The server program 306 furthermore may include program

elemenis that may be generally useful, such as an operating system, a
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database management system and device drivers for allowing the

processor 302 to interface with computer peripheral devices. Appropriate

general purpose program elements are known to those skilled in the art,

and need noi be described in detail herein.

fOOSO, Further, the server program 306 is operative fe execute a

number of invention-specific, objects, modules and/or subroutines which

may inciude (bul are not limited to) one or more routines to identify a player

at a game machine 104; one or more routines to retrieve messages fram

databases; one or more routines to receive information about a user, one

or more routines to retrieve historical dala regarding a player; one or more

routines to send messages io @ game machine 104; one or more routines

fo send signals to a game machine 104 to adiust a pararneter; one or more

routines for receiving information from a gare machine 7104; ane or more

routines ta store player performance information; one or more routines to

store player preference information; one or more routines to facilitate and

control communications beiween game machines 104 and/or third-party

servers; one or more routines to restore a game machine 104 to using its

default parameter values: and/or one or more routines to control databases

or software objects that track information regarding users, casinos,

merchants supplying prizes, other third-pariies, gambling resulls, garne

machines 104 and awarding prizes. Examples of some of these routines

and their operation are described below in conjunction with the flowchart

depicted in FIG. 17.

{O091} In addition to the server program 306, the data storage

device 304 is operative to store any number of databases useful to execute

the processes of the present invention. The particular embodiment

depicted in FiGs. 3 includes thirteen examples of databases including a

player database 308; several types of message daiabases 310, 312, 314,

316, 318, 320; a trigger condition database 322; a message represeniation

database 324; a message formatting database 326, a message queue

database 328; a suppression condition dalabase 3230; and a message
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history database 332. The purpose and function of each of these

databases are described in detail below with respect io Fis. 4 through 16.

[Q092] According to some embodiments of the present invention,

the instructions of the server program 306 maybe read into a main memory

of the processor 302 frarn another computer-readable medium, such from a

ROM to a RAM. Execution of sequences of the instructions in the server

program 306 causes processor 302 to perform the process sieps described

herein. In alternative embadimenis, hard-wired circulfry or integrated

circuilis may be used in place of, or in combination with, software

instructions for implernsntation of the processes of the present invention.

Thus, embodiments of the present invention are not limited to any specific

combination of hardware, firmware, and/or software.

{(GO93] Turning back to FIG. 2, a block diagram depicting an

example game machine 104 may include a processor 202 coupled to a

data storage device 204, a sensor 216, a random number generator 218, a

communications port 220, an input device 222, an output device 224, a

hopper contraller 226A coupled te a hopper 225B, a clock (nat pictured), a

video controler 226C couplec to a touch screen 226D, a coin acceptor

controller 226E coupled to a coin acceptor 226F, a bill accepior controller

226G coupled to a bill acceptor 226R, a reel controller 228 coupled to reels

228A, 228B, 228C, RAM 230, ROM 232 anc/or a player tracking card

reader (not pictured).

[0094] A game machine may include a payment sysiem 226A-H

that performs two main functions: accepting payment from a player (e.g., a

wager} and providing payment io a player (e.g., a payout), it should be

noted that payment is not limited to money but mayalso include other types

of consideration, including products, services, and alternate currencies

(6.g., casino chips}. Exemplary methods of accepting payment from a

player include: receiving hard currency (.e., cains or bills} via a coin or bil

acceplor 226F, 226H; receiving an allernate currency {@.g., a paper

cashless gaming voucher, @ coupon, a casino token); receiving a payment

identifier (e.g., a credit card number, a cebit card nurnber, a player tracking
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card number) and then debiting the account identified by the payment

identifier accordingly; and/or determining/verifying that a player has

performed a value-added activity (6.q. in fullliment of a “activity-benefit

afier’ based agreement), Exemplary methods of providing payment to a

player include: dispensing hard currency (.e., coins or bills} via e.g. a

hepper 226B; dispensing an allernate currency (e.g., a paper cashless

gaming voucher, a coupon, a casino token}; crediting a player account

{e.g., a bank account or other financial account) identified by a payment

identifier (e.¢., a credit card number, a cebit card number, a player tracking

card number); and/or providing a product or service to the player (6.¢., a

jackpot may be a new car).

fOO85, Note that while using the present invention, a player may

operate mulliple game machines 104. Examples include: a player may

simultaneously play two side-by-side game machines; a player may play a

slot machine and then continue his gambling session at a video poker

machine; and a player may use a telephone or other device to remotely

operate bwo or more game machines.

[O0S6} In some embodiments, a game machine 104 may allow a

player to play a game of skill rather than a game of chance. Examples of

games of skill include skill cranes, skee-ball, pinball, and some video

games. Such an embodimeni may be more appealing to ceriain players or

may be permitied in areas where itis Hlegal to gamble on games of chance.

[0097] The data storage device 204 may store a game machine

program (not pictured) for controlling the processor 202. The processor

202 performs instructions of the game machine program, and thereby

operates in accordance with the present invention, and particularly in

accordance with the methods cescribed in detail herein. As with the casino

server program 308 described above, the game machine program may be

embodied as a computer pragram developed using an object oriented

language that allows the rnodeling of complex systems with modular

objects fo create abstractions that are represeniative of real world, physical

objects and their interrelationships. However, it would be understood by
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one of ordinary skill in the art that the invention as described herein can be

implemented in many differant ways using a wide range of programming

techniques as well as general purpose hardware sysiems or dedicated

controllers. The game machine program may be slored in a compressed,

uncompiled and/or encrypted formal. The game machine program

furthermore may incluce program elements thai may be generally useful,

such as an operating system, a database management sysiem and device

drivers for allowing the processor 202 to interface with computer peripheral

devices. As stated above, appropriate general purpase program elements

are known to thease skilled in the art, and need not be described in detail

herein.

[OO98, Further, as with the server program 306 described above,

the game machine program may be operative te execule a number of

invention-speciic, objects, modules and/or subroutines which may include

(but are not limited to) ane or more routines to identify a player at the game

machine 104; one or more routines to oufput messages; one or more

routines {fo receive information about @ user; one or more routines fo

implement rules regarding adjusting parameters; one or more routines to

adiust parameters; ane or more roulines to receive messages from a

controller 102; one or more routines to receive signals fram a cantrolier 102

fo adjust parameters; one or more routines to send information to a

controller 162; one or more routines ta store player performance

information; one or more routines to stare player preference information;

one or more routines to faciltate and control communications between ihe

game machine 104 and/or third-party servers; one or more routines to

restore the game machine 104 io using iis default parameter values; and/or

one or more routines to control databases or software objects that track

information regarding users, casinos, merchants supplying prizes, other

third-parties, gambling results, other gaming devices, and awarding prizes.

Examples of some of these routines and their operation are described

below in canjunction with the flowchart depicted in FIG 17.
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fOOSS} As with the server program 306, according to some

embodiments of the present invention, the instructions of the game

machine program may be read into a main memory of the processor 202

from another computer-readabie medium, such from a ROM 232 to a RAM

239. Execution of sequences of the instructions in the game machine

program causes processor 202 fo perform the process steps described

herein. in alternative embodiments, hard-wired circuiiry or integrated

circuits may be used in place of, or in combination with, sofiware

instructions for implernentation of the processes of the present invention.

Thus, embodiments of the present invention are not limHed to any specific

cambination of hardware, firmware, anc/or sofhware. In addition to the

game machine program, the storage device 204 may also be operative to

store dalabases.

[60100] Although the databases are depicted as residing on the

controller 102 in the example embodiment of FIG. 3, it should be

understood that these databases could just as easily be iniplemenied on

the game machine 104. Likewise, a garne machine 104 may store a

redundant copy of the controller's databases ta protect against data loss or

for any number of other reasons. In embodiments in which, for example,

the controller 102 serves/contrals multiple casinos operated by different

eniilies, a casino may wish to have a local copy of the portions of the

databases that include entries related to that casine and exciude other

casinos’ access to that casino’s information. Thus, in some embodiments

of a game macnine 104 according to the present invention there may be

included lacal copies of some portions of the databases. Such a redundant

configuration may provide enhanced sysiem performance by reducing

network communicatians. A game machine program may include ane or

more routines to respond to requests from other gaming devices for player

data, message data, trigger condition data, representation data, formatting

data, queue data, suppression condition data, and message history date.

Such a distributed configuration may provide enhanced system security by

allowing different casinos to store and maintain their own databases. In
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some embodiments, local versions cf the databases are not stored an the

game machines 104 af all and instead, the game machine program

accesses casino server databases which are stored and maintained

exclusively on the controller 102. Likewise, in some embodiments, the

databases may only exist on a4 third-party server and thus, both the

controller 102 and the game machines 104 may access a third-party server

for the data.

D. DATABASES

[00107] As will be understcad by those skilled in the art, the

schematic illustrations and accompanying descriptions of the sample

dalabases presenied herein are exemplary arrangements for stored

represeniations of information, Any numberof other arrangements may be

employed besides those suggested by the tables shown. For example,

even though thirteen separate databases are illustrated, the invention cauid

be practicad effectively using one, two, twenty, thirty, or more functionally

equivaiemt databases. Similarly, the ilustrated entries of the databases

represent exemplary information only; those skilled in the ari will

understand thal the number and content of the entries can be different from

those ilustrated herein. Further, despite the depiction of the databases as

fables, an object-based model could be used to store and maripulaie the

data types of the present invention and likewise, object methods or

behaviors can be used to implement the processes of the present

invertion. These processes are described below in detail with respect fo

FES. T?.

{G0102] As indicated above, it should be noted that alihough the

example embodiment depicted in FIG. 3 includes thirteen particular

databases stored in slorage device 304, other database arrangements may

be used which would still be in keeping with the spirit and scope of the

present invention. In other words, the present invention could be

implemented using any number of different dalabase les oar data

structures, as opposed to the thirteen depicted in FIG. 3. Further, the
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individual database files could be stareci on different devices (e.¢., located

on different storage devices in different geographic locations, such as on a

server or a game machine 104). Likewise, the programs 206, 306 cauld

also be located remotely from the storage devices 204, 304 and/or an

another server. As indicated above, the programs 206, 306 may include

instructions for retrieving, manipulating, and storing data in the databases

as may be useful in performing the methods of the invention as will be

further described belaw.

1. Player Database

[G91023] Turning to FIG. 4, a tabular representation of an

embodiment of a player dalabase 308 according io some embodiments of

the present invention is iNustrated. This particular tabular representation of

a player database 308 includes six sample records or entries which each

include information regarding a particular player. in some embodiments of

the invention, a player database 306 is used fo track information about

players including identity, contact information, preferences, perforrnance

history, comp points, current activity, and demographics. Those skilled in

the art will recognize that such a player database 308 may include any

number of entries or additional fields.

[00104] The particular tabular representation of a player database

308 depicted in FIG. 4 includes five fieids. The fields may include: (1) a

player identifier field 400 that may store a representation uniquely

identifying the player; (1) a narne fleld 402 thal may store a representation

of the players name: ij} cornp points field 406 thai may siore a

representation of the number of comp points a player has earned, (iv) a

current activity field 406 that may store a description of what the player is

doing and where he is doing it al the current time; and (vj a notes field 408

that may store further information regarding the player.

fOO105] The example olayer database 308 depicted in FIG. 4

provides example cata to ilustrate the rneaning of the information stored in

this database embodiment. A player identifier 500 (e.g., “PLAYER-1-
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0283455573 may be used to identify and index players listed in the player

database 308. In this example, “PLAYER-1-02834555" identifies a player

named “Anne Red” as indicated by the player namefield 402. According to

the daiabase, Anne Red has 1,846 comp points, is operating slot machine

#12, enjoys traveling, and has visited Mexico three times in the last year.

{O0106] As will be described in detail below, a variely of different

types of messages are possible, including promotional messages,

instructive messages, status messages, communication messages, and

activity-benelit offers, hypothetical information messages, and combination

messages. inforrnation about messages may be stered in one ar more

message databases.

(001707) Turning to FHS. §, a ftabuler representation of an

embodiment of a promotional message database 310 according to some

embodiments of ihe present invention is dlustrated. This particular tabular

represeniation of a pramational message database 310 includes seven

sample records or entries which each include information regarding a

promotional message. in some embodiments of the invention, a

promotional message database 310 is used to track information about

promotional messages including message identity, use, and message

content. Those skilled in the art will recognize that such a promotional

message daiabase 310 may include any number of entries or additional

fields,

fOO108} The particular tabular representation of a promotional

message database 310 depicted in FIG. 5 includes two fields. The flelds

may include: (i) a promotional message identifier field 500 that may store a

representation uniquely identifying the promotional message and fi) a

promotional message field 502 that may store a representation of a

description of the message to be oaulpul or, in some embodiments, the

aciual message.

[OO109] The example promotional message database 310 depicted

in FiG. 5 provides example data to illustrate the meaning of the inforrnation

stored in this database embodiment. A prornctional message identifier 500
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fe.g., “PROMO-1-85925475") may be used ia identify and index

promotional messages listed in the promotional message database 310. In

this example, “PROMO-1-85923475"identifies a promotional message that

reads “Gel two steak dinners for the price of one al Alice’s resiaurant.”

{001710} Turning to FHS. 6, a tabuler representation of an

embodiment of an instructive message database 312 accarding te some

embodiments of the present invention is dlustrated. This particular tabular

represeniation of an instructive message database 312 includes five

sampie records or entries which each include information regarding an

instructive message. In seme embodiments of the invention, an instructive

message daiabase 312 is used to track information about instructive

messages including message ideniily, use, and message content. Those

skilled in the art will recognize that such an instructive message database

312 may include any number of entries or additional fields.

fO0111] The particular tabular representation of an instructive

message database S12 depicted in FIG. 6 includes two fields. The fields

may include: (} an instructive message identifier field 600 thal may store a

representation uniquely identifying ihe instructive message and {H) an

instructive message field 502 that may store a representation of a

description of the message fo be output or, in same embodiments, the

aciual message.

fO0112] The example instructive message database 312 depicted in

FIG. 6 provides example data to iflusirate ihe meaning of the information

stored in this database embodiment. An instructive message identifier 600

fe.g., —INSTR-1-842985152") may be used to identify and index instructive

messages listed in the instructive message database 312. In this example,

“INSTR-1-642985152" identifies an instructive message that reads “Press

and hold ihe spin bulton for ten seconds to activale ‘Auio-Play’ mode.”

f00113] Turning to FIG. 7, a tabular representation of an

embodiment of @ status message database 214 according to some

ambodiments of the present invention is dlustrated. This particular tabular

representation of a status message database 314 includes five sample
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records or entries which each include information regarding a status

message. in some embodiments of the invention, a status message

database 314 is used fo track information about status messages including

message identity, use, and message content. Those skilled in the art will

recognize that such a status message database 314 may include any

number of entries ar additionalfields.

[00114] The particular tabular representalion of a siatus message

database 314 depicted in FIG. 7 includes two fielkis. The fields may

include: G) a status message identifier field 7O0 that may store a

representation uniquely identifying the status message and (i) a status

message fleld 702 that may siore a representation of a description of the

message to be output or, in some embodiments, the actual message.

fO0115] The example status message database 314 depicted

in FIG. 7 provides example data to iustrate ihe meaning of the information

stored in this database embodiment. A status message identifier 700 (e.g,

“STATUS-1-56189345"} may be used fo identify and index status

messages listed in the status message dalabase 314. In this example,

“STATUS-1-56189345" identifies a status message that reads “Yau

currently have X comp points” where X is filled in based on information

regarding a targeted player frarn the player database 308.

[00116] Turning to FIG. 8, a tabular representation of an

embodiment of a hypothetical information message database 316

according to same embodiments of the present invention is illustrated. This

particular tabular representation of an hypothetical information message

database 316 includes five sample records or enines which each include

information regarding a hypothetical information message. in some

embodiments of the invention, a hypothetical information message

database 318 is used to track information about hypothetical information

messages including message identity, use, and message conient. Those

skiled in the art wil recognize that such a hypothetical information

message database 216 may include any number of entries or additional

fields.
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[OO117] The particular tabular representation of a hypothetical

information message database 316 depicied in FIG. & includes two fields.

The fields may include: () a hypothetical information message identifier

field 800 that may store a representation uniquely identtying the

hypothetical information message and (ij) a hypothetical informatian

message field 02 that may store a representation of a description of the

message to be output or, in some embodiments, the actual message.

[00118] The example hypothetical information message database

316 depictec in FHS. 8 provides example data fo Hlustrate the meaning af

the information stored in this database ermbodirnent. A hypothetical

information message identifier 800 (e.g., “HYP-1-093275126") may be used

fo ident#y and index hypothetical information messages listed in the

hypothetical information message database 316. in this example, “HYP-1-

083275126" ideniiies a hypothetical information message that reads “If you

had only bet 7 coin instead of three coins last spin, you would have only

won 16 coins instead of 40.”

(Q01719] Turning to FIG. 98, a tabular representation of an

embodiment of an activity-benefit offer database 318 according to some

embodiments of the present invention is dlustrated. This particular tabular

represeniation of an activity-benefit ofer database 318 includes nine

sampie records or entries which sach include information regarding an

aciivity-benei offer. in some embodiments of the invention, an activily-

benefit offer database 318 is used to track information about activity-benefit

offers including messageidentity, use, and offer content including activities

and benefits. Those skilled in the art will recognize that such an activity-

benefit offer database 318 may include any number of entries or additional

fields.

[00120] The particular tabular representation of an activity-benefit

offer database 318 depicted in FIG. 9 includes three fields. The fields may

include: () an activity-benefit offer identifier field 900 that may store a

representation uniquely identifying the activity-benefit offer; Gb an achvity

field 902 that may store a representation of a description of the activity to
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be output as part of the offer ar, in some embacirnents, the actual offer

message or activity portion of the message; and (1) a benefit field 904 that

may store a representation of a description of the benefit to be output as

part of the offer or, in some embocirnents, the aciual offer message or

benefit portion of the offer message.

{(O0121] The example activily-benefit offer catabase 318 depicted in

FIG. 9 provides example data to dlustrate the meaning of the information

stored in this database embodiment. An activity-benefit offer identifier 900

(3.g., “OFF-1-25480923”") may be used to identify and index offers listed in

the activity-benefit offer database 318. In this example, “OFF-1-23480923”

identities an offer where if the player can “Play at least 20 games on a

Rascally Rabbit Slot Machine” he will receive “S crediis” in exchange for

deing sa.

[00122] Turning te FIG. 10, a tabular represeniation of an

embadiment of a combination message database 320 according ta some

embodiments of the present invention is dlustrated. This particular tabular

represeniation of a combination message database 320 includes five

sample records or entries which each include information regarding a

combination message. in some embodiments of the invention, a

combination message database 3270 is used fo track information about

combinalion messages including message identity, use, and message

content. Those skiled in the art will recognize that such an combination

message database 320 may include any number of entries or adeiitional

fields.

[00123] The particular tabular represeniation of a cornbinatian

message database 320 depicted in FIG. 10 includes two fields. The fields

may include: G) a combination message identifier field 1000 that may store

a representation uniquely identifying the combination message and (i a

combination message field 1002 that may store a representation of a

description of the message to be output or, in some embodiments, the

actual message.
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[O0124] The example combination message database 320 depicted

in FiG. 10 provides example data to iHustrate the meaning of the

information stored in this database embodiment. A combination message

identifier 1000 (e.g., “COMBO-1-84151451") may be used to identify and

index combination messages listed in the combination message database

320. In this example, “COMBO-1-84151451" identifies a combination

message thai reads “The only way to win the maximum jackpot is by

betting three coins per spin. Would yaulike to increase your bet size to 3

coins per spin?”

[00125] Turning to FiGs. T1A and 11B, tabular representations of an

embodiment of irigger condition databases 322A, 322B accarding ia some

embodiments of the present invention are iustraled. These particular

tabular representations of tigger condition databases 322A, 322B includes

seven and six sample records or entries respectively, which each include

information regarding a particular trigger condition. Each of the two

databases 322A, 322B depicted represents a different set of trigger

conditions. Note that a given set of trigger conditions (6.9., 322A) may be

active only certain times, for certain players, and/or for certain messages.

in sorne embodiments of the invention, a trigger condition daiabase 322 is

used to track information about triggers including canditians and messages

fo output. A trigger condition database 322 may be useful in determining

when to oufput @ message to a player. Those skilled in the art wil

recognize that such a trigger condition database 322 may include any

number of entries or additional fields.

[00126] The particular tabular representation of a trigger conditian

database 3224 depicted in FG. 114 includes seven fields. The particular

tabular representation of a trigger candition database 3228 denicted in FIG.

11B includes six fields. The fields may include: G} a trigger condition for

outputting messages field 11004, 1100B that may store a representation of

an indication of the trigger condition (¢.9., a Boolean expression} and GD a

message(s) fo outpul field 17024, 1702B that may sicre a representation of
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an indication of what message(s} fo oulpuf when the trigger condition

occurs.

[00127] The example trager condition databases 322A, 322B

depicted in FiGs. 11A and 11B provide example data io illustrate the

meaning of the information stored in these database embodiments. fn the

first example record of database 322A, the next message waiting in the

queue (e.g. message queue database 328A of FIG. 14A) is output when

the player reaches the end of a game and the priorily of the next message

in the queue is greater than or equal to “300.”

00128] Turning to FIG. 12, a tabular representation of an

embodiment of a message representation database 324 according to some

embodiments of ihe present invention is dlustrated. This particular tabular

represeniation of a message representation database 324 includes six

sample records or entries which each include information regarding a

particular message representation. In some embodiments of the invention,

a message representation database 324 is used fo track information about

message representations including message identity and the different types

af representations available for the message. Those skilled in the art will

recognize that such a message representation database 324 may include

any number of entries or addiional fields.

[O0129] The particular tabular representation of a message

representation database 324 depicted in FIG. 12 includes five fields. The

fields may include: (i) a message identifier field 1200 that may store a

representation uniquely identifying the message with which the

representation data is associated; (i) a text representation field 1202 that

may store a representation of an indication of whether a text representatian

of the message is available: di) a Spanish text representation field 1206

that maystore a representation of an incicatian of whether a Spanishtext

representation of the message is available; (iv) an audio representation

field 1206 that may store a representation of an indication of whether an

audio representation of the message is available: and (v) a Spanish audio

representation fleld 1208 that may store a representation of an indication of
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whether a Spanish audio representation of the message is available. in

some embodiments, additional fields such as a video representation field or

a picture-in-picture representationfield might be included.

[00130] Turning to FIG. 13, a tabular represeriation of an

embodiment of a message formatting database 326 according to some

embodiments of the present invention is diusirated. This particular tabular

represeniation of a message formatting database 326 includes six sample

records or enines which each include information regarding a particular

message formatting for a given player. in some embodiments of the

invention, message formatting database 326 may be useful in generating a

representation of a message fc output to a player. Those skilled in the art

will recognize that such a message faormatling database 326 may inciude

any number of entries or additional fields.

{[O0131] The particular tabular representation of a message

formatting database 326 depicted in FiG. 13 includesfive fields. The fields

may include: @) a player identifier field that may store a representation

uniquely identifying the player; (i a message category field 1300 that may

store a representation of the message category: Gi) @ type of partition or

window field 1302 that may store a representation of the type of partition or

window to be used when the message is output (iv) a color of message

border fieid 1304 thal may siore a descrigtion of the color of the message

border, (v} a message ttle fleld 1308 that rnay siore a representation of a

message title to be displayed; and {vi} a sound upon output field 1370 that

may store a representation of a sound to be played when the messageis

culpui This version of a message formatting database 326 shows haw

messages may be formatted according to their categories. For example, ail

messages about features may be formatted the same way. As shawn,

according to some embacdiments, the controler 102 may store a different

message formatting database 326 for each player.

[00132] Turning to FiGs. 144 and 14B, a tabular representation of

an embodiment of a message queue database 328 according to some

embodiments of the present invention is illustrated. These particular
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tabular representations include three and four sample records or entries

respectively, which each include information regarding a particular

message. A message queue database 328 may be useful in controlling the

order that messages are ouiput to a player. Those skilled in the art will

recognize that such a message queue database 3238 may include any

number of entries ar additionalfields.

[00133] A message queue database 328 stores an ordered lst of

messages that may be output to a player at a game machine. As shown in

these figures, the order of the list may be dependent on the priorities of the

messages, which may be determined using a point system. For each

message in the queue, the message queue caiabase 328 may store an

indication of the position in the queue 74004, an indication of the message

1402A (e.g., a message identifier), and an indication of a paint value for the

message 14044. Note thal FiG. 148 shows how a higher criorily message

(e.g. “HYP-3-093275126") may be inserted into the queue while FIG. 144A

shows the database before this message was inserted.

[00134] Turning to FIG. 15, a fabular representation of an

embodiment of a suppression condition database 330 according ic some

embodiments of the present invention is dlustrated. This particular tabular

representation of a suppression condition database 320 includes eight

sampie records or entries which each include information regarding a

particular suppression candiion. in some embodiments of the invention, a

suppression condition database 330 is used fo determine when fo suppress

a message that would have been output to a player. Those skilled in the

art will recognize that such a database may include any number of entries

or additional fields. For each suppression condition, this version of the

suppression condition database 330 stores an indication of the suppression

condition 1500 (e.g., a Boolean expression); a result of suppression 15902

(9.g., delay the message, cancel the message, put the message in the

gueuek and a tnager condition for delayed output 1504 (if applicable).

[00135] Turning to FIG. 16, a ifabular representation of an

embodiment of a message history database 352 according to some
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embacdiments of the present invention is dlustrated. This particular tabular

representation includes seven sample records or entries which each

include information regarding a particular message. in some embodiments

af the invention, a message histary database 332 is used io track

information about messages that have already been output to one or more

players. Those skilled in the art wil recognize that such a database may

include any number of entries or additional fields. For each message that

has been output, this database stores what message was cutout 1600

(2.g., a Message identifier), what player received the message 1602 (e.4.,

a player ideniifier); the time when the message was cutout 1604; and the

player's response io the message 1606 (if any).

[00136] The use of each of these databases is described in more

detail below with respect to the methods of the present invention.

E. PROCESS DESCRIPTIONS

[(Q0137] The system discussed above, including the hardware

components and the databases, are useful to perform the methods of the

invention. However, ft should be uncersicod that not ail of the above

described components and databases are necessary fo perform any of the

present invention’s methods. in fact, in sorne embodiments, rione of the

above described system is required to practice the present invention's

methods. The system described above is an example of a system that

would be useful in practicing the invention's methods. For example, ihe

Status message database 314 described above with respect to FIG. 7 is

useful for storing status messages, bui # is not absolutely necessary fo

have such a database in arder ta perform the methocs of the invention. In

other words, the methods described below may be practiced using, for

example, a garne machine cragram that is able to creale messages as

needed without having to access a database.

[00138] Referring to FIG. 17, a flowchari is depicted that represent

some embodiments of ihe present invention that may be performed by the
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controller 102, a game machine 104, and/or the casina. it must be

understcod that the particular arrangement of elements in the flowchart of

FIG. 17, as well as the number and order of example steps of various

methods discussed herein, is not meant fo imply a fixed order, sequence,

quantity, anc/or timing fo the steps; embodiments of the present invention

can be practiced in any order, sequence, and/or timing thai is practicable.

Likewise, the labels used to reference ihe individual steps of the methods

are not meant to imply a fixed order, sequence, quantity, and/or timing to

the steps. in other words, for example, Step 1704 may be followed by Step

1702 in some situations and Step 1706 in others.

[00139] In general terms and referring to FIG. 17, method steps of

an embodiment of the present invention may be summarized as follows. In

Step 1702, a message is determined. In Step 1704, a representation of the

message is determined. In Step 1706, the system 100 waits for a trigger

condition to occur. in Step 1708, the message is output to a player al a

game machine.

[00140] In the subsections that follow, each of these steps will naw

be discussed in greater detail. Note that noi all of inese sieps are required

fo perform the methods of the present invention and that additional and/or

alternative steps are alsa discussed! below. Also mote that the above

general sieos represent features of only some of the embodimenis of the

present invention and that they may be combined and/or subdivided in any

number of diferent ways so that methods of the present invention include

more or fewer actual steps. For example, in some embodiments many

additional steps may be added fo update and maintain the databases

described above, bul as indicated, il is not necessary to use the above

described databases in all embodiments of the invention. In other words,

the methods of the present invention may contain any numberof steps that

are practicable to implement the several different inventive processes

described herein.

(1) Determine A Message
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[00141] In Step 1702, a message is determined from among a

variety of different types of messages. Examples of same message types

include: (A) status messages, (B) instructive messages, (C) communication

messages, (D) hypothetical information about past game play messages,

(E} prammotional messages, (F} activity-benefit offers, and (G) combination

messages. Many other types of messages are possible. Each of the listed

message types is described in detail below. Note that a message may be

any information that may be output io a player using an output device on a

game machine. Messages may be output in 4 variety of different forms,

including texi, audio, video, and images.

(A} Status Messages

[60142] A status message may be a message thai informs a

player of a condition or event that occurs. Orfferent types of status

messages inciude:

0) gaming-related messages

dh messages about complimentaries (1.e., “comps’)

(it) messages about enabled features on a game machine

(iv) messages relating to a player's visi to a casino

iv} rerninders and aleris based on a player's digital calendar

ivi} news alerts

{vil} messages about other parties

(vil) messages about processes in progress

x} messages aboul waiting in line

(x) messages about activities thal a player may perform

[00143] Exarnples of gaming-related messages include:

i} messages relating to evenis on the garne machine (¢.9., “You

just won 100 coins!)

a messages relating to conditions of the game machine(¢.g.,

“You only have 10 credits left."}
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fii) messages relating fo prizes (e.g., “The progressive jackpotis

now up to $142,234")

(iv) gaming statistics (e.q., “This slot machine has paid out over

$13,345in the last 24 hours.”)

(vy) messages relating to other games, including games not

played on the game macnine. For example, a series of status messages

may inform a player of numbers ihat are picked during a kenc game.

ivi} messages relating fo games that a playeris not playing. For

example, a player who is operating a video poker machine mayreceive a

message thal informs him that 4 oul of 5 seats are occupied al the

progressive jackpot bank of slot machines behind him.

(vi} offers fo place bets (e.g., proposition bets). For example, a

player may receive a message fram another player asking him whether

he'd like to bet $10 on whether Barry Bonds will hit a home run on his next

at bat.

[00144] Examples of messages about compsinclude:

@ “You currently have 2234 comp paints.”

(iH) “You have enough comp points to purchase a hotel raom for

the night.”

Gi)=“You just earned 10 comp painis because your fiend Bab

signed up for a player tracking card.”

[00145] Examples of messages about enahied features include:

0) “Auto-Play Mode is engaged. Press any button to stop Auto-

Play Mode.”

ca) “Your ceniract for Double Payouts will expire in 15 minutes.”

fii) “Balance Bonus is enabled. You earn 1 coin for every 15

minutes that you keap your cred balance above 100 coins.”

(iv) “Auto-Play Mode has been cancelled.”
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[O0146] Examples of messages relating to a player's visit to a

casino include:

iD “Your hotel room has been cleaned.”

di “Your table for twa at the Biue Moon restaurantis ready.”

(it) “Your hotel room phone has one message. Press here to

play the message.”

fv} “Checkout time for the hotel is 11:00am. {tis currently

10:03am.”

iv) “Your plane flight to Cleveland, Ohio leaves in 3 hours.”

[00147] The controller 102 may store a digital calendar for a

player. This digital calendar may be used to track information about a

players activilies at a casinc (including planned activities). Status

messages may be cutput to a player based on his calendar. Examples

include:

(i) “Your plane fight to Cleveland, Ohio leaves in 3 hours.”

(ii) “You have a dinner reservation for 99m at the Blue Moon

restaurant. itis currently 6:45om."

i(G0148}] Examples of news alerts include:

G sports scores and evenis (e.9., “The US now leads Mexico 2-

Din World Cup saccer.” or “Jerome Bettis just scored a touchdown for the

Pittsburgh Steelers, bringing his total fo 3 this year. This puis you in Grd

place in your fantasy football league.”)

(ii) updates about current events (e.g., “Wildfire in Arizona

continues to spread.”)

(ii}=gaming-relatec news (e.g., “John Smith just won $160,000 an

@ Rascally Rabbit video poker machine.”}

fiv} weather predictions (e.g., I's going to be cool and windy

tonight, with temperatures dropping info the mid-50’s."}
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[O0149] Exarnples of messages about other parties (e.g., other

players, friends of a player, family members of a player) include:

iD “Your friend Bob just won 100 coins.”

di “Last hour, a slayer won 1000 coins at this garne machine.”

(it) “Your friend Bob just starled gaming on game machine #423

in ihe green room.”

fv} “Would you like to see a video (@n picture-in-picture) of your

friend Alice’s bonus round?”

(v) “Press the yes button if you would lke fo see you husband (in

a live full-mnotion video teleconference)’

{G0750] The controller may store a “buddy list’ (not shown} of

ather parties who are associated with a player. This buddy list may be

useful in determining messages about ather parties.

[00151] Examples of messages relating to processes in progress

include:

@ “Your purchase is pending.”

(iH) “Your credit card application is being reviewed. Please

wait...”

[00152] Examples of messages relating io a player waiting in line

include:

® “You are Sth in line to play the Wheel of Riches game

machine.”

Gi} “There are only 3 people ahead of you in line for the breakfast

buffet at Alice’s Restaurant. Your name will likely be called within the next

5 minutes.”

dij}=“You are Gih in line to receive tickets for the ‘Broadway

Bandits’ musical.”
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fOO1 53] Note that allowing a qlayer to wait in line while he is

operating a game machine may be particularly helpful to players. Players

will no longer have to halt their gaming activities in order to wait in line, and

may therefore enjoy their casine visit by spending more of their time

gaming and less time standing around waiting in line.

[G0154] Examples of messages about activilies that a player may

perform include:

i) “You only need to play 66 more games to earn a your free

dinner at Alice’s restaurant.”

cs) “You nave only 10 more minutes to earn doubie comp painis.”

(6.9., in an example in which players only earn double comp paints for a

limited amount af time)

[00155] The controller may store status messages in a status

message database 314, such as the one shown in FIG. 7.

(B) instructive Messages

{G0 156] An instructive message may be a message thai

provides instructive information relating to a game machine. Examples of

instructive messages include:

ii} instructions for operating a gare machine

Gi} descriptions of the rules of a game

di=garne strategies and tips for game play

tiv} descriptions of features or options in a game

(v) demonstrations

{vi} hypothetical information about past game play

{00157] Exarnples of instructions for operating a game machine

include:

U) “To select an item on the touch screen, touch i lightly with

your finger.”
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GH “Press the ‘spi’ button ta place your bet and see whether you

win,

(ii) “Press the ‘Cash out button to end your gaming session and

receive all the money in your credit balance.”

tiv} “Press and hoid the ‘Spin’ button for 10 seconds to activate

Auio-Play Mode.”

iv) “To guess where the rascally rabbit is, use your finger to

touch a rabbit hale on the touch screen.”

[00158] Examples of game strategies and tips for game play

include:

(B “HF you bet 3 coins per spin, then you get fo use an improved

payout table that increases the maximum jackpot value.”

a) “The onty way to win the maximum jackpot is by betting 3

coins per spin.”

di} strategies for playing a bonus round on a game machine. For

example, “H you build up a big stash of money, consider ending your bonus

round. if you spin the wheel again, you might land on a Thief wha will steal

all your money.”

(iv)  descriptians of which outcames are most favorable or least

favorable tc a player, even if these autcomes are determined by chance.

For example, a tip for a bonus round might be, “To make the most money,

you want fo haich all the chickens and then find the golden egg. This way,

you get 10 cains for each chicken and 300 coins for the golden egg. if you

crack open the golden egg firsi, you only gei the 300 coins for the gaiden

egg.”

() “Plums are less common than cherries, sa getting a nlum-

plum-sium outcome pays you more money.”

ivi}  recarnimencding that a player activate or deactivate a feature

on the garne machine

ivi} recommending that a player change 2 pattern of game play

fe.g., “Don't discard your aces.”}
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[00159] Examples of descriptions of the rules of a game include:

iD “A poker hand consists of 5 cards. The Ace is considered the

highest card, followed by Kings, Queens, Jacks, eic. The iowest card is 4

two. The object of the game is to get the best hand possible. You wager a

ceriain number of cuins/crecits, usually between 7 and 5. The machine

then deals you five cards. You can keep or discard as many cards as you

like. To keep a card, click the “hold” button underneath or on the card. Click

on deal/draw to replace the cards you choose not to keep. The cards not

being held are replaced with newcards. if your new set of cards contains a

winning hand, you get paid.”

(iH) “HP you crack open an egg with an alligator in il, the bonus

round ends.”

fi)=“Your bonus round is over. At the end of the bonus round,

you get 10 coins for each chicken that you hatched.”

(iv) “If you Hine up 3 car icons while the greenlight is on, you win

a newcarl’

iv) “You're only allowed one guess as to where the rascaily

rabbit is.”

(vi) explaining why a payaul occurred or did not occur far given

outcome. For exarnple, an oulcome on a 5 reel video slot machine may be

“bar, cherry, lemon, lemon, lernon”. Some players may be confused as to

why this outcome coes not provide a payout, so the video slot machine

may output a message to the player, “A payout is only provided if you

match 3 symbois using reels #1, 2, and 3. No payoutis provided if you

maich 3 symbois on reels #3, 4, and 5.”

[OG160] Examples of demonstrations include:

i} A video screen on a game machine may display a videa of a

player operating the game machine or 4 cartoon of an animated character

operating the game machine.
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fi} A player may be prompted to provide a series of inputs to a

game machine in an interactive demonstration

(ii) A player may take a virtual tour of a game machine. See U.S.

Application No. 10/444,571 entiied “Method and Apparatus for Bonus

Round Play’ Qvhich is incorporated herein by reference} for a description of

an example method of introducing 4 player to 4 bonus round on a game

machine.

[00161] Examples of descriptions of features or options in a game

include:

a "3D Graphics Mode takes your gaming to a whole newievel.

With 3B Graphics Mode, the two-dimensianal images thai you see right

new on your game machine are transformed intolife-like three-dimensional

images. They really jump out at you and make the game more exciting!”

a “Speed-play Made is great far players wha don’t like sitting

around waiting for the reels on their slot machine to stop spinning. In

speed-play made, the reels on your slot machings sain faster, but for only

haif the time that they spin in normal mode. This means thai you don't

have to wail as long between spins and can increase your chances of

winning a jackpot by placing bels more quickly. Speed-play made is

appropriate for interrnediate and experttevel sict machine players.”

fii}  “Auto-Play Mode fets you gamble without pressing lots of

butions. When you activaie auto-piay mode on a game machine, the game

machine will place bets and generate outcomes for you autamatically- you

derrt have io do a thing. The game machine will continus placing beis

automatically until you win a jackpoi, your credit balance fails below 10

coins, ar you press any key an the game machineto signal it ta stop.”

[00162] A wide variety of features are possible on a game machine

104, Some instructive messages (e.g., descriptions of features on game

machines} may also help to promote a product or service to a player.
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Therefore these messages may be both instructional messages and

promotional messages.

[00163] The controller 102 may store instructive messagesin

an instructive message database 372, such as the one shown in FIG. 6,

(C} Communication Messages

[GO164] A player may also receive a communication message

at a game machine 104. A communication message may be any message

generated by a person that is intended for a player. Examples include:

iB A player al a casino in Las Vegas may receive an instant

message from a friend who is logged onto the Internet in Miami, Florida.

(iH) A first player al a casino may receive a voice message (2.¢.,

a telephone call) from a second player who is operating a garne machinein

another area of the casinc.

fii) A video phone an a game machine may display a video of a

casino represeniative alerting a player that his bags have been packed for

checkout of the hotel.

fO0165] See US. Application No. 10/655,969 entitled “Method and

Apparatus far Player Communication” Qwhich is incorporated herein by

reference) for descriptions of various example methods of enabling a player

fo carnmunicate with a casino representative.

[00166] Messages may be output in a variety of different forms,

including text, audic, video, and images. Various parties may send

communication messages to a player, including, for example:

0) other players — For example, players af a casino may use

telephones on game machines to speak with each other ar send a video of

a big win to another player via the game machine.

fi} non-players (¢.g., friends and family members) — For

example, a friend of a player may log onto the internet and send a player

an instant message or email. The player may receive this instant message

or email at his game machine.
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fii) casino employees — For example, a casino employee may

instruct a player on how to operate a game machine, or enable a player to

purchase products or services (@.g., show tickets) through the game

machine.

(BD) Hypothetical Information Based on Pasi Game Play

Messages

[00767] in some embodimenis, a type of message that

describes “hypothetical information based on past game play” may be used

to re-characterize past game play based on an alierec parameter or

variable. Examples of this type of message include:

@ “you did't have Gambling Loss Insurance, you would have

lost 00 coins in the last hour.”

a “if you had been using Betting the Don’t Mode, you would

have won your last 5 games.”

i} “Congratulations, you won a 200 coin jackpot! Without your

Double Jackpot Wild Card, this jackpot would have only been 100 coins.”

(iv) “i you had been plaving in Speed Flay Mode, you could have

won this jackpat in 45 minutes instead of 1.5 hours.”

(vy) “if you had only bet 1 coin instead of 3 coins lasi spin, you

wouid have only won 100 coins instead of 400.”

[00168] In order to generate such messages, the controller 102 may

perform the following steps, which are described in detail below:

(a) tracking information about game play using al least one game

machine.

(b} identifying at least one parameter of the gare play.

ic} determining a hypothetical result or other information about

game play that would have occurred if the af least one parameter were

altered.
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ic} generating a message describing the hypothetical result or

other inforrnation.

[00169] The controler may stare a hypothetical informatian

message database 316 such as the one shown in FIG. 8.

(a} Tracking Game Play

[00170] information about past game play may be stored by

the controler 102 in a game tracking database (not shown). This

information may in turn be useful for generating hypothetical information

about past game clay. Examples of information that may be stored in a

game tracking database include:

a} inpuis to games (e.g., bel size, payline selection, spin button

pressed}

a times of games (e.g., time that a bet was placed, time that a

game started, times of rounds of a game, time that a game ended, time that

a payout was provided, durations of various events)

dil}=payout tables for games {e.g., 10 cains for “cherry-cherry-

cherry”, 20 coins for “cherry-cherry-bar’)

(iv) values of parameters of game play (see details below)

(vy) which player plays a game

ivi}oswhich game machine a garne is played on

{vil} what game is played

(vil) rancem numbers generated by a gare machine (¢.q., to

determine results of a game}

(ix) outcomes of games (e.g., “full house” in video poker, “cherry-

cherry-bar’ on a siot machine, “19” in video blackjack}

ox) probabilities of outcomes

Od) payouts provided based out outcomes (@.g., 20 coins, $4, free

spin)
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[O0171] As used herein, the term “game play’ is used to refer to af

ig@ast one game played on atleast one game machine. Note that:

iD Game play mayrefer to a single gare or a plurality of games.

di Game play may refer io games played by a single player or a

plurality of players.

di) Game play may refer to games played al a single game

machine or a plurality of gare machines.

[007172] Note thai a wide variety of parameters may affect game

play on a game machine, including inputs by a player, variables in a

computer program that controls a game machine, and random numbers

generated by a random number generaior. The controler may track the

values of any or all of these parameters in the game tracking database.

(6) Identifying a Parameter of Game Play

[O0173} in order to generate hypothetical information about

game play, the controller may identify at least one parameter of game play.

Various parameters may affect game piay on a game machine, including:

i inpuis provided by a player (e.g., bel size, pay line selection,

feature selection, etc.)

GH features or options that are enablec during a game

aii) features or options that are disabled during a game

{iv} parameters that may be altered by a player

iv} random numbers generated by a game machine or the

controller

(vi) variables in a computer program that controls the game

machine

[00174] In some ermbodirnents, one property of a parameteris that a

parameter affecis game play in some way. Exarnples of how parameters

affect game play include:
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@ The size of a bet placed by a player (.e., a parameter) may

affect the value of a payout provided to the player.

ai} A player may activate Soeed-Play Made on & game machine.

This may decrease the amount of time that it takes ta play a game.

(it) A player may activate “Bet the Don’? Mode on a game

machine. This may alter the payout table of tne game machine.

fv) A player may activate “Win or Whammy’ Moce an a game

machine. This may alter the payout table of the game machine and the

way that bets are placed on the game machine.

(vy Aplayer may select a pay line on a slot machine. This may

affect an outcome on the slot machine.

vi} A random number generated by a game machine may affect

what cuicome occurs on the game machine and thereby affect what payout

is provided to a player (f any).

[00775] A parameter may be controllable by a player.

Exampies of players controlling the values of parameters include:

@ A player may indicate the size of bet that he would like to

place,

ca A player may activate a feature on a game machine.

di) A player may ceactivate a feature on a game machine.

(c} Determining Hypothetical Information

[00176] One way for the controller to generate hypothetical

information about past game play is to determine an alternate resull of past

game play that would have occurred if a parameter had a different value.

For example, the game tracking database may show thal a player won a

payout of 100 coins for betting 7 coin and obtaining an outcome of “bar-bar-

bar’ on a slot machine. The controller may in turn determine that if the

player had bet 3 coins on that spin (.se., the bel size parameter was 3
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instead of 7}, the player would have won 400 coins for obtaining the

outcome “bar-bar-bar.”

[O0177] The concept of hypothetical information is easily

understood in contrast to “actual game play.” Actual game play involves

receiving a bet from a player, determining an cuicome of a games, and

providing a payoul to a player contingent on the cutcome of the game. In

contrast, hypothetical information may involve determining the hypothetical

values of bets, oulcomes, or payouts, but there are no bets being placed

and no payouts being provided. Hypothetical information answers the

question, “What would have happened if...”

{(GO7178] Various different types of hypothetical information are

possible, including:

@ payouts that a player would have won if at least one

parameter had a different value

Gi} outcomes that would have accurred on a game machine if at

least one parameter had a different value

di}=durations of games

(iv) intermediate events in games

vy} other events or conditions thal may occur at a game machine

(vi) aggregate information about a plurality of games (e.g., a total

amount of money won or lost by a player, an average rate of play)

{vil} projections of potential future payouts

[00179] Note that the controller may determine hypothetical

information about past game play based on both:

@ past values of one ar more parameters (@.g., including a

random number generated by the game machine), and

ai} a new value of al least one pararneter. For example, ifa

feature was enabled during actual play, then hypothetical information may

be generated by determining what would have happened if the feature had
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been disabled (.e., the new value of the feature parameter may be

“disabled”}.

[607180] The controller may use the same computer program fo

generate hyoothetical information as was used to generate an actual

outcome on a game machine. For example, to generate an actual outcome

on a game machine, the controller may run a computer program wiih a first

sei of parameiers. Then, to generate a hypothetical cufcome on a game

machine, the controler may run the same cornputer program with an

altered set of parameters. For example, to determine the actual result of a

game, the controller may run a computer program with the bet size

parameter set to “1 coi. The controller may also determine a hypothetical

result of the game by running the compuler program wilh the bel size

parameter set to “S coins.”

(d} Generate A Message

(e018d The controller may then generate a message including

the hypothetical information. For exampie, a player may win a jackpot in

just 1 hour when operaling a game machine in Speed Play Mode. Based

on this game play, the controller may determine that a player would have

faken 4 hours to win the jackpot had he insiead been operating the garne

machine in Regular Speed Mode. Based on this deterrnination, the

controller may generate a message, “Speed Play Mode saved you 3 hours

of time! If you had been operating this game machine in regular mode

instead of Speed Play Mode, it would have taken you 4 hours to win this

jackpot?”

(E} Promotional Messages

[007182] A promotional message may be a message that

promotes a product or service to a player. Examples of promotional

messages include:

B advertisements
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GH offers to give free praducis ar services to a player

(ii) offers to sell products or services fo a player

(iv) activity-henefit offers

{00183} Examples of advertisements include:

a} an advertisement for a feature on a game machine. For

example, a message may display an image of a game machine operating

in 3D Graphics Mode and ask a playerif he wauld like to activate 3D

Graphics Mode on his game machine.

fi} an advertisement for a product or service. For example, a

message maybe a television commercial about fabric softener. Ina

second example, a message may be a banner advertisement describing a

discount office furniture store.

fii) an advertisernent for a game thal a player is currently playing.

For example, a message may point aut the entertainment value of a game

that a player is currently playing: “There are over 100 different rabbit

animations. See if you can view then alll’ In a second example, a game

machine with a bonus round may display a message, “This bonus round is

all about pressing your luck. How daring are you? Are you willing to run

the risk of having a thief steal your stash?”

[00184] Exarnples of messages that offer free products or services

to a playerinclude:

® Offers for free trials of procducis or services. For example, a

message may offer a player a free 6-mnonth trial subscription to a magazine

fa $12 value).

ca) Offers for free usage of a feature on a game machine. For

example, a message may offer a player 30 free minutes of operaling a

game machine in double-jackpot mode (a $5 value).

[00185] Examples of offers to sell products or services to a player

include:
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a “Buy 2 tank tops from Acme, and get a third ane for free”

(i “20% off all cellular telephones when you sign up for one year

of mobile phone service.”

[00186] The controller may store promotional messages in a

promotional message database 310, such as the one shown in FIG. 8.

(F} Activity-Benefit Offers

[00787] An activity-beneft offer generally includes two

components:

a an aciivity that should be performed by the player (or

otligation to be completed)

(i) a benelil to be provided to the player contingent on the

perforrnance of ihe activily

fOO188] As used herein, the term “activity-benefit offer’ is used

for convenience, since activities and benefits are offen presented to a

player simullaneously in a single message. Far easier readability, the word

“offer” will occasionally be used to refer to an activity-benefit offer.

However, it should be clear to the reader that activity-benefit offers

represent ane specific type of offer and that a variely of other types of

offers and messages are possible,

[007189) An activity-benefit offer may be cuiput to a player, and

the player may have an opportunity to respond by acceoting or rejecting the

offer, Ifthe player accepts the offer, then he agrees to perform the activity

and receive the benefit specified in the offer.

(G0790} The controller 102 may store activily-benefit offers in

an activity-benefit offer database 318, such as the one shown in Figure 9.

(a} Activities

fOO184] in order fo earn a benefit, a player may be required to

perfarm an activity. Examples of activities include:

(B signing up for a new credit card
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GH answering survey questians about a product or service

[00192] In many cases, an activity has value to a subsidizer. Far

example, @ credit card issuer may be willing io pay up to $50 to get a

customer to sign up for a new credit card, since acquiring this customer will

likely result in more than $50 of profits for the credit card issuer. A casino

or other party may receive a subsidy from a subsidizer based on an

aciivity-benelit offer.

[00193] Basic types of activities include:

a purchasing a product or service

(iH) using a product or service

di} selling a product or service

fiv} providing a product or service

iy) providing information

(vi) viewing information

(vil) performing an action

(vil) telling a friend about @ product or service

tix}  gambling-relatec activities

{G0194] Noite that there are many other types of activities and thal

some activities da not fit clearly into any one category. The discussion

below provides examples of each of these basic types of activities.

[00195] Examples of purchasing a product or service:

0) signing up for a magazine subscription

ca) buying $20 warth of books from Amazon.com

Gi) signing up for a warranty

[00196] Examples of using a product or service:

U) receiving a new credit card

(if) using a new long distance telephone provider
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fii} printing at least 100 pages per week from an HP laser printer

{iv} receiving 3 free issues of a magazine

[00197] Examples of providing a product or service:

0) providing legal advice, medical advice

ca donaling an old television set

[00198] Exarnples of selling a product or service:

B selling a used product on eBay

fi} providing fax advice at a rate of $10 per hour

[00199] Examples of providing information:

a} answering survey questions

GH providing product railings and reviews

fii} indicating demographic information, purchasing information

[00200] Exarnples of viewing information:

@ waiching a television commiercia! or other advertisement

(iH) listening to an audio tape about the health dangers of

smaking cigareties

aii)=reading a pamphiet that explains how io use a product

[OO201] Examples of performing an action:

® playing a game of chance or a game of ski. Examples of

gambling related activities are described in more detail below.

(i applying for a credit card

(ii) performing a repeated action (e.g. purchasing a praduct fram

a retailer at least once a monthfor the duration of an insurance paiicy,

maintaining a minimum balance on a credit card}

(iv) performing a customer-segmenting activity (Le. an activity

that allows a seller to segrnentits customer base}. For example, a casino

may segrient its player base by asking a player to perform an activity over
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an extended period of time (since same players will not have the time to

perform such activities). Note that ifa customer-segmenting activity has na

value to a subsicizer, ihen there may not be a subsidizer.

iv} convincing another party (¢.g., another player) to perform one

or more activities. For example, a first player may perform an activity of

convincing 3 of his fnends fo sign up for magazine subscriptions.

[OG202] Examples of gambiing-related activities include:

i) playing a game for a designated period of time

fi} playing a designated number of games (e.g., 200 hanale pulls

ata siot machine}

(it) placing a designated number (or dollar value) of bets

(iv) winning a designated number of games

(vv) winning a designated jackpot

ivi} winning a designated amount of money

{vil} playing a designated game

(il) playing a game ata designated slot machine

x} playing a game in a designated fashion {e.g., always make

the maximum bet, always hit with 16 in blackjack)

(x) signing up for a player tracking card

OG}  praviding garnbling-relaled information(e.g., inserting a

player tracking card, answering Survey questions}

(di) maintaining a credit balance on a game machine (¢.9., always

atleast 100 credits}

{G0203] In addition, an activity may include an expiration condition.

Examples include:

a an activily must be finished by a designated time (€.9., befare

Sem tonight)

ai} an activity must be staried before a designated event (e.g.,

before the end of a baseball game)
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fii) an activity must be performed before a designated

occurrence (¢.g., before another player wins a jackpot of $100 or more)

(iv) an activity must be performed before a designated condition

is true (e.g., while there are at least 4 players at a particular bank of siot

machines)

[00204] An activity may include a tme-based requirement.

Examples include:

i) an activily must be finished by a designated time (e.q., before

6pm tonight)

cs) an activity must be started after a designated event (e.g.

after eating dinner}

Git} an activity must fake place during a designatedtime period

(e.g., between 4am and 8am)

[O0205] In addition, there may be restrictions as to how and where

an activity is performed. Examples include:

@ an aciivity must be performed while a playeris ai the casino

[00206] Note thai a player may have to perform multinle activities in

order io receive a benefit. For example:

ii} A player may have to play 100 hands of video blackjack today

and eat lunch ai the casino duffel fomorraw.

(ii) A player have to perform a repeated activity (e.g., purchasing

@ product from a retailer at least once a month for the duration of an

insurance policy, maintaining a balance on a credit card}

[GO207] Accarding to some embodiments, a player’s completion of

an activity may be based on activiies of other players. Examples include:

iH a player may perform a competitive activity (.e., an activity

where success is determined relative to al least ons other player). For
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example, a player may have to win a hand of poker or win a slot machine

tournament.

ai} a player may perform a team activity (Le., an activity where

players work together io accomplish a common goal}. For example, all the

players at a bank of slof machines may have to work together to increase a

progressive jackpot fo be greater than $10,000.

[OG208} According tc some embadiments, the player may have

to perform one of a plurality of activities. This means that the player may

have a choice of what activity to perform. For example, a player may be

required to either gambie continuously for the next hour or buy a ticket to a

boxing maich. if the player performs sither activity, then he will receive a

benefit.

{GO209] According to some embodiments, a player may receive

help in performing an activity. in this case, one or more other parties may

perform an activity in the place of the player. Exarnples include:

0) A olayer may be required to perform an activily of playing a

slot machine continuously for 4 hours. The player may enlist three friends

fo help him perform this activily- each person plays the slot machine for

one hour, and then gives up his seat to the next person.

GH A player may be required to perform an activityof signing up

for 3 magazine subscriptions. As if turns out, the player is only interested

in receiving two magazines: Scientific American and Soap Opera Digest.

Fortunately, the player's friend also wants a subscription to Scientific

American, Together, they sign up for 3 magazine subscriptions, and the

player receives the benefit.

(ii)=A player may be required to perform an activity of completing

@ Tae-Bo workout. This player doesn’t enjoy Tas-Bo, bul nis wife does. So

the player's wife performs the activity of cormpleting the Tae-Bo warkout

[00270] Alternatively, if may not be permissible for a player to

receive help in performing an activity.
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{O02714] According ta some embodiments, = may be

permissible for an activity fo have been performed in the past For

example, a player may be asked to perform an activity of placing at least

$100 worth of bets at video poker. Hf the player has already placed $150

worth of bets at video poker, then this may constitute performance of the

aciivily. Note that a player may be asked to provide evidence that he

performed an activily in the past (e.9., by inserting his player tracking card

or providing a receipt).

[o0212) According to some embodiments, = may be

permissible for a player to make a forward commitment to perform an

aciivily. In sorne cases, the player compietes the activily just by making

the agreement fe.g., agreeing to purchase a product or service), and the

benefit may be provided to the player almost immediately after making the

agreement. According to some embodiments, a forward cornmiiment is an

agreement to perform an activity at some paint in the future. For example,

a player may be required to perform an activity of tesi-driving a Ford

Escort. The player may agree to take the test drive later (e.g., once he

returns home from visiting the casino), thereby completing the activity. A

benefit may then be provided to the player. Note that forward commitments

may include time-based requirements and expiration conditions.

[00273] According to some embodiments, ai farward

commitment may be penalty-secured. This means thal a player may be

penalized for not completing the activity specified in the forward

commitment. For example, a player's credit card may be charged $100 if

he does not complete an activity by a specified date. Examples of

penalties include:

@ monetary penalties that may be charged to a player's credit

card, debit card, player account or otherfinancial account According to

some embodiments, a player may be required to provide a payment

identifier (e.g., a credit card number} when signing up for a penally-secured

forward commitment.

Zynga Ex. 1002, p. 72
Zyngav. IGT

IPR2022-00200



Zynga Ex. 1002, p. 73
Zynga v. IGT

IPR2022-00200

GH denial of products ar services (e.9., the player may not be

permitted use of the casino limousine). Penalties that invoive denial of

products or services may be temporary.

di} the player may be required io perform one or more additional

aciivities

fv)—other forms of consideration

[Od214] Note that penalty-securing a forward commitment may

be necessary fo avoid a number of different methods of gaming or taking

advantage of the system. For examole, if a forward commitment was not

penalty secured, then a player may promise to perform an activily, receive

@ benefit, and then never perform the activity as promised.

(b} Benefits

[Od215} in exchange for performing an activily a player may

receive a benefit. A variety of differeni benefits are possible, including:

0) money (8.9., money or slot machine credits}

dh products (e.g., a souvenir watch, @ sweatshiri, a magazine

subscription}

(ii) services (e.g., a free meal, a haircul)

Gv} discounts on products or services (e.g., 50% off the list price

of @ hotel room)

(v) alternate currencies (6.q., comp points, non-canveriible

casino chins}

ivi} an entry into a game of chance (e.g., a lottery ticket, a free

spin on a slot machine)

(vil) other consideration

[OO216] Determining a benefit may also include determining the

value of the benefit, For example, the controller may determine the value

of a benefit based on faciors like @ player's current credit balance on a

game machine, or an amount of money that a player has lost during a
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period of ime. Money may be provided to a playerin a variely of different

ways, including:

iD as a lump sum payment (e.g., through a check)

di as a recurring payment (e.g., $100 a month for the next 3

months)

di} by crediting a player's financial account(6.g., bank account,

credit card account, casine player account)

[00217] According to some embodiments, a benefit may be provided

using 4 game machine. Exampies include:

a A player may receive a benefit of 50 credits on a slot machine

thal he is operating.

(i)=Additional functionality on a game machine may be enabled

as abenefit, For example, a player may receive a benefit of being able to

bet 5 cains per hand on a video poker machine that usually only lets

players bet 3 coins per hand.

fii} Odds or payout tables for a game machine may be altered ta

provide @ benefit to 4 player.

tiv} A game machine may include a product dispenser that

dispenses a product ta a player (e.g., a coupon, a gift certificate, tickets to

@ show or sporting event}.

iv) A hopper on a game machine may dispense coins to a player.

[Q0278] According to some embodiments, a benefit may be provided

using a communicaiion device. Examples include:

0) A player may use a telephone on a game machine{..4., a

communication device) to make lang distance phone calls to his friends

and farnily.

ai} A broadcast of a championship boxing match may be

transmitied fo a clased circuit television that is operated by a player.

oF
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fii) A communication device may include a product dispenser

that dispenses a product fo a player (e.g., a coupon, a gift certificate,

tickets to a show or sporting event.

{00219} According to some embocimenis, a benefit may be

provided to a party associated with the player (e.g., a friend of the player, 4

family member, a charity). While providing a benefit to a player's favorite

charity may not provide a tangible benefit to the player, the player does

receive an intangible benefit (e.g., he may feel altruistic and good-hearted).

For this reason, benefits fo friends of players may be particularly

motivational for a player.

{00220} According to some embodirnents, a benefit provided to

a friend of a player may be contingent on the trend performing one or more

acivities. For example, a players friend may be asked to perform an

activity in order to receive a benefit. Activities thal may be performed by

friends are similar to those described above.

(c} Determining Whether an Activity Is Performed

[00221] According to same embodiments, the controller may

determine whether a player has performed an activifly designated by an

aciivily-beneft offer, This may be helpful when determining whether to

provide a benefit to the player (since this benefit will typically not be

provided if a piayer fails io perform the activity).

[00222] The methed of determining whether an activity is performed

is often dependent on the type of activity that a player has been prompted

fo perform. For exarnple, if a player is prompted to perform an aciivily of

making 100 handie pulls at a slot machine, then the cantraler may manior

fhe number of handle pulls that the player has made af the slot machine.

Different types of activities that a player may be prompted to perform are

described above. Examples of ways that the controller may determine

whether an activity has been performed include:
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a receiving information from a casino represeniative (e.g., a

casino rep may indicate that a player has filed out an application for a new

credit card or agreed to purchase a magazine subscription)

di receiving information from the player (e.g., when a player

performs an activily of making a forward commitment to test drive an

automobile}

fii) receiving information from one or more other computer

systems (¢.9., fa player is required to perform an activity of siqning up for

anewcredit card, then the controller may receive information fram a credit

bureau)

div} monitoring a player's activities at one or more siot machines

(@.g., by communicating with a slot machine through a communication

network}

oy) sicring dala regarding 4 player's gambling activities (e.g., in

the player database 308 shown in FIG, 5}

(vi) receiving information from one or more siot machines

(ail) receiving information from one or more point-of-sale terminals

(e.g., for activities in which the player is required to purchase a product or

Service)

(HH monitoring conditions related fo the activity (4.9., manitoring

the current ime if the activity has an expiration date)

[00223] Note that in many cases, the activity fo be performed

by a player comprises making an agreement or forward commitment(e.g.,

agreeing fo purchase a product or service}. In this case, the player may

complete the activily just by making the agreement, and have the benefit

provided to him almost immediately.

[00224] According to some embodimeris, a player may use an

authentication code fo prove that he performed one or mare activities. This

authentication code may be an alphanumeric code, password, or other

information that provides the controller with a reasonable assurance that

the player performed one or more activities as required. According to some
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embadiments, an authentication code is produced using a cryptographic

algorithm (@.9., a cryptographic hash function). Typically an authentication

code is produced by a device that has the ability to determine whether a

player performed an activily. For example, a slot machine may output an

authentication code indicating that a player made 100 handle pulls at that

slot machine. An authentication code may be cutpul using an output

device (e.g. 4 printer, a video monitor}.

[O0225) According to some embodiments, the controller may

have incomplete information as to whether a player performed an activity.

For example, a dealer at a casino may be resoonsible for verifying that a

player has garbled at least $300 at blackjack, but the dealer may forget to

perform this job. In this case, the controller may resolve this situation in

one of a variety of different ways, including:

@ assume that the player did in fact complete the activity and

provide the benefit ta the player.

Gi} assume thai the player did not complete the activity and nat

provide the benefit to the player.

di}=provide a reduced or alternative benefit io the plaver

(iv) offer fo allow the player to perform a second activity ta sam

the benefit.

(vy) ask other employees (or even other players} whetherthe

activity was completed.

[00226] According io some embodiments, a player may be

reminded of an activily-benefit offer while performing an activity. Examples

include:

@ a video screen on a slot machine may display a message to

the playertelling him how much longer he has to gambie before he earns a

benefit.

ai} an animated character in a video game may remind the

player thai tf he continues to play the game well, ne may be able to win a

benefit.

Zynga Ex. 1002, p. 77
Zyngav. IGT

IPR2022-00200



Zynga Ex. 1002, p. 78
Zynga v. IGT

IPR2022-00200

di) A casino rep may use a cornmunication device to

communicate with a player and remind him to perform an activity.

Similarly, a casino rep may remind player of a benefit that he may receive

for performing the activity, or other terrns of an accepted activity-benefit

offer.

[00227] Accarding to some embodimenis, the controller may

indicate to the player whether or not he has successfully performed an

activity. Examples include:

iB A slot machine that is being operated by the player may

display a texi message, “Nice work! You just won a subscription to Peopie

magazine.”

Gi) A sirobe light on top of a video poker machine may flash and

an audic speaker may proclaim to a player, “Whoops! You just missed

your opportunity to eam 100 comp paints.”

dif} A video monitor on a slot machine maydisplay a message,

“You're nat done yell If you play 113 more handle pulls at this slot

machine, then you'll win a pair of tickets to Wrestlemania.”

tiv} The controller may prompt a casine rep to communicate with

the player. For example, a casino rep may use a cammunication device to

congratulate a player on performing an activily correctly.

(d} Providing a Benefit fo a Player

{00228} According to some embodiments, if a player performs

an activity specified in an activity-cenefit offer, then he may receive a

benefit. Possible benefits that may be provided to a player who performs

activities are described below.

[00225] According to some embodimerits, a benefit provided to

a player may be determined based on the activity performed. Examples

include:

® The benefit may be based on whal activity is performed. For

example, a player may be given a choice of gambling for 3 hours at a slot
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machine or gambling for 3 hours at a video poker machine. If the player

gambles for 3 hours at the siot machine, then he earns tickets to @ musical.

if ihe player garmbles for 3 hours at a video poker machine, then he earns

tickets to a cornedy show.

(i) The benefit may be based on howwell an activity is

performed. For example, a player may be given the opportunily to earn 5

comp poinis for every survey question he answers. Hf the player answers

12 survey questions, then he earns 60 comp paints.

[00230] Note that a benefit may be provided by a variety of different

parties, inciuding:

(B the controller (e.g., by crediting a player's financial account)

(i) the casino (e.g., a casinc employee may mail a check)

fi) the casino rep (e.g., the casino rep may give a player 500

credits)

{iv} another party (¢.q., a subsidizer, a product manufacturer, a

service provider, a fulfillment house}

{O0231] While the above methods of providing benefits to a

player may result fram the acceptance by a player of one or more activity-

benefit offers, il should also be noted that the casino may provide benefits

fo players without the requirement that they accept an activity-henefit offer.

For example, a premium player on the floor who has been playing for more

than two hours may trigger the controller to identify the player and have a

casino rep cammunicate with the player and provide him a cornp such as a

free cinner or shaw.

(G0232] Accarding to some embodiments, a nlayer may not

perform the activity specified in an activily-benefil offer. The cantroller may

respand fo this occurrence in at least one of a variety of ways, including:

iH not providing the benefit to the player

a providing a reduced or alternative benefto the player
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fii) offering to allow the player to perform a second activily to

earn the benefit

(iv) not presenting activity-benefit offers to that playerin the future

[O0233] According fo some embodiments, a player may be

penalized if he does not perform an activily specified in an offer. For

example, the controller may output an activily-benefit offer to the player in

which the player gets $15 if he pulls the handle of a slot machine 100

times. However, if the player accepts this activity-benefit offer and does

net spin the slot reel 100 times, then the plaver will be penalized $15.

Similarly, @ player's performance of an activity may be penaity-secured. A

description of how forward commitments may be penalty-securec is

provided above.

(GS) Combination Messages

[00234] A wide variety of messages are possible, including

messages thal do not easily fit into one of the categories described above.

For example, a message may fall into multiple categories. Examples

include:

0) “You have earned enough comp points for a hotel raom.

Would you fike to cash in your comp points for a hotel room tonight?” Note

that this message is both a status message (informing a player that he

eamed enqugh camp points far a note! room) and a promotional message

(asking the player if he would like to cash in his camp points).

(ii) “The only way to win the maximum jackpotis by betting 3

coms per spin. Would you like to increase your bet size to 3 coins per

spin?” Note that this message is both an instructive message (instructing a

player how fo win the maximumjackpol) and a promotional message

(asking the player whether he would like to bet 3 coins per spin).

dif} “The only way to win the maxirnum jackpot is by betting 3

coins per spin. You are currently betling 2 coins per spin. Would youlike

to increase your bet size fo 3 coins per spin?” Note that this message may
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be considered to fail inta three categories: an instructive message

(instructing a player how to win the maximurn jackpot), a status message

(informing the player that he is currently betting 2 coins per spin), and a

promotional message (asking the player whether he wouid like to bet 3

coins per spin}.

fv) “Your clane flight to return home to Cleveland leaves in 3

hours. Would you like to check Hf you can catch a later flighi?” Note that

this rnessage is both a status message and a promotional message.

{v) “i you had been playing in Speed Flay Mode, you could have

wonthis jackpot in 45 minutes instead of 1.5 hours. Speed Play Made

speeds up ihe operation of a sioi machine (¢.9., makes ine reels siop

spinning more quickly), thereby enabling youto play mare games ina

shorter period of tne.” Note that this message is both a hypothetical

message about past game play and an instructive message describing how

speed play mode works.

(vi) “Your contract far Double Payouts will expire in 5 minutes. HF

you agree to switch your long cistance phone service provider fo MCI, then

your contract for Double Payouts will be extended for another 15 minutes.”

Note that this message is bath a status message (informing a player that

his contract for couble payouts is about fo expire} and an activity-benefit

offer (offering the player a benefit of an extended contract if he switches his

long distance phone service provider}.

[00235] For clarity, messages that fall into multiple categories may

be referred to collectively as cornbination messages. The controller may

store a combination message database 320, such as the one shown in

FES. 10.

[00236] it is anticipated that players may be more receptive to

promotional messages i they are accompanied by status messages,

instructive messages, or hypothetical information about past game play

(henceforth referred to as “Informative messages’ for convenience). This is

because the informative message may help ta show the player why a
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promotional message is appealing, interesting, or valuable. Promotional

messages may be accompanied by informative messages in a variety of

different ways, including:

a a combination message may be both a promotional message

and an informative message (see examples above}

ca @ promotional message may he output after an informative

message is output

fii) a promotional message may be output before an informative

message is output

fiv} a series of informative messages may be follawed by a

promotional message

(2} Determine A Representation of the Message

[00237] in Step 1704, a representation of the message may be

determined from among a variety of different representations and based

upon many different factors. in other words, any given message may be

oulput in a variely of different ways. For example, a message may be

output in English or Spanish, in text or audio, or in green or blue. The term

“representation” is used io refer to a method of formatting and cuipuiling a

message. A message may have one or more representations. For

example, a message may have four representations:

® a text representation in English

(} a text representation in Spanish

(it) an audio representation in English

(iv) an audio representation in Spanish

[00238] Outputting a message may include outpulting a

represeniation of a message. in addition, the method of the invention thus

may include determining a representation for a message.

mad or
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fOO239} According to some embodiments, a olurality of

represeniations of a message may be outpul. Examples include:

iD For example, a text message, “You get a free spin each time

you insert a $10 bil’ may be displayed in a pop-up window {4 first

representation), and an audio recording describing the message may be

played (a second representation).

GH} A message may include a movie with an audio soundtrack

that describes ihe message. in addition, a text version of the message

(e.g., closed captioning) may be output alang with the movie.

fii) A rnessage may be output on a plurality of game machines.

For example, a texi message may be output on both of two game macnines

thal are right next io each other. In a second example, a first half of a

message may be output on a first game machine and a second half of a

message may be output on a second game machine.

[OO240] Representations of a message may differ from each otherin

variely of ways, including:

@ media format (e.g., text, audio, video)

(iH) language (e.qg., English, Spanish, French)

(ii) presenter (e.g., a celebrity, aman with a Texas accent)

div} partitions (e.g., pop-up windows, sidebars)

iv) visual cues (e.9., color, font, animation)

{vi} categories (e.g., food messages, help messages, news

messages)

(vill output devices (¢.g., CRT screen, LCD screen, audio

speaker, on the video reels of a slot machine, on another are of a gaming

device).

foG241] These variations on representations are described in detail

below.

{00242} Different representations of a message may be stored

in a database, such as the message representation database 324 shown in
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FIG. 12. Allernatively, or in addition, different representations of a

message may be generated by a computer sysiem (e.c., the controller 102,

oragame machine 104).

[00243] A message may be represented in a variety of diferent

media formats, inchiding:

0) text — For example, a text message may be displayed on a

video screen.

aH audio — For example, a ‘beep’ sound may be output anytime a

message is displayed on a video screen. In a second exarnple, a recorded

voice may describe a message to a player. Accorcing to some

embodimenis, a message may be output in aucio form only and may not

have a video component,

(il)=video — For example, a sequence of images (¢.q., a movie}

may be displayed to a player using 4 video screen. For example, an

activity-benefii offer may be cautput to a player

{iv} binary ~ For example, an LED on a siof machine may act as a

warning light- lighting up to indicate a message to a player and turning off

to indicate no message.

tv) icons — Messages may be represented by pictures. For

example, a slatus message indicating that a player's table reservation is

ready may be represented by a picture of a plate of food.

[00244] A message may be presented in a plurality of ways. For

example, a message may include both a text component and an audio

component.

[00245] A message may have a plurality of representations in

diferent languages. Far example, a message may have a_ first

represeniation in English and a second representation in Spanish. In a

second example, & message may have a text representation in English, a

text representation in Chinese, an audio representation in Enqlish, and an

audio representation in Chinese.
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fOO245)] it may be pariicularly useful to have representations of

messages for the disabled. Exarnples include:

iD for the vision-impaired — For example, a message may be

cutout in Braille or large font text.

(i) for the hearing-impaired — For example, a video message

may have closed-captioning text, or a message may be transmitted to a

player's hearing aid using a Bluetooth radia channel. Ina second example,

a message may include a video of a presenter describing a message in

sign language.

[00247] Examples of languages for @ represeniation of a message

include:

@ spoken languages (e.g., English, Spanish, French, German,

Chinese, Arabic, Hind)

a written languages (e.g., Braille, Latin}

dij} computer languages (e.g., HTML, XML, binary)

[00248] Representing a message in multiple languages may be

particularly helpful for foreign players who are visiting a casino.

(GD249] A message may have a presenter (e.g., a character

thal presents the message to a player), Examples of preseniers include:

ii} @ person speaking in an audio message

Gi} a synthesized voice in an audio message

di}=a person in a video message

(iv) a plurality of speakers in an audio message

(vj) an animated character in a video message — For example, an

avatar, virtual assistant, or other on-screen character may be cisplayed to a

player in conjunction with a message. For example, an animated rabbit

may be displayed on video screen and “talk” to a player, thereby outputting

one or more messages. Indications from the rabbit may be provided as

both text (e.g., displayed using a speech bubbie as a partition), or as audio
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(2.g., an audio recording may be played, allowing the rabbit to “speak” to

the player.)

ivi}  Apartion of a game may be modified to indicate a message.

For example, icons on the reels of a siol machine may be modified ta

indicate a message. in a second example, a message may be output by

changing the design of a deck of cards in video poker.

[OG250] It is anticipated that players may pay more altention to

representations of message thai include certain presenters. For example,

a player may pay exira attention to a message that is presented by his

favorite celebrity.

{Q0251] According to some embodiments, a game machine may

include multiple video screens or multiple “windows” represented on a

single video screen. The term partition may refer to a video screen or an

area of a video screen that is used to display related information. Some

common examples of partitions include windows, split-screen displays,

sidebars, headers, and footers.

[00252] According to some embodimenis, a message may be ouput

fo using @ partition. For example:

(B A game machine may include a video screen, and a partition

of the video screen may be used to oulpul a message to a player.

fi} A message may be output in a partition on a game machine.

dij} A partition on a game machine may display a message.

iv}  Apartition on a game machine may oulpul a message.

[00253] Examples of partitioning include:

@ A slot machine may have a single video screen that is split in

half. The lefi side of the sereen(Le., a first partilion) may shown a

messages and information relating to messages and the right side of the

screen (L@., a second partition} may show an image of slot machine reels

used in playing games on the sict machine.
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GH A slot machine may have two video screens, each one

corresponding to a partition. The first video screen displays slot machine

reels and is used to indicate outcomes during games played on the siot

machine. The secand video screen is used to cuiput messages to players.

(it) A game machine may have a single video screen that is split

into 3 partitions: a header, a sidebar, and a main window.

div) sidebar —- For example, a portion of a video screen alang the

left or righi side of the video screen may be designated as a partition.

(v) header — For example, a partion of a video screen along the

top of the video screen may be designated as a partition.

ivi} footer ~ For example, a portion of a video screen along the

bottorn of the video screen may be designated as a partition. For example,

a footer on a video screen may be reserved to display messages and alert

fo a player based on the player's current activities.

ivi} windows - A video screen may be subdivided into one or

more movable partitions (a.k.a. “windows") and an immovable pariition

(a.k.a. “a deskion’). Each window may be a different partition, and Ht may

be possibile to have partitions overlap (.e., a first partition may obscure

some or all of a second partition}.

(WHA) picture-in-picture — A video screen may be divided into two

partitions. The first partion may take up most of the video screen, except

that a portion of the first partition may be obscured by the second partition,

which is overlaid on top of the first partition. The second partition may be

significantly smaller than the first partition.

(x}=pop-up-window — A new partition may be created on a video

screen and this partition may display a message to a player.

(x) pay table —- A game machine may include a pay table (e.g.,

that describes one or more payouts that may be provided io players based

on. A message may be displayed ta a player overlaid on the paytable or

on & partition associated with the pay table (e.g., a header or footer).

{xi} on the reels of a slot machine.

{xi} in a bonus round.
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Odi) pragressive meter - A game machine may include an

aupdiiary display screen like a progressive meter, which may be bolted anto

the top of the game machine or bull-into the game machine. This auxiliary

display may be used to display a message to a player.

(O0254] A partition may be created to cutpul a message. Thatis,

the following steps may be performed:

a creating a partition

Gi outputting a message in the partition

[00255] Creating a partition may inchide one or more of the

following steps:

@ determining a location for the partition

a) determining a size and/or shape of the partition

fii} allocating memory for the partition

[00256] A partition may be closed, removed, or hidden based on

various factors and conditions. Examples of closing or hiding partitions

include:

@ A olayer may indicate that a partition should be closed.

GH A player may indicate that a partition should be hidden.

fii} A partition may automatically be closed after a predetermined

period of time.

[00257] Closing or hiding a pariition may include one or more of the

following steps:

(B ceasing to display the partition

GH fresing memory that was allocated for the partition

[00258] Partitions may be on separate video screens. For example,

a slot machine that has two video monitors may have three partitions: two

partitions on the first monitor and a third pariiion on the second monitor.
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[00259] Partitions may or may not be rectangular. For example, a

video screen may display partitions that are shaped like pieces of a pie.

[o0260] There may or may not be a visible border between

partitions.

[00261] Partitions may or may not be movable. For example, a

player mey move a partition (a.k.a. “a window’) by clicking and dragging.

According to some embodiments, a partition may move an its own (6.g., to

avoid obscuring a game result}.

[00262] A first partition may cbscure a portion of a second partition.

For examoils, partitions may be organized into layers. A partition that is on

layer #1 may be obscured by any partition on layer #2, which in turn may

be obscured by any partion on jiayer #3. According to some

embodiments, only the overlapping portions of partitions may be cbscured.

[00263] There may or may not be a limit on the number of partitions

allowable on one or mare video screens.

[00264] The contents of separate partitions may be controlled by

separate devices. For example, a slat machine may have two partitions: a

first video screen and a second video screen. The firsi video screen may

be controlled by the slot machine, whereas the second video screen by the

controller.

{60265} A partition may be transparent, allowing a player to view

portions of a video screen that would otherwise have been obscured by the

partition.

[00266] A partition may have a background. This background may

show a solid color, a patiern, or an image. information displayed in the

partition may be overlaid on the background.

[00267] According to some embodiments, processes involving

partitions may be animated. For example, if a new partilion is created by

double-clicking cn an ican, an animated sequence may be displayed

showing the partition expanding from the icon.

[00268] A partition may have associated audio or sounds. Far

example, jungle noises may be output by a speaker on a video poker
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machine while a player is navigating a “Jungle Theme’ category displayed

in & partition.

[00269] a message is output in a visual format (e.q., text, images,

video), then a representation of the message may include various visual

cues. Examples of visual cues that may vary between representations

include:

@ color — For example, promotional message may be output in

red text and instructive messages may be output in blue text.

a} windows ~— For exampie, a first window may show messages

relating to features, a second window may show communication messages

from other players, and a third window may show activity-benefi offers. In a

second example, a message may be output as a text overlay on spinning a

video screen showing spinning sict machine reels.

fii) les — For example, a message may displayed in a window

with a tile bar that inclicates the topic of the message.

{iv} fonts — For example, messages that offer supplementary

benefits may be in bold, while messagesrelating to tearn play may be in

italics.

) highlighting -- For example, selected features may be

highlighted, whereas unselected features may noi be highlighted. Ina

second example, keywords ina message (6.g., “dinner”, “mavie’, “credits”,

“Donus") may be highlighted.

{vi} order — For example, short messages may belisted first,

followed by longer messages

(vill borders — For example, messages may be displayed in pap-

up windows with colored borders. A red border may indicate that a

message is an advertisement; a green border may indicate that a message

is an instructive message.

ivi) backgrounds - For example, a message may be outputin a

partition with @ green background, indicating that the message is a undate

on a World Cup soccer scare.
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fx} location — For example, messages relating to features may be

displayed in a first location, and acivertisements for consumer producis may

be displayed in a second location.

{x} animation — For exampie, alerts about activity-benefit offers

may be animated to bounce up and down. In a second example,

messages that offer benefiis to a player and may emit floating “B” signs.

i} audio - For exampie, whenever a sialus message relating to

a baseball game is displayed, a crowd noise sound may be outpul by a

game machine. In a second example, a voice synthesizer may say “Status

Message’ when a player selects a pop-up window containing a message.

{xi} overlay — For example, messages relating to payouts on a

game machine may be displayed as text overlaid an the game machine's

payout table.

[00270] A visual cue may be used to indicate a category for a

message (6.9., an important message, a de-emphasized message, a

message about a feature).

[00271] A representation of a message may include an indication of

a category of the message. Examples of categories of messages include:

(B promotional messages

a instructive messages

fii} status messages

{iv} communication messages

iv} messages relating to features

ivi} messages relating fo activity-benefit offers

{vi} messages relating fo hypothetical information about past

game play

(vil) messages from a specific fiend of a player

fix} messages that offer benefits to a player

oo short messages

{xi} long messages

{xii} reminders based on a player's digital calendar
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Odi) messages relating to food and meals (e.g., reminders,

advertisements}

(xiv) messages relating to travel

ixv) urgent messages

(xvi) advertisements for consumer praducis

(xvi) messages that include the keyword “dinner”

[00272] Categories may be organized into a hierarchy. For

example, messages may be divided into categories of promotional

messages, communication messages, and status messages (many ather

calegories are also possibie). Within the “promotional messages’ category,

messages may be further subdivided into advertisements for consumer

products, advertisements for services, promotional messages about

features, and activity benefit offers (many other categories are also

passible}, Alternatively, there may be no hierarchy of categories.

[O0273] A message may pertain to a plurality of categories. For

example, a message may fall into bath the “reminders” category and the

“messages relating to features” caiegary.

(eOo274] A message may be categorized based on a variely of

criteria, including:

G a iype of a message

fi} content of a message

(ii} properties of a message

fv} one cr more indications by a player — For example, a player

may indicate how he would like messages to be categorized (e.g., by

creating his own categories),

(vy one ar more indicatians by another party (6.9., a casino

employee)

ivi} originator of a message

{vil} an importance of a message

(vil) alength of a message

tx} atime that a message originated
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[00275] Categories may be indicated in a variety of different ways.

For example, various visual cues may be used to indicate what category or

calegories a message belongs in. Examples include:

[00276] icons for important (hot"} messages may be shownin red,

while less important cool”) messages may be shownin biue.

[GO277] A tile bar on a partition may indicate a category ofa

message.

[00278] An indication of a plurality of categories may be output fora

single message. For example, a red border on a pop-up window thal

displays & message may indicate that the message is urgent, and 4 titie bar

on the pop-up window may indicate thal the message relates to a player's

dinner reservation.

[GO0279] Messages that offer benefits to a player and may emit

floating “®”signs.

[00280] A status message describing a jackpot that was just

awarded to a player at a nearby game machine may be displayed as text

averlaid on a payout table of a game machine.

[00281] An unimporiant message may be displayed in “grayed aul

text sa that it does nat needlessly attract a player's altention.

[00282] A message may be output using an output device.

Examples include:

[00283] An LCD screen may display text representation of a

message.

[00284] A CRT monitor may display a video messageto a player.

[00285] An audio speaker may output an audio representation of a

message.

[O0286] A message may be output using a shared or public cutout

device. Examples include:
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a A bank of garne machines may share a large display screen

(8.g., for displaying information about a shared progressive jacknal). One

or more messages may be output to players at the bank of garne machines

using this iarge display screen.

(i) A message maybe displayed on a 15 foot projection

television thal is viewable by everyone in the sporis back section of a

casino.

ci} An audio speaker at a siot machine may play a message

that can be heard by the player as weil as other players and casino

employees who are nearby.

iv} On 4 televisian in the room of 4 player.

iv) Over a loud speaker system.

[00287] A message may be cutput fo 4 player privately. Examples

include:

0) A message may be displayed on a smail partion of a video

screen that is only visible to a player.

di) An audio message may be output to a player who is wearing

headphones.

(ii) Printed on the back of a cashless gaming receipt.

[O0288] A player may carry an electronic device such as a ceil

phone, PDA (personal digital assistant, or laptop computer. This

electronic device may display a message tc a player. Examples include:

0) Agame machine may use a Bluetooth wireless connection to

transmit a message io a player's PDA. Upon receiving the message from

the game machine, the PDA maydisplay the message fo the player. Far

example, the PDA may beep and display the message on an LCD screen.

fi} The controller may determine a message ta be oulpul to a

player and transmit this message to a player's cell phone using a

communication network (8.g., a 3G wireless network). The player's cell

phone may then display the message to the player.
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di) When visiting a casing, a player may rent or borraw a tablet

computer, which he may then carry with him as he moves about the casino.

Among other things, this tablet computer may outout messages to the

player. For example, the tablet computer may communicate with game

machines and/or the controller io determine and output message to a

player.

fv} A game machine may be associated with a poriable

electronic device that a player may remove and carry with him throughout

the casing. This poriable electronic device may outpul messages to the

player (6.q., messages relating to the game machine). For example,

commonly owned Application Serial No. 08/774,487 entitled “Automated

Play Garning Device’, now issued as US. Patent No. 6,012,983, Qwhich is

incorporated herein by reference) and Application Serial No. 09/437 ,204,

also entitled “Automated Play Gaming Device”, now issued as ULS. Patent

No. 6,244,957 @vhich is also incorporated herein by reference) include

examples of how a player may lock a game machinein “auto-play” mode

and then receive updates (.8., slatus messages) relating to game play on

this game machine.

[00289] An electronic device that is used to cutput a message to a

player may be a player device. Commoniy owned Application Serial No.

10/655, 154 entitled, “Method and Aoparatus for Providing a Complimentary

Service fo a Player” (which is incorporated herein by reference) includes

examples of a variety of different types of player devices and includes

delaiis about how a player device may be used fo provide a service to a

player. One type of service that may be provided by the player devices is a

communications service. Qutpulting a message ta a player may be a form

of communications service. Cormmorly owned Application Serial Na.

10/685, 154 aiso includes detaiis about how a player may rent or barrow a

player device from a casino oar other party.

[00290] A message may be cutpul using an outpul device on a

neighboring game machine. For example, a player may be operating slot
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machine #2 at a bank of slot machines. Slot machine #3, which may be

immediately to the right of slot machine #2, may be unoccupied. A

message for a player operating slot machine #2 may be output using slot

machine #3. Outpuiting a message to a player using a neighboring game

machine may be particularly useful in embodiments in which:

a} A neighboring game machine includes an oulput device that

is not present on a game machine that is being operated by a player. For

example, a player may be operating a game machine thai does not have

an audio speaker, whereas a neighboring game machine may have sierso

sound.

cs) Screen space on a game machineis limited. For example, 4

neighboring game machine may be used to display messages that do not

fit on the display screen of a game machine thal a player is aperating.

fii) Outoutting a message to a player using a neighboring game

machine may helo to attract the player's attention to the neighboring game

machine. For example, a neighboring garne machine may be more

profitable to a casino than a game machine that a player is currently

aperating. In order to entice the player to switch game machines and play

the neighboring game machine, a message may be output to the player

using the neighhering game machine.

fOO297] According fo various embeciments, the method of the

invention may include ane or more of the following steps:

® determining a representation of a message

(ii) identifying a representation of a message

(it) selecting a representation of a message

(iv) generating a representation of a message

iv) creating a representation of a message

ivi} determining howto present a ressage

(vil) determining what way to present a message

(vil) determining a manner of presenting a message
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[00292] Note that determining a representation of a message may

include one or mare of the following:

iD determining a media format for the message(e.q., text, audio,

video)

(i) determining a language for the message (e.g., Chinese,

German}

fii) determining a presenter for the message (e.g., a celebrity, an

animated character}

{iv} deterrnining a partition for the message (e.g., a pop-up

window, 2 sidebar)

iv} determining at least one visual cue the message (e.g., color,

highlighting, font}

 
(vi) determining a category for a message

[00293] A representation of a message that is cutout to a player

may be determined based on a variety of factors. Same general categories

of factors include:

@ content of the message

(iH) characteristics of the player

(ii) other messages

@v} indications provided by the player

iv) indications provided by other parties (e.9., a casina

represeniative, a friend of a player)

ivi} other players associated with the player

(vill  time-related factors

(vil) activites of a player

[00294] Noite that these categories of faciors are alse factars listed

for trigger conditions and are discussed in detail below in the text

describing trigger conditions. To avoid repetition, these calegories of

factors are not discussed in detail here. However, examples of determining
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a representation of a message based on various factars are provided

below.

[00295] A representation of a message may be determined based

an content of the message. For exampie:

0) Promotional messages may be output in green text, whereas

status messages may be output in yellow text.

GH} A message from a first advertiser may include the first

advertiser's product logo, a message from a second acivertiser may include

the second acvertiser’s praduct logo.

(ii) The size of a windowthat displays a message may be

proportional io the amount of benefit offered by ihe message or the amount

of subsidy provided by a third party.

(iv) A message relating ta food may be presented byafirst

animated character (e.g. a pot-bellied pig); a message relating io gaming

may be presented by a second animated character (e.q., a tiger in a zoot-

suit).

(v} Messages with important content may be output in bald fonts

and/or bright colors.

[00296] A representation of a message may be determined basec

on characteristics of a player. Examples include:

i} A player who speaks Japanese may have a message output

to him in Japanese.

cD) Messages may be output to a blind player in audio format,

whereas a ceaf player may noi receive audio messages al ail, only text or

video messages.

(ii) a players preferences — For example, a player may preter

thal a certain calegory of messages be output in a particular way. See

belowfor further defails about categories of messages and further details

about a player customizing output of one or more messages.

dv} a player's proclivity towards certain representations — For

example, it rnay be determined that a player pays mare attention to video
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messages than to text-anly messages. Based on this determination, a

video representation of a message may be cutput fo a player.

[00297] A representation of a message may be determined based

on other messages. Examples include:

a} Contrasting colors may be used tc differentiate between

diferent messages. So ifa first message is output in Glue, a second

message may be output in a different color than blue (6.g., rec).

Gi Two messages in the same category may be output in the

same sidebar window.

dil} The same presenter (e¢.9., a celebrity voice} may be used for

all messages during a particular gaming session.

(iv) Messages from different categories may be displayed using

different representations. For example, all status messages may be output

with an animated rabbit as a presenter, and all prammotional messages may

be output with a banker character wearing a tuxedo and top hat asa

presenter,

[00298] A representation of a message may be determined based

on activities by a player. Examples of a player's activities that may affect a

represenialion of a message include:

ii} a player's garning activites ~ For example, a message may

be output in a sidebar window if a playeris in the middie of a bonus round

on a game machine, whereas a message may be output in a pop-up

window if a player has just won a jackpot on a game machine.

(i operation of a game machine by a player — For example, a

message may be output in audio if a player is currently navigating a an-

screen menu on a game machine, whereas a message may be output as

fext in a picture-in-picture windowif a player is watching a televisian show

on a garne machine.

di=non-garning activities by a player ~ For example, a food

message from a restaurani may be output in a first windowif a player has
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eaten at the restaurant before, whereas the food message maybe outputin

a second window if the player not eaten at the restaurant before.

[00299] A representation of a message may be determined based

on characteristics of @ game machine. Examples of factors relating to

characteristics of a game machine:

@ an cutout device of the game machine — For example, a

message may be output in video format if a garne machine has a color

video screen and audio speaker. Otherwise a massage may be output in

text format.

cs) hardware of ihe game machine — For example, a message

may be oulpuf in audio format if a game machine does not have a fast

enough processor to decode a streaming video representation of the

message.

[00300] The contralier may sicre a message representation

database 324, such as the ane shown in FIG. 12. Note that, for any given

message, one or more representations may be available. For exampie,

PROMO-1-85923475 is available as an English text version, a Spanish text

version, and an English audio version. Determining a representation far a

message may include seiecling a representation fram the message

representation database.

[OO301] The controller may store a message formatting database

326, such as the one shown in FIG. 13. Information stored in the message

formatting database may be useful in formatting a message io generate a

representation of the message. For example, ihe message formatting

database 326 in FIG. 13 shows that a preferred! representation of features

on game machines for player FLAYER-1-02834555 is ta have the message

output in a header with a green border and a message ttle of “Features”.

An audio signal may be oufput also. Note that a message formatting

database 326 may be used independently or in conjunction with a message

representation database 324 such as the one shown in FIG. 12. For
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example, a representation selected fram the message represeniation

database 324 may be formatted according to the message formatting

database 326.

[00302] Nate that there may only be one represenialion of a

message, in which case the controller may simply output the representation

of the message to a player ala game machine.

(3} Awaiting A Trigger Condition

{00303} in Step 1706, the system waits for a trigger conditian

associated with ihe message and/or the representation of the message to

eccur. Thus, one way to control the output of messages is to output a

message based on a tngger condition. That is, for example:

a A message may be output when a trigger condition occurs.

Gi} A message may be output when a trigger condition is true.

fii} A mmessage may be output in response to a trigger condition.

tiv} Amessage may be output in response to a trigger condition

OccuUITING.

(vy A message may be output in response to a trigger condition

being true.

ivi} A message may be output ai substantially the sare time that

a trigger condition occurs.

ivi} Atmnessage may be output at substantially the same time that

a irigger condition becornes true.

(vil) A message may be cutput because of a trigger condition.

(x) A message may be cutput because a trigger condition

occurred.

o> A message may be output because a trigger condition is true.

[00304] A trigger condition may be @ condition that causes a

message fo be output al a game machine,
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[O0305] Note that tigger conditions may be useful in enabling a

variety of different functions, including:

iD determining when to output a messaqe

(i) determining an appropriate time to output a message

(it) determining what message to output

2) determining haw to output a message. For example, a

trigger condilion may be used to determine a representation of a message

or categorize a rnessage. See above for details about representations of

messages, examples of determining a representation based on various

factors, and categorizing messages.

iv} determining an order in which to output a plurality of

messages (see message ordering below for detais)

(vi) delaying output of a message until a tngger canditian

occurs. For example, it may be annoying to outoul a message to a player

while he is in the middie of winning streak or busy configuring features on a

game machine. Therefore, outputting a message to a player may be

delayed uniil an appropriate time. Ses belowfor further details about

delaying output of a message.

{(GO306] According te some embodiments, a trigger cancition may be

a Boolean expression. This Boolean expression may reference one or

more variables @.e@., factors} and may include Boolean modifiers and

conjunctions (e.g. ANB, OR, XOR, NOT, NAND), comparators (6.9., >, <,

=, >=, <=, |=}, rnathematical operations (6.g. +, -, “, 4, mean, standard

deviation, logarithm, derivative, integral), and constants (e.g. $10, 20 coins,

300 credits, 0.02, 15%, pi, TRUE, yellow, “raining”}). Examples of Boolean

expressions include:

a) (fiftydollarbillinserted} AND

(player_trackingcard_inserted}

a (time_of_day > Spm) AND (empty_hotel_rooms > 30) AND

NOT(player_staying_at_hoie
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(ii) (helpbuttonpressed = TRUE)

(hv) (free_money_hotline_phone on hook = FALSE)
 

[00307] A trigger condition may be based on one or more factors.

That is, for example:

a} one or more factors may affect the occurrence of a trigger

condition

aH one or more factars may affect whethera trigger condition is

true

(iii) one or more factors may cause a trigger condition to occur

iv} one or more factors may cause a trigger condition to

become true

iy) one or more factors may affect the output of a message

Oi} a message may be output based on ane or more factors

[OO308] General categories of factors include:

0) activities by a player (including a player's gaming activities

and non-gaming activities}

(iH) a player's visit to a casino (e.g., arrival, hotel slay, meals,

entertainment

Gi} characteristics of a player

(iv) other players associated with the player

(v) opportunities for revenue management of a casino

ivi} messages that may be output to a player (including the

current message}

(vil indications provided by the player

(vii indications provided by other parties (e.¢., a casina rep, a

friend of a player)

{x} tme-related factors

oo characteristics of a game machine
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[OO309] The controller may store a tigger condition database 322,

such as the one shown in FIG. 17A or the one in FIG. 11B. According to

this daiabase, a message may be output If a trigger condition is true. For

example, “OFF-3-23480923" may be output if a nearby player wins a

jackpot.

{O0310] In some cases, the trigger condition database 322 indicates

thai the “NEXT MESSAGE IN QUEUE” should be output this means that a

message fram the message queue database 328 shown in FiGs. 144 and

148 maybe output.

[00317] According to some embodiments, 4 message may be output

based on factors relating tc a player's gaming activities. For example, a

message may be output to a player if the player has played a certain

number of games, or if he has maintained a ceriain rate of play.

{CO372] Examples of factors relating to a player's gaming acivities

include:

(i) an amount of play

(ii) a rate of play

dD a credit balance

tiv} comp painis camed

(¥)} avents ala game machine thal is operated by a player

(vi) statistics relating to usage of a gare machine by a player

ivi characteristics of a game machine

(vill) gaming activities not performed at a game machine (e.q.,

lottery tickets, keno, video games)

te) past, present, and anticipatec garning activities

[003413] Examples of factors relating to an amountof play include:

a a duration of play (€.g., how many minutes a player has

operated a game machine}

ai} how many games a player has played

GHD how many comp points a player has earned
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Gy} howlong a player uses a feature on the game machine

(e.g., how long a player operaies a game machine in SD Graphics Mode}

iv} how fong a condition has been true (e.g., How long has the

player maintained a rate of play of more than 7 games per minute? For

how many games has the player's credit balance been abave 40 coins?}

(vi) how mary spins in a row have been a winner.

[00314] Note that an amount of play may be measured in a variely

of different uniis, including:

iB time (@.g., seconds, minutes, hours}

cs) occurrences (e.g., number of spins, number of games}

(HE) currency (@.g., number of cains, dollar value, comp points}

{O0315] Examples of facters relating to a players rate of play

include:

{i} amount of currency per minute (@.g., coins per minute,

dailars per minute}

(i) average amount of currency per minute (é.g., on a game

machine that he is currently operating, on all game machines that he has

played since acquiring a player device}

Gi} average amount of currency per spin

(iv) average number of games per minute

(v) Wheiher a player is currently operating a game machine

(.é., is his rate of play greater than zero?)

ivi} reel resolution time as set by the casino or in some

embodiments, by the player

[GO316] Accarding fo some embodiments, a rate of play may be

measured as an arnount of play per unit. For example, the contraller may

track an average amount of currency bet per spin (e.g., 2.3 coins/spin} or

an average amount of currency bet per minute (@.g., 16.7 coins/minute).

Examples of units for a rate of play include:

38

Zynga Ex. 1002, p. 105
Zyngav. IGT

IPR2022-00200



Zynga Ex. 1002, p. 106
Zynga v. IGT

IPR2022-00200

a per session

(i per game (e.g., a spin on a slot machine, a hand of video

poker}

di} per minute (or other unit of time — seconds, hours, days,

etc.)

fv) per event (6.q., per spin, per usage of a fealure, per card

selection in video poker, per coin bet}

[O0317] Examples of factors relating to a player's crecit balance.

Examples include:

® current credit balance on a game machine

(iH) a current credit balance on a plurality of game machines

(¢.9., in an embacdiment in which a player may operate a plurality of game

machines simultaneously, or store a credit balance on a game machine)

(ii) average credit balance (e.g., on a game machine that he is

currently operating, on all game machines that he has played since

acquiring a player device}

[00318] Commonly owned Application Serial No. 10/419,306 entitled

“Method and Apparatus for Providing A Bonus to a Player Based On a

Credit Balance” Gwvhich is incorporated herein by reference) includes a

description of providing a benefit for a player based on his credit balance

on a garne machine.

[00319] According to some embodiments, a trigger condition may be

based on a number of cornp points earned by a player. Comp points may

be provided to a player for a variety of different reasons, as are known to

thase skilled in the art.

[60320] Examples of factors relating to events al one or more game

machines include:

iH outcomes that are generated by a game machine
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GH intra-game evenis (e.9., a player is deall a card in video

poker, a player discards a card in video poker, a player gains access fo 4

bonus round on a siot machine}

di} payouts that are provided by a game machine (s.g., 10 coin

payout, 4 $100 jackpot}

ay) money is inserted info a game machine by a player (6.g.,

using a bill acceptor or a coin slot}

iy) money is removed from a game machine by a player (e.g,

a player presses the ‘cash cut bution)

vi} @ bonus is provided to a player (e.¢., a player may sarna

10 coin bonus for inserting a $20 bill into a game machine)

(vid a player identities himself (e.g., a player may insert a player

tracking card into the game machine)

CHD) a feature is activated or deactivated. According to same

embodiments, a player may receive a service as long as a feature is

enabled. For example, a player may receive free telephone service as long

as the player operates a game machine in auto-play mode.

4) a player operates an input device an a game machine (e.¢.,

@ player presses the ‘spin’ button on a slot machine, a player uses a touch

screen ia select a card on a videa poker machine}

ox) information may be oulpul io a player using an outpul

device (e.g., a message may be displayed to a player on a video screen

alerting him that he only has 10 coins lef}

(x) indications from sensors — For example, a game machine

may have a weight sensor that determines when 4 player is standing in

front of the game machine. In a secand exampie, a game machine may

have a microphone that may be used to determine when a playeris

speaking (e.9., wilh a frend}.

Odi} navigation of menus on a game machine. For example, a

player may use one or more menus on a garne machine to select a feature

or indicate his preferences.
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[OG321] In addition to events themselves, information about events

may be factors that affect a tnager condition. Examples of information

about events include:

a what event occurred

(i) when the event occurred (e.g., what date, what time of day,

ordering of events}

Ci} howoffen an event occurred (e.g., 14 times, an average of

32.6 times per hour)

(hv) how much money was added/removed/invalved in the avent

(2.g., How much moneydid a player insert into a game machine? How

large was a payout provided to a player?)

iv) resulis of the event (e.g., What was a player's crecit

balance after he won a fackpot? What is the state of a programm on a game

machine after the game machine’s software is upgraded?)

ivi} what caused an event to occur (e.9., why did a player win a

jackpot of 100 coins?)

(ai other information describing the event (6.g., what

authentication code was provided, wnat activation code was provided)

[00322] Examples of statistics relating to usage of one or more

game machines include:

i} totals

Gi} averages

GHD perceniages anc ratios

8) revenues (1.e., “WHT}

(v) theoretical win

(vi) tofal payouts wan

wih play patterns (events, times, order, speed af play, strateqies

used by players)

[00323] Examples of totals include:
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a a total arnount of time (e.g., how many hours a game

machine is operated, how many minutes a feature is usec)

ai} a total number of occurrences of an event (¢.q., a total

number of offers accepted by clayers, a icial number of imes that a feature

ig activated)

Cit} a total value of a plurality of events (¢.9., a total amount of

money cashed out of a game machine, a total amount of payouts provided}

[O0324] Examples of averages include:

iB average crecit balance

cs) average coin-in per spin

cH an average number of occurrences of an event (é.g., an

average number of spins per minute)

{iv} an average value of a plurality of events (e.g., an average

credit balance, an average price of hotel rooms sold to players through a

game machine)

[00328] Note that averages may be calculated on a ‘per unit’ basis.

For example, the controller may calculate an average coin-in per game

(¢.9., 2.3 coins per game) or an average coin-in per session (e.g., 372

coins per session}. Examples of unils for averages include:

ii} per session

Gi} per game (e.g., a spin on a slot machine, a hand of video

poker}

(iit) per minute (or other unii of time — seconds, hours, days,

etc. }

(iv) per event (e.g., per usage of a feature, per card selection in

video poker)

[O0326] Exarnples of percentages and ratios include:

U) @ percentage of time (e.g., whal percentage of time a game

machine spends waiting for an input frorn a player}
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GH a percentage of events (e.9., whal percentage of offers

presented io a player are accepied)

(ili) @ percentage of games (e.g., what percentage of games are

played with a particular feature enabled)

(iv) 4 percentage of sessions (e.9., what perceniage of sessions

are longer tnan 3 hours)

[O0327] Exarnples of characteristics of a game machine incluce:

i) @ location of the game machine (e.g., is a game machine

located near an entrance to a casino} Note that a game machine maybe

portable.

(iH) which player or players are operating the gaming machine —

For example, it may be possible for a plurality of players to operate a game

machine simultaneously (e.¢., as a team, or competitively).

(ii) output devices of the qame machine (e.g., Is an output

device currently in use and therefore not available to output a message)

(iv) input devices of the game machine (e.g., is an input device

currently in use and therefore not available for a player io use to respond to

a message)

wv) hardware of the game machine (e.g., daes the game

machine have enough memory to slore a message?}

[00328] Exampies of factors relating to gaming activities that may

not be performed al a game machine include:

0) latiery tickets — For example, a message may be culput io a

player when a lottery drawing is about fo occur.

ca) sports betting — For example, a message may be ouinut to

a player based on 4 sporting event thal the player has bet on.

‘ci bingo — For example, a message may be output to a player

based on the start of a new round of bingo.
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[O0329] Note that factors may relate io a player's past, present, or

anticipated future gaming activities. Examples include:

iD past gaming activities ~ For example, a message may be

cutput based on a player's average rale of clay over the last hour.

(i) present gaming activities — For example, a message may

be output based on a current outcome achieved by the player.

Ci} anticipated fulure gaming activities — For example, a

message may be output to a player if the player is standing in front of a

game machine that is notin use. As discussed above, a game machine

104 may include one or more sensors that may assist it in determining that

a player is standing nearby. In a second example, a message may be

culput to a player based on ihe player's indication that he plans to play

games for the next 3 hours.

[00330] A message may be output based on factors relating to

messages. For example, here are some exemplary trigger conditions

relating to messages:

@ (promotional_messages_last_hour <5) Thatis, only output

a message tc a playerif the iotal nurmber of promotional messagesin the

last hour is less than 5. Otherwise, delay outputting the message.

GH (current_lime — time_of_last_message) => 5 minutes} Thai

is, Make sure that there are atleast 5 minuies between messages being

output to a player.

GHD (NOT (buddy_list_has_received_message

(messags#14351, 24 nours})} Thatis, don’t output a message to a player

if somebody on his buddy list has already received the same message in

the last 24 haurs.

(iv) {queuedtoouiput (message #293457)} Thal is, output

this rnessage if message #293457 is already queued to oulput. For

example, this trigger condition may be useful for outputting two messages

at the same time or back-to-back.
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iy) (relatedtopics (message #1234213, messages #4980524)}

That is, wo messages may be output simullaneously if their fopics are

relaied. For example, a promotional message relating to a restaurant may

be ouipul at the same time as a status message reminding a piayer about

his dinner reservation at the restaurant.

[00331] Noie that trigger conditions include factars relating to a

variety af diferent types of messages. Examples of different types of

messages include:

iB the message to be output — For exarnple, a trigger condition

to outpul message PROMO-1-85923475 may be based on the conient of

message PROMO-1-85923475 (e.9., the amount of discount provided by

the message}. In a second example, a trigger condiion to aulput a status

message relating to the score of a baseball game may be based on the

time of the message (e.g., when the score of the baseball game changed).

Gi} past messages — messages that have already been output

to a player. For example, there may be a restriction that only one

promotional message can be outpul to a player every 5 minutes. Ina

second example, an activity benefit offer may be outpul to a player based

on his response to a previous promotional message. in a third example, a

less detailed message promotirig a product or feature may be output io a

player if the player has already received a more detailed message about

the product or feature.

GHD future messages — messages that may be output to a player

in the future. For example, if two promotional messages are already siaied

to be cutout to a player, then the controller may refrain from outpulting

additional pramotional messagesto the player. In a second example, ifa

player is scheduled to receive level 1 and level 2 instructive messages for

the Galden Egg slot machine, then the player may additionally be

scheduled to receive a jevel 3 instructive message for the Golden Eqg sict

machine.
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fiv} current messages — messages that are currently being

output to a player. For example, an instructive message describing how to

operate a game machine may be being output to a player. [fit appears that

the player dees not understand the message, then a second instructive

message may be output to the player.

wv} messages output fo other players, including past messages

fo other players, future messages to alher players, and current messages

to other players. For example, an activily-benefit offer may be output io a

player if 3 of the 4 friends on his buddy list have already received activity-

benefit offers thernselves.

[00332] For example, if may be particularly beneficial to output a

promotional message based on one or more other messages that may be

output (6.g., past, current, or future messages). For exarnple:

a An instructive message relating to Auto-Piay Mode may be

output to a player. Basecl on this instructive message, an activity-benefit

offer relating to Auto-Play Macie may be auiput the player. For example,

the activity benefit offer may be output in the same window as the

instructive message.

(i) A communication message including the ward “dinner may

be queued to be output io a player in the fulure. in addition, an

advertisement for a iocal restaurant may be queued tc be output to a

player. Based on the similar topics of these twa messages, the orderof the

queue of messages may be modified so that the messages are output

sequeniially.

[00333] According to same embacdiments, the invention may include

a siep of determining a promotional message based on one or more other

messages that may be output. See below for details about determining a

first message based on a second message.

[00334] As described above, the controller 102 may stere a

message history database 332. One example of a message hisiory
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database is shown in FIG. 16. This database 332 may be useful in tracking

messages that have already been output to players and thereby enable the

controller 102 to output a message based on one or more past messages.

[00335] As described above, the conircller 102 may sicre a

message queue database 328. One example of a message queue

database 328 is shown in FiGs. 14A and 148. This database may be

useful in tracking messages thal may be output to players and thereby

enable the controller to identify players based on future messages.

[O0336] Exarnples of factors relating io messages include:

iB statistics relating to messages

(i) responses io messages

cH content of messages

(iv) oulpulting of messages

fO0337] Each of these factors is described in detail below.

[00338] Statistics relating to messages include:

0) an amount of messages

(i) a raie of messages

Gib totals

(iv) averages

(vy) percentages and ratios

[O0339] Note that statistics may relate to past, fulure, and current

messages to a player or to other players. Inforrnation stored by the

controller in various databases (¢.g.. a message history database} may be

useful in determining statistics. Each of these different types of statistics is

described in detail below.

[C0340] Examples of factors relating to an amount of messages

include:

iH a number of messages (e.g., 10 messages)

a @ duration of one or more messages (6.g., how many

seconds or messages a player has viewed}
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(Hi) an amount of information in one or more messages (¢.9.,

50Mb of messages}

{iv} an amount of benefits offered by one or more messages

fe.g., $30 worth of discounts)

{O0341] Examples of factors relating to a rate of messages include:

@ an amount of messages per unit time (e.g., 10 messages

per hour, 5 minutes of messages per hour of gaming)

Gi a duration between messages (e.g., 8 minutes)

(iii) arate of messages per game play (e.g., 1 message every

20 spins, 0.05 messages per spin}

[00342] A rate of messages may be measured as an arnount of

messages per unit. For example, the controller may track an average

number of messages outout to a player per game play (e.g. 0.1

messages/spin) or a total value of messages per session (@.g.,

S52Z/session). Examples of units for a rate of messagesinclude:

@ per session

(iH) per game play (e.g., a spin on a siof machine, a hand of

video poker)

Gi} per minute (or other unit of time — seconds, hours, days,

etc.)

(iv) per event (e.g., per spin, per usage of a feature, per card

selection in video poker, per coin bel)

7) per bil inserted.

(vi) per roam per night stayed in a hotel.

[00343] Examples of factors relating fo a total of messages include:

i} a total number of messages output to @ player

ai} @ total duration of instructive messages output during a

session
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(Hi) a total number of promotional messages output to all

players

{iv} a total arnount of benefits offered to friends of a player

iv} a total number of messages io a given bank of game

machines (e.g. fo ensure that ail offers aren’t output io the same bank of

game machines}

[00344] Examples of factors relating io an average of messages

include:

iB an average curation between messages to a player

cs) an average number of messages from a specific spansor

output per hour

(it) an average benefit offered to a player in one ar more

promotional offers

[O0345] Examples of factors relating to a percentage or ratio of

messagesinclude:

@ a percentage of messages of a certain type

(iH) a percentage of messages that are status messages

relating to a player's visit to a casina

Gi} a percentage of accepled activity-benefit offers that provide

discounts on products

(iv) a ratio of promotional messages to other types of messages

[00346] When a messages is oulput fo a player, the player may

respond or react io this message in various ways, including:

@ acknowledging that the message was received (¢.q.,

pressing an “OK” bution on a touch screen}

fi} removing, hiding, or deleting the message (e.q., closing ar

minimizing 4 pop-up windowthat displays the message}

GHD accepting or declining an offer (¢.g., pressing an “l accep,

sign me up? button on a touch screen}
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fiv} performing or nat performing an activity specified ina

promotional message or activity-benefit offer

iv} accepting or receiving a benefit provided by a promotional

message or activity-benefit offer

ivi} requesting additional information (e.g., “This was an useful

instructive message, please give me more like 1..")

Cid} indicating an opinion about ihe message (e.g., “I dort need

to be reminded about my dinner reservation.”}

(vill) storing the message for later review.

[00347] Responses or indications by a player (e.g., such as thase

described above} may be factors in oulputling a message to a player. For

example, if a player accepis an activily-benefit affer, then this may trigger

an additional promotional offer to be culpul to the player. For future

messages ar current messages, anticipated responses by a player may be

factors. Other players’ responses to messages may also be considered as

factors in outputting a message to a player.

[00348] Messages may be also be output based on the cantent of

past, future, or current messages. Examples of factors relating to the

content of messages include:

G similarities in the conient of messages — For example, two

messages with similar content may be output in the same partition. Ina

second example, two communication messages from the same party may

be autpul in the samecolor.

(ii) differences in the content of messages — For exampie,

promotional messages relating to food and beverages maybe output in a

first partition, and instructive messages about game play may be output in

a secorid partition.

{iit} parameters of 4 message (6.g., whal size discount is

offered by an activity-benefit offer, what sort of instruction is provided by an

instructive message)
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fiv} a category of a message (4¢.g., a promotional messages

from Acma, a communication message from player #124)

iv} @ representation of a message (6.g., what partition or

presenter is used io oulput a message, what ianguage a messageis in,

visual cues in oulputling a message). For example, a message may be

output ina partition fina other message has been outputin this partition

during the last 5 minuies.

vi} a length of a message

(vil) a time when a message ariginated

(vid a time when a message is output

thd) an originator of a message

(x) an importance of a message

[00349] Messages may also be output based on output of other

messages. As described above, messages may be output to a player in

various different representations. Various factors relating to the output of

past, future, or current messages may affect the output of a message.

Exampies of factors relating to outputting messages include:

@ what output device is used to oulpul a message (e.q., audio

speakeror video screen; video screen #1 vs. video screen #2}

ca a representation of a message that is oulpul (e.g., including

media forrnat, language, presenter, partition, visual cues, and calegaury)

{Hit} responses io messages -- For example, a message may be

output in green if previous messages output in green haveelicited pasitive

responses from a player.

{G0350] As mentioned above, a message may be oulput based an

factors such as:

@ nor-gaming activities by a player

fi} events relating fo a player's visit io a casino (e.q., arrival,

hotel stay, meals, entertainment)

GHD characteristics of a player

9) other players associated with the player
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iy) opportunities far revenue management of a casino

{vi} time-related factors

(vil) indications by various parties

(vill) other gaming activities at a casina

(C0351] A message may be cutpul based on a player's non-gaming

aciivilies. General caiegories of non-garming activities include:

a communication (e.g., a player may talk with a friend ora

casino represeniative)}

fi} food and beverages (@.g., a player may consume a

campiimentary beverage)

cH visit fo a casino (e.g., a player may stay al a hotel

associated with a casing}

fv} entertainment (e.g., a player may waich a showor sporting

event}

(v) arrival and departure (¢.q., a player may fly to Las Vegas to

visit a casing}

[00352] A message may be output based on communication byAwith

aplayer. Examples of cammunication by/Awith a player include:

G a player may talk with a friend whe is sitting at a nearby

game machine

Gi} a player may use a cellular telephone to talk with a friend

GHD a player may communicate using a garne machine (é.g., by

using a keyboard ta send instant messages io his friends)

{iv} a player may see gaming resulis of another player

[60353] A message may be ouliput based on food and beverages

consumed by a player. Examples of factors relating to food and beverages

consumed by a player include:

7: ine player receives a complimentary beverage

(if) ine player requests a complimeniary product or service
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(ii) the player receives a camplimentary praduct or service

(hv) meals eaten by the player ai restaurant associated with the

Casino

iv} whether ihe player has purchased a meal at restaurant

associated with the casino

(vi) a dlayer corisumes a food ar beverage item

[O0354] A message may be output based on a player's visit to a

casino. Examples of factors relating to a olayer’s visil fo a casino include:

iB whena player arrives at the casino

i) whether ihe player has reserveci a hotel room at the casino

cH visits by a player io his hotel raom

i) when a player checks into a hotel

oy) when a player checks out of a hotel

ivi} phone calls, voicernall, email, ar faxes that a player receives

at a casino (e.g., in his hotel room)

(vail) previous visits io the casino by the player

[00355] A message may be oufpul based on entertainment

consumed by a player. Examples of factors relating ta entertainment

include:

i} a player attends a show oar sparting event

Gi} a player views a movie or other entertainment while using a

game machine — For exampis, a partition or window on a game machine

may cisplay a television showto a player so that the player can continue

gaming while stl watching his favarite TV show. in a second example, a

player may use a portable internet terminal to view entertaining web

content whe operating a game machine.

{iit} entertainers at a casino visit players at their game machines

[00356] Examples of characteristics of players include:
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a a player's preferences (e.g. hobbies, interests) See below

for further details of how a player may indicate his preferences for receiving

messages.

di a player's demographic group

(it) what language a player speaks

fv) messages thai have been auipul to the playerin the past

iv) information stored in the player database 308

ivi} information determined by a casino representative (e.g., by

talking to the player}

(vil) the player's hobbies and interests (e.g., sailing, gall}

(vil) physical characteristics of the player (e.g., age, height,

weight, nationality, gender, dress and appearance}

(x) psychological characteristics of the player (e.g., creativity,

risk-aversion)

oo the player's marilal status

(xi) the player’s occupation, income, work hours, credit report

Ga} the player's medical history

[00357] According to same embodiments, the controller may output

a message toa a first player based on events or conditions relating to other

players who are in some way associated with ihe first player. Conditions

relating to other players are similar to the conditions listed above and

elsewhere thought the specification. For example, a message may be

output to a first player based on the gaming activites of a second player.

Examples of other players associated with the player include:

0) a player who is operating a nearby slol machine. For

example, ifa first player wins a jackpot, then the controller may output a

message to a second player ata nearby slot machine.

fi} a player who is sharing a room with the player

(HB) @ player who arrived an the same bus as the player

uy} family members, friends, and other associates of the player
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[O0358] Conditions or events relating to revenue management of a

casino may also be considered when outputting a message. Examples

include:

a To maximize revenues, & casino may want to fill all of its

hotel rooms on a Wednesday night Hf itis Gom on Wednesday night and

the casino hotel is only half full, then this may resull in a trigger condition

(e.g. ofering a free or discounted roam to the player if he agrees to perform

some obligation).

Gh To maximize revenue, a casino may desire to maximize the

number of slot machines that are being played at any given time. A trigger

condition may occur if only 10%of the slot machines in a casino are

currently being played (e.g. play siots and get a pair of showtickets for the

price of one).

fO0359] Examples of time-related factors inclucie:

(i) a duration of time since an event took place.

(ii) @ duration of time since a condition occurred. For example,

@ message may be output 5 minutes after a condition occurs, thereby

making iless obviaus to a player thal the message is being culpul based

on the candition.

Gi} a time of the day, week, rnonth, or year — For exarnpie, a

message may be output on the first Tuesday of every month.

(iv) the current time of day is G6om, which is when the player

usually eats dinner

7) ins current time of day is 8am, and the player must check

out of the hotel at i tam

[OO360] Indications by various parties may be factors in quiputting a

message. Examples include:

iH A player may provide an indication. For examole, a player

may press a bution on a game machineio indicate that he would like to

receive a message.
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GH A casino employee may provide an indication, For

example, a casino employee review information about a player that is

stored in a database (e.g., the player database shown in Figure 4). Based

an this review, the casino employee may indicate thal a player seems

confused and may need assistance in learning howto play a game.

Cit} An associate of a player (e.g., a friend or relative} may

provide an indication. For example, a player's friend may indicate that the

player is about to cash aut and should receive a reminderrelating to his

hotel roam bil. In a second example, a friend of a player may indicate that

the player just lost $50 at another casine and would be interested in

earning the money back.

{(00361] A message may be output based on a players gaming

activities. Alternatively, or in addition, a message may be output to a player

based on gaming activities at a casina that are not necessarily performed

by the player. For example, a message may be output to a player based

on the average utilization of a game machine over the last month.

Exampies of factors relating to gaming activities at a casino include:

i overall usage of a garne machine that a player is operating

(.¢., Including usage by other players) See below for examples of factars

relating to usage of al least one game machine.

a} usage of other game machines ai a casino (e.9., nearby

game machines, game machines of the same type, game machines that

share a progressive jackpot, game machines with a common theme, game

machines that are associated with a game machine operated by the

player). See below for examples of factors relating to usage of at leasi one

game machine.

GH) gaming aciivilies ai a casino thal do noel involve game

machines (e.g., lable garnes, betting on horse races and other sporting

evenis}
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[O0362] Exarnples af factors relating to usage of one or more game

machines include:

iD whether a game machine is currenily in use. For example,

an unoccupied game machine may outpul a message to a nearby player

{e.9., a player who is walking by the garne machine). In a second exampie,

a message relating to first game machine thai is unoccupied may be output

on a second game machine that is being operaied by a player (e.g., a

player who has been wailing to play the first game machine}.

Gi when a game machine was last used (e.9., a player just

stopped using a game machine)

di} overail ulilization of one or more game machine (e.g.,

measured as what perceniage of lime a game machine is in use). For

example, a message maybe oulpul to a player if 90%of all the game

machines on the feor of a casino are in use.

fiv} events al one ar more game machines. For example, a

message may be output to a playerif a game machine near the playerjust

awarded a jackpot.

iv) statistics relating io usage of one or more game machine.

For example, a message may be output to a player if the average rate of

play on a group of progressive jackpot game machines is greater than 15

coins/minute.

ivi} past, present, or anticipated usage of at least one garne

machine. Far example, if a show at a casino just finished, then there may

be large numberof players entering the gaming floor ofa casino. Based

on this, a message may be output when the showfinishes.

{(GO363] According to some embodiments, a plurality af messages

may be output al a game machine.

i} Two messages may be output simultaneously.

ai} A first message may be output, and then a second message

may be output.
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[O0364] According fo various embeciments, the methad of the

invention may include one or more of the following steps:

iD identifying a plurality of messages

di determining a plurality of messages

(it) selecting a plurality of messages

fv) outputting a plurality of messages

fOO365] According to some embodiments, the method af the

invention may inclucie determining an order in which to output the plurality

of messages. Variations include:

U ordering the plurality of messages

(iH) determining an order of the plurality of messages

(it) sorting the plurality of messages

{iv} prioritizing the plurality of messages

iv} determining prioriies of the plurality of messages

(vi) determining an index for each of the plurality of messages

(vail) selecting a message to outpul first

[00366] For example, the controller may use a point system to order

messages. A scoring function may be used to determine a paint value for

each of a plurality of messages. Then the controller may sort the

messages according to their point values (e.g., so that the messages with

the highest point values are oulput first). For example, one scoring function

might be:

paint_value = (max_benefit_from_message) “2

+(priority_ofmessage_originator) *3

[00367] According te this scoring function, a promotional offer frarn

Joe’s Flowers that offers a player $5 off any order of $10 or more may

receive a point value of 15:
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7) (riax_benefitfrommessage = 5)" 2 = 10

di} (priorityofmessageoriginator =3)*3=9

(ili) lengih_ofmessage =4

div} total point value = 10+9-4=15

[00368] In comparison, a status offer alerting a player that his

resiaurant table is ready may be scored as having a point value of 25.

Therefore, the status offer about the player's restaurant table may be

output before the pramoational offer abaut Joe's Flowers.

[(Q0369] OF course there are a variety of other ways to order

messages. For example, the controller may use a rules-based system to

order messages. These rules may guide the ordering of messages being

output. For example, one set of rules for ardering messages might be:

® Status messages should always be output first.

a} if there are multiple status messages, the status messages

should be output simultaneously.

(iit After all status messages have been auipul, any

cammunication messages should be output.

tiv} if there are multiple communication messages, they should

be output in order of time, with messages fram a player's friends and family

output first.

iv) Promotional offers that do not provide benefits should be

output last.

ivi} Messages describing promotional offers should be output

based on ihe expected value of each message to ihe casino

[00370] Messages may be ordered based on a variety of different

crieria, including:

0) one or more indications by a player ~ For exarnpie, a player

may indicate that he would like to receive status messages first, followed

by communication messages and promotional messages. According to
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variaus embodiment, a player may specify one or more rules for a rules

system and/or a scoring function for a points system.

ai} one or more indications by another party (¢.q., a casino

employee) — For example, a casino employee mayadjust the weights of

Various parameters in a scoring function.

Cit} a type of a message

Gy} content of a message

iy) properties of a message

{vi} originator of a message

(vil) an importance of a message

(vill) a lengih of a message

(i) a time thal a message originaied

(x) expected value of messages — For example, messages may

be ordered according to their expected value to a casino, wih message

that have the highest expected value being output first.

Od) random numbers — For example, if two messages are of

equal priority, the controller may randomly select ane of the messages to

be outpui first.

[00371] Messages may be output in order. Variations include:

@ Quinutting a plurality of messages in arder

a ouipuiling a plurality of messages based on an order

cid} outputting a plurality of messages based on a sari

(iv) outputting a plurality of messages based on one or more

priorities

[00372] The coniroller may store a message queue database 328,

such as the one shown in FiGs. 144 and 148. The message queue

database may store an ordered list of messages ta be output to a player.

For example, the message queue 328 shown in Figures 144A and 146 is

ordered according to priority, with higher priorily messages to be output

before lower priority messages.
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[O0373] Qutput of a message may be prevented or suppressed. For

example, the controller or a garme machine may prevent a message frarn

being output to a playerif the message would be distracting to the player.

[00374] Suporessing a message may inclucie:

0) preventing the message from being output

a not oulpulting the message

Ci} canceling oulpul of the message

Gv} delaying output of the message

(v) outputting a message through a different davice

[00375] A message may be suppressed for a variety of reasans,

including:

(B wrong lime — For example, a player may currently be busy

with another activity or enjoying a winning streak.

a) wrong content — For example, a message may be a

duplicate of a previous messaqe.

Gil} wrong representation - For example, a message may not be

in the language of the player

[00376] Benefits of suppressing a message inciude:

i Players may no longer be annoyed or bothered by

inappropriate messages.

GH Players may not be distracted fram their gaming as offen.

(HE) Since inappropriate messages may be suppressed, players

may pay Closer attention to those messages that are output.

[00377] One way to control the suppression of messages is to

suppress a message based on a suppression condition. That is,

0) A message may be suppressed when a suppression

condition is true.

GH A message may be suppressed because of a suppression

condition.

(HB) A message may be suppressed because @ suppression

condition is true.
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[O0378] Note that a suppression condition may be thaught of as the

opposite of a trigger condition:

iD A message may be output when a trigger condition is trus.

di A message may be nat output when a suppression

conditian is true.

(O0379] According to some embodirnents, a suppression condition

may be a Boolean expression.

fOG380] A suppression condition may be based on one ar more

factors. That is,

iB a message may be suppressed based on one or more

factors

(iH) one or more faciors may cause a message to be

suppressed

it} ane or more factors may affect whether a suppression

condition is true

[00381] General categories of factors that may cause a message to

be suppressed include:

i a player's gaming activities

ca a player's nan-gaming activities

Gi} characteristics of a player

(iv) other players associated with the player

(v) opportunities for revenue management of a casino

ivi} other messages that have been presented or wil be

presented

(vil indications provided by the player

(vii indications provided by other parties (e.g., a casine

represenialive, a friend of a player)

{x} tme-related factors

[00382] Note thal these categories of factors are the sarne as the

factors listed for trigger conditions discussed in detail above. A message
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may be suppressed based on any of the factors listed for trigger conditions.

Some examples of suppressing messages based on various factors are

provided below.

[00383] A message may be suppressed based on a player's gaming

acivities. Exarnples of factors relating to a player's gaming activities

include:

@ rate of play. For example, a message may be suppressed if

a player's speed of play is faster than a threshold value, since this may

indicate that the player is focused on gaming and should not be disturbed.

fi} game content. For example, a message may be

suppressed if a player is currenily playing a bonus round,or if a playeris

faced wiih a parlicularly difficult decision in game play (e.g., in video poker).

In a second example, a message may be suppressed while a playeris

waiting for the reels of a slot machine to sicp spinning.

(ii) sensors on a game machine. For example, a game

machine may include a microphone to determine whether a playeris in the

middle of a conversation with a friend. In a second example, a drink holder

on a game machine may include a weight sensor to determine whether a

player is currently sipping his drink.

(iv) operation of a game machine. For example, a message

may be suppressed if a player is currently navigaling menus on a game

machine to activate a feature.

(v) events al a game machine. For example, all hypothetical

info messages may be suppressed fer 15 minutes after a player wins a

payout of more than 100 coins.

(vi) indications by a player. For example, a message may be

suppressed if a player presses the “cash out’ button an a slot machine or

inserts a dollar bill inic a bill acceptor on a video poker machine.

[00384] A message may be suppressed based on characteristics of

agame machine. Exampiss of factors relating to characteristics of a game

machine:
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a a location of the game machine — For example, a message

may be suppressed if a game machine is located in an area where other

players may be able to view the message.

di outpul devices of the game machine — For example, a

message may be suppressed if a game machine does not have a video

screen suitable far oulpulting the message.

Ci} input devices of the game machine - For example, a

message may be suppressed if a game machine does not have a touch

screen that a player could use to respond to a messaqe.

{iv} hardware of the gare machine — For example, a message

may be suppressed ifa game machine does not have a fast enough

processor to decode a streaming video.

[00385] A message may be suppressed based on a player's non-

gaming activities. Exampies of factors relating to a players non-garning

activities include:

0) communication — For example, a player may communicate

wiih other players, friends, or relatives while operating a game machine

{e.g., because they are nearby, or by using a cellular telephone, ora

communication device an a game machine).

a entertainment — For example, a player may watch a

ielevision show (e.g., 2 sparting event} while at a game machine.

Messages may be output to the player during commercial breaks or other

appropriate interrnissians in the enteriainment.

(iit) food and drinks — For example, a message may be

suppressed if a player is currently busy ordering or consuming a

complimentary drink.

{OO386] A message may be suppressed based on messages that

may be output to a player. Examples of factors relating to messages

include:
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7) current, past, and future messages — Far example, a

message may be suppressed i a player has already received, is currently

receiving, or is scheduled to receive the message or a similar message.

(i) messages tc other players — For exampie, a message may

be suppressed if a friend of a player has already received, is currently

receiving, or is scheduled to receive the message cr a similar message.

Ci} statistics relating lo messages — For example, there may be

a limit on the number of messages that a player shauld receive during a

certain period of time (¢.9., a maximum of 5 messages per hour).

{iv} the message itself —- Far example, a communication

message may be suppressed if the cormmunication message coniains

profanity or vulgar language.

[00387] A message may be suppressed based on time-relaied

factors. An example of a factor relating to time includes a duration of time

since an event or condition occurred. For example, messages may be

suppressed for the first 10 minutes that a player operates a game machine.

in a second example, a message may be suppressed for 5 rninuies after a

player accepis an activity-benefil offer.

[00288] A message may be suppressed based on characteristics of

a player. Examples of factors relating to characteristics of a player include:

ii} A status message that is only available in English may be

suppressed if a player only speaks French.

cD) A promotional message relating to cigarettes may be

suppressed if a player is trying to quit smoking.

i) The audio portion of a movie message may be suppressed

ifa player is deaf or hard of hearing.

fOO389] A message may be suppressed based on an indication frarn

a player or another party. Examples of indications from various parties

include:
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a A player mayindicate that he would rather not receive

instructive messages when playing video poker.

ai} A casino employee may indicate that a player should not

receive any promotional messages relating to alcohal.

(OO390] Suppressing a message may include delaying output of the

message. Ouiput of a message may be delayed until a trigger condition

occurs. For example, the controller may determine that an advertisement

for Acme jiaundry detergent should be output fo a player. However, this

message may be suppressed because the olayer is currently playing a

bonus round on @ game machine ({.é., a suppression condition). The

adverlisement may later be output after the bonus round is over (.e@., a

triager condition).

{[O0391] Suppressing a message may include canceling or deleting

the message. Thatis, a suppressed message may be completely removed

from a message queue database 328.

[00392] The controller may store a suppression condition database

330, such as the one shown in FIG. 15. In the depicted example version of

the suppression condition database 330, a message will be suppressed if

any of the listed suppression conditions are true. ff a message is

suppressed, tl may be:

i} delayed until a trigger candition occurs - For example, fa

player is currenily playing a bonus round on a game machine, a message

may be suppressed. The message may later be output if the bonus round

ends and the player wins a bonus payout of less than 100 coins.

(i cancelled — For example, ifa player does not speak the

lanquage of a message (e.g., a message is in English, but the player only

speaks French), then ihe message may be cancelled and not output al all.

‘ci put in the message queue ~ For example, a message may

be pul back into a message queue database 228 (as shown in Fits. 14A

and 145). The message may then be outpul later (e.g., based on a trigger

conditian}.
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(4) Output The Message

{00393} in Step 1708, the message and/or the representation

are oulpul io the player al a game machine. The game machine may be

operated by a player, who may or may not be identified. For example, a

player may or may not have inserted a player tracking card into the game

machine. Variations of outputting a message af a game machine may

include:

® outputting an indication of a message

(iH) ouiputting a representation of a message

fii} displaying a message

fv} revealing a message

iv} indicating a message

(vi) quiputting a message through a qame machine

(vil) outputting a message on a game machine

(vil) outputting a message using a game machine

tix} outputting a message using an oulpul device ata game

machine

ox) outpulting a message by transmiling it to a game machine

Od) a game machine outputs a message

Odi} auipulting a message using a device associated with a game

machine (e.g., a player tracking card reader)

(xi) outputting a message using a device associated with a

plurality of game machines (e.g., a central display for progressive jackpot}

{G0394] A player may customize how messages are output to

him, when messages are output to hirn, or what type of messages are

output to him. For example, a player may indicate that he prefers to

receive messages when he presses the cash oul bution on a game

machine. in order ia custornize how messages are oulput te him, a player
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may indicate his preferences. Various ways that a player may indicate his

preferences and thereby customize how messages are output ta him are

now described.

[00395] One way for a player to indicate a preference is by

indicating a rule or condition for outputting one or more messages. A rule

may be a trigger condition, a suppression condition, or an indication that is

convertible to a trigger condition or suppression condition (e.g., a text

phrase or a selection froma list of optians).

fO0386)] A player may indicate a preference for at least one

specific type of message. Examples include:

a A player mayindicate that he oniy wants to receive

promotional messages at the beginning or end of his gaming sessions.

(i) A player may indicate that he that he would like status

messages to be cutout to him in audio format.

fii) A player may incicate that instructive messages should not be

output to him after he has been playing a game machine for more than 10

minutes.

tiv} Aplayer may request that she receive instructions any time

she starts playing a game that she has never played before.

[00397] A player may indicate a preference for all messages.

Examples include:

(i) A player may indicate that no messages of any type should

be output to him while he is playing a bonus round.

(} “All messages should be outpul in pop-up windows.”

[002398] A player may indicate a preference of when fo output one or

more messages. Examples include:

i} “Output messages ai the beginning of a gaming session when

i insert my player tracking card.”

a “Outoul an instructive message thefirst time | win access to a

bonus round on a game machine.”
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fii) “Instructive messages should be oultpul in between game

plays (.e., after the end of a game play and before the beginning of the

next game play).”

tiv} A player may indicate that he would like to receive messages

at the present time (e.g., "Now is a goad time to output messages.”}

[O0395} A player may indicate a preference of when to not

output one or more messages. in same cases, rules for when messages

should not be output may be more common than rules for when messages

should be output. Examples include:

a “Don't output a message in the middle of a winning streak.”

(iH) A player may indicate, “Is okay to outpul messages anylime

except when Pm in the middie of composing an instant message.”

fi) A player may operaie an inpui device on a game machine fo

indicate that he would not like to receive any promotional messages uniil

after he has won a payout of at least 10 coins on a game machine.

(iv) A player may indicate that he does not wantte receive any

messages at the present time (e.g, “Don't cutput any messages for the

next 5 minutes.” or “Posipone any messages for 5 minutes.”) This feature

may be particularly useful fa player is in the middle of a winning streak on

a game machine, is busy conversing wiih a friend, or atherwise would not

be able to devote his full aifention to a message that is output.

[00400] A player may indicate a preference of how to output one or

more messages. Examples include:

0) “Siatus messages should be output in audio format.”

ca) “instructive messages should be output in green text in the

header window on my game machine.”

fii} “Pop-up windows that display messages should close

automatically in 5 secands.”

fv} “Please transmit all status messages to my PDA.”
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[O0407] A player mayindicate a preference of how not fo cuiput one

or more messages. Examples include:

iD “if a game machine that I’m operating has a music

soundtrack, don’t output messages in audio format.”

(i) “ita message is longer than 50 words, don’t output it using

the footer partition. Output tin @ pop-up window.”

[OG402] A player may indicate a preference based on a message

that is output fo him. For exarnple, a message may be cutput to a player

and then the player may indicate whether he likes or dislikes the manner in

which the message was output. Examples inciude:

(B Wihen a message is outpul in a manner that a player likes

(¢.9., an instructive message is displayed when the player is confused), the

player may press a “thumbs up” bution cn a game machine. When a

message is output in an inappropriate manner(e.g., a non-urgent siatus

message is ouiput right in the middle of a player's bonus round), the player

may press a “thumbs down” button on ihe game machine.

di)=A player may indicate what he likes or dislikes about the

oulpui of a message. For example, a player may indicate that the timing of

the messages was goad, but that he would prefer that the message be

outpul in @ pop-up window as opposed to a headerpartition. in second

example, a player may indicate that he would prefer that a message be

outputin both audio and text form instead of just audio form.

[00403] An indication of a players preference relating to at

least one message may be stored in a database, such as the player

database 306 shown in FIG. 4. For example, the player database may

store an indication that a player prefers to receive instructive messages al

the start of his gaming session, but not during the middle of his gaming

session.
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[O0404] A player may indicate his preferences using an input

device on a gare machine. The game device may in turn transmit an

indication to the controller. Examples include:

a A player may use a touch screen on a game machine to

navigate one or more menus and select what types of messages he would

like to receive and when he would like io receive these messages.

GH} A player may press 4 bution on a slot machine marked “Give

me an offer”

dij} A player may use a touch screen on a slot machine to

indicate that he would like help in understanding howto play a game.

tiv} A player may pick up a telephone on the side of a game

machine, thereby identiying himself and initiating a telephone call to check

the phone messages in his hatel raern.

fOO4D5] A player may indicate his preferences using a

computer terminal. Note that computer terminals may take various forms,

including: a personal computer, a set-lap box, a kiosk, a notebook

computer, a tablet computer, a personal digital assistant (PDA), a cellular

telephone. Examples include:

@ A player may use a persanal computer with a web cannectian

fo iog onto a casino’s web site and indicate whai types of messages he

wouid like to receive while operating a game machine.

Gi} A player may use a kiask al a casino to indicate what

messages he wouid like to receive.

(ii) A player may cial a toll-free number using his cellular

telephone and navigate a series of audio menus to indicate that he would

like to receive messaqes.

(iv) A player may use a set-top box in his hotel room at a casino

fo indicate that he wouid like to receive an alert when his bed is turned

down and a i-hour reminder before checkout

iv} Acasino employee may use a PDA to identify a player who

should receive an activity-benefil offer, Commonly owned Application
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Serial No. 10/212,636 entitled “Method and Apparatus for Generating

Directives for Personnel’ (which is incorporated herein by reference)

includes a more detailed description of this embodiment.

ivi} A friend of a player may use a personal computer to send a

communication message fo a player. The friend may indicate a player's

email address or username when sending the communication message to

the player.

fO0406) A player may indicate his preferences by filling out a

form. For exarnple, a player may fil out a registration form al a casino’s

front desk. For example, a player may use a No. 2 pencil to check off his

preferences on a multiple choice form. These preferences may then be

entered into a computer system (e.g., the controller), sa that messages

may be output to the player based on the preferences.

A player may indicate one or more preferences by selecting a

preference fram a multinle-chaice menu. Examples include:

0) A game machine oar computer terrninal may display a list of

preferences on a touch screen. To indicate his preferences, a player may

select preferences fromthe list using the touch screen.

ca A plurality of multiple-choice menus may be presented ta a

player. For example, a first menu may allow a player to select what type of

messages he would like to rake a rule for (e.g., status messages about

sporting events), and a second menu may allow a playerto indicate his

preferences regarding aulpuiting this type of message(e.g., delay

messages until the end of my session, but not longer than 1 hour).

(it) An interactive voice-recognition unit GVRU) may offer a player

a list of preferences (e.9., in audio) and the player may select his

preferences by saying the name of al least one preference that is on the

list.

[00407] Atternatively, a player may not be able to customize

the cutout of messages. An indication of a player's preference may be
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stored in a triager condition database 322 (e.g., FiGs. 114A and 711B), or a

suppression condition database 330 (6.g., FlG. 15).

F. ALTERNATE EMBODIMENTS

[00408] Features or options may refer to any parameter that

may affect how a game operates on a game machine. Features may affect

the processes like operating a game, displaying game play, determining

outcames, or outputting game results.

[00409] Game machines may nave many features. Examples

include:

a 3D Graphics Made

a) Make Money on Lasing Qutcomes

fii) Bet Allocation Systern

{iv}  Auto-Phay Mode

(v} Sponsor Offers

ivi}=Jackpot Only

(vil Customizable Speed of Play

(vil) Gustomizable Symbols on Sict Reels

dx}  Custamizable Payout Table

Oo Virtual Assistant Provides Help

Od)=Tutorial on How to Use a Game Machine

Gl}=Cornp Points For Your Friends

(xi) «Group Jackpois

(xiv) Better Odds if Nearby Players Win Jackpots

(xv) Watch Video Clips While You Gamble

Ovi) “Rascally Rabbit’ Bonus Round

fOO410] A variety of different types of features are possible,

including:

U) features that are only available for one game

GH} features that are available for a plurality of games
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fii) features that are available for all games

{iv} features that are only available on one game machine

(v} features that are available for a plurality of game machines

ivi} features that are availabie for ail game machines

(vil) features that are available for one player

(vill features that are available for a plurality of players

dx} features that are available for ail players

fo0411] Examoles include:

i) According to sare embodimenis, “Auto-Play Mode” {a

feature) may only be available on slot machines and pachinko machines,

but not on video poker machines or video biackjack machines.

(iH) A particular bonus round feature may work on all types of

machines, but be best suited for card gantes like video blackjack and video

poker.

[oo4 42] Note that a feature may be a feature of a game and/or

a feature of a game machine. According to some embodiments, it may be

passible ta use multiple features simullansously on a single game or game

machine. For example, a player may play a video poker machine using a

“Group Jackpot” feature and a “Virtual Assistant?feature.

[00473] According to some embodiments, a first feature may

not be compatibie with a second fealure. For exarnple, tl may not be

possible for “Make Money on Lasing Outcomes” (@ first feature} and

“Jackpot Only” {a second feature} to operate simultaneously. Therefore,

players may be prevented from using these features simultaneously.

[004174] According to some embodiments, a casino may

provide a payment to a proprietor of a feature. For example, a casina pay

a licensing fee a game manufacturer wha builds game machines that

include a feature. Commonly owned Application Serial No. 16/426,0688

entitled “Method and Apparatus for Managing Features on A Gaming

Device” (which is incorporated herein by reference) includes a method of

tracking usage of features on a game machine and determining payments

to be made to proprietors of features.
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fOO415] in some embodiments, after a message is quiput te a

player, the player may respond or react fo the message. Responding to a

message may include:

a providing an indication

(i) indicating a response

fi}  inputling a respanse

fv} accepting an offer

[O0416] Examples of responses include:

i) “Yas, Vd like to accept this activity-benefit offer’

fi} “No, thank you”

di}=“Please sign me up for a 3-monih trial subscription to ‘Speed

Fishing’ magazine”

(iv) “I dan't understand” (e.9., as a response iq an instructive

message}

iy) “Tell me more” (e.9., as a respanse to a slatus message}

(vi) “Don’t give me any more messageslike this”

(vil) “Close window”(e.g., for a message that is oulputin a

partition}

[00417] Accordingly, a method of the invention may include

ane or more of the following steps:

G delermining a response by a player

a} receiving a response from a player

dij} receiving an indication of a response from 4 player

[00478] A player may respond fo a message using a game machine.

Examples include:

0) A player may use an input device (e.g., a touch screen) ona

game machine ta indicate his response to a message.

GH A player may speak a response (6.9. by saying “Yes” or “No"}

and @ voice recognition module on a game machine may process the

response.

di} Agame machine may preseni a list of possibile responses to

a player and a player may select al least one response from the list.
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[O0419] Various actions may be performed based on a players

response to a message, including:

iD outputting 4 message

di determining a message

(il) activating or deactivating a feature on a gare machine. For

example, a player may indicate that he would like to activate a fealure ona

game machine.

fv) hiding, removing, or otherwise concealing the message. For

example, a player may indicate that he is finished reading a text message

and that a windowthat is displaying the text message should be closed.

iv} transmitting an indicalion to another party. For example, an

indication of a player's response to a message maybe transmitted to a

subsidizer, or to a computer terminal for review by a casino employee.

(vi} providing a benefit fo a player (e.q., a player may get a free

spin on a slot machine for responding to a message)

{vil} storing an indication in a database. For example, a player

may indicate that he would ke fo accept an activily-nenefit offer. An

indication of this acceptance may be stored in database for future reference

(@.g., to rack whether the player performs the activity specified in the offer).

(wil) selling a product or service to the player. For example, a

player may indicate that he would like to sign up for AT&T long distance

telephone service.

[O0420] A player may not respond to a message or may nat

respond in a manner the game machine 104 can interpretfundersiand.

Various actions may be taken based on a player not responding to a

message, including:

@ outputting the message again

GH outputting tne message again in a different represeniation

fii}  outpuiting a diferent message

(iv) hiding, removing, or otherwise concealing the message. For

example, a pop-up window thai displays a message may automatically be

closed if a player does not respond io ihe message.

Zynga Ex. 1002, p. 143
Zyngav. IGT

IPR2022-00200



Zynga Ex. 1002, p. 144
Zynga v. IGT

IPR2022-00200

[O042 4] if a player does nat respond to a message, an action

(e.g., ouipulting a second message, closing a pop-up window) may be

perfarmed based on a triager condition. Examples include:

a A pop-up window for a message may be closed automatically

when a player starts a new gare on a game machine (e.q., the player

presses the spin button)

GH} A message may be removed from a header on a video screen

afier 15 seconds (a time-based trigger condition}

dij} A sidebar window on a game machine may display one

message ala time.

liv} A first message may be hidden from view when a second

message is oufput.

(vy An aucdie message may be output again if a player does not

respond to the message within 15 seconds.

[Od422} in some embadiments, a player may respond ta a

message while the message is being output. For example, a player may

interrupt an audio message by pressing a ‘Cancel button on a game

machine. in some embodiments, an indication of a player's response to a

message may be stored in a message history database 332, such as the

one shown in FRG. 15.

[00423] Messages may be cutout io a player free of charge.

Afternatively, a player may be compensated for receiving messages.

Atternatively, a player may pay a fee or provide other cansideration based

on at least one message thal is output to him. For example, a player may

pay $0.02 for each message that is output fo him. Examples of

consideration that may be provided by a player include:

@ money (e.g., in dollars)

GH allernaie currencies (é.g., casino tokens, frequent flyer miles,

crediis on a garne machine, comp points} Note that an allernate currency

may or may not be interchangeable with money.
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fii) activities—- For example, a player may agree to switch his

iong distance telephone service provider in exchange for receiving

messages for free.

[G0424] An amount of consideration that a player provides may

be based a variety of different factors, including:

0) a number of messages output to the player — For example, a

player may pay 2 corp points per message for 35 messages, for a total of

70 comp paints.

Gi content of messages that are output — For example, a player

may pay 1 comp point for each status message that is output and 5 comp

points for each instructional message thatis outpul. Ina second example,

a player may have to answer 7 survey question for every 5 communication

messages he receives.

fi) a duration of time receiving messages — For example, a

player may pay $5 for a day’s worth of messages, or $1 per hourfor

messages.

(iv) timing of messages — For example, real-time status

messages relating to siock market prices may cost a player 5 frequentflyer

miles per message, whereas delayed status messagesrelating to stock

markel prices may be free.

[Od425) Receiving consideration fram a player may include

debiting an account associated with the player. Examples include:

® A credit balance on a game machine operated by a player

may be decreased.

Gi} A player's credit card account may be charged based on one

or more messages.

aii) A balance of camp points associated with a player's casino

account may be debited,

(iv} A players bank account may be debited based on one or

more messages.
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vy} A charge may be added to a player's hotel bill al a hate!

associated with a casina where a player is gaming.

[00425] Receiving a payment from a player may include

receiving an indication of a payment identifier from the olayer. Exampies of

payment identifiers include:

a} a credit card number

GH} a debit card number

fii) a financial account number

{iv} a billing address

(v} a player account number

ivi} a player's hotel roorn number — For example, any messages

thal a player receives may be charged ta the player's hotel room.

[00427] A player may receive a benefit based on at least one

message that is output to him. For example, a player may receive a bonus

of $1 in credits if he agrees to have messages outout to him during his

gaming session. Providing a benefit io a player based on one or more

messages may motivate him tc pay closer atlention to the one ar more

messages. Having players pay ailention to messages may be beneficial

for a variety of different parties, including:

0) Advertisers — For exarnole, advertisers and other parties may

be wiling to pay to have promotional messages output io players.

fi} Players - For example, messages may provide useful

information to players, including information about bonuses and offers.

fii}  Casinas — For example, messages may help to make player’s

gaming experience more enjoyable, or motivate players to player for longer

periods of times or bet larger amounts of money.

[00423] Examples of benefits that may be provided to players

based on messages that are output include:

i} money (@.g., money or slot machine credits}

ai} products (@.¢., a souvenir watch, a sweatshirt, a magazine

subscription)

(fl) services (e.g., a free meal, a haircut}
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fv} discounts on products or services (6.9., 50% off the list price

of a hotel room)

iv} alternate currencies (6.q., comp points, non-convertible

casino chips}

(vi} an entry into a game of chance(e.g., a lotiery ticket, a free

spin on a slot machine)

(vi) other considerations

[O0429] in same embodiments, game olay on a game machine

may be affected by the oulpul of a message. Examples include:

iB Ai least a portion of a garne may be delayed or paused based

on cuipul of a message. For example, a message may be output in a pop

up windew while the reels of a video slat machine are spinning. The reeis

af the video siet machine may continue spinning unl the playerfinishes

reading the message and closes the pop-up window.

fi} Agame machine may initiate “auta-play mode” based on

output of a message. For example, a game machine may automatically

play itself (1.e., place a bet, determine an ouicome, provide a payout if

appropriate, and repeat this process) while @ player views or responds to a

message. Commonly owned Application Serial No. 08/774 ,487 entitled

“Automated Play Gaming Device”, now issued as LLS. Patent No.

6,972,983 (whichis incorporated herein by reference} commonly owned

Application Serial No. 09/437 ,264, also entitled “Automated Play Gaming

Device’, now issued as US. Patent No. 6,244,957 (which is incorporated

herein by reference), and commonly owned Application Serial No.

10/331,438 entitled “Method and Apparatus for Automatically Operating A

Game Machine’ (which is incorporated herein by reference) incluce various

embodiments in which a game machine may autamatically play itself,

sometimes withaul any interaction from a player. Note that cornmoniy

owned Application Serial No. 10/331,438 includes examples of entering

auto-play mode in response to a trigger (e.g., the output of a message on a

game machine).
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fii) As mentioned earlier, a partion of a game may be modified to

output a message to a player. For example, one or more symbols on the

reels of a video siot machine may be altered to display a messaqe to a

player,

[00430] Altering game play based on autpul of a message may

be helpful to players because:

@ A player may view and respond to the message at his ieisure.

A player may no longer feel rushed to viewing a message in order to get

back to his gaming activities.

fi} A player may pay more attention to a message if it does not

impede his game play.

(it) A player may be able to view and/or respond to more

messages while a game machine is in auto-play mode, since he is na

longer encumbered by the process of operating the garne machine.

[00434] A method to output a message based on an existing

message is descripsd above. Similarly, a message may be determined

basec on an existing message. According to some embocdimenis, the

invention may inciude the following steps:

0) determining a first message

GH outputting the first message io a player at a game machine

fii}  deterrnining a second message based on the first message

{iv} qutpuiting the second message to the player at ihe game

machine

{G0432] Note that the first message anc the second message may

be output in any order. For example, the second message may be cutput

before the firsi message. Since ithe words “first” and “second” may imply

an ordering to the messages, the following phrases will be used in the

discussion below:

U) existing message — A message that has already been

delermined, and may or may not have already been output
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GH new message — A message thatis determined based on the

existing message. In the steps above, this would have been the “second

message”

[00433] An indication of an existing message may be stored in

a ist of past messages, a list of fulure messages, or a list of current

messages. For example, anew message may be deiermined based on an

existing message stored in any of the following databases:

B a message history database 332

fi} a message queue database 328

di}=a current message database (e.g., correspancs ta messages

thal are currently displayed in windows on the screen}

[C0434] Note that a new message ray be determined at various

different times, including:

(i) after ihe message is output. For example, a status message

may be outpul to a player and then an instructive message may be

determined based on this status message.

(iH) before the first messages is oulput. For example, future

messages (Le., messages to be outpul in the fulure) may be stored ina

queue to be ouipul. A new message to be output may be determined

based on one or more messages in this queue.

[00435] Examples include:

0) A communication message may be transmitted to a player

from his friend. This communication message may include the words

“olane” or “airplane” indicating that the friend is discussing air travel with

the player. Based on this communication message, lhe controller may

determine an advertisement relating to air travel and cutout it to the player.

ai} A siaius message may inform player that he needs to check

out of his hotel room in the next 30 minutes or pay for an additional night at

the hotel. Based on this status message, an aciivily-benefit offer relating io
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the player's hotel roorn may be output “H you sign up for a new credit card,

then you can stay in your hotel room for an additional night for no extra

charge.”

ti} A promotional and/or instructional message describing use

and/or advantages of a feature may be transmitied ta a player. For

example, the message may describe “Auto-Play Mode” and detail iis

operation and advantages. Subsequent messages promoting “Auto-Play

Vode” may be less detailed with respect to the first message (¢.9.,

subsequent messages may simply remind the player that “Auto-Piay Mode”

is available) so as not to annoy the player with repetitive information. Of

course, subsequent messages could aiso be more detailed.

[00436] in addition to outputting one or more messages to a

player, a game machine 104 may also output additional information such

as information about past messages. Outputting information

about past messages may incluce displaying a list of information about one

or more past messages. For example, a game machine may display a

“message history” window that shows 4 list of messages that have been

output io a player in the past. A list of information about past messages

may include information about all past messages to a player, or a subset of

past messages to a player (6.g., all messages outpul to a playerin the iast

1 hour, all instructive messages output to a player, offers that were output

to a player and accepied by the player). information about past messages

may include:

@ lilies of one or more messages

(i representations of one or more messages

(ii) categories for one or more messages

div} indications of how ar when one or more messages were

output (6.¢., a date and time)

vy indications of a player’s responses fo one or more messages
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[O0437] In some embodiments, a player may be able to search, sort,

or otherwise navigate a list of information about past messages.

H. CONCLUSION

{C0438} H is clear from the foregoing discussion that the

disclosed systems anc methods to facilitate oulpulting a message at a

game machine represents an improvement in the art of gaming. While the

method and apparatus of the present invention has been described in

terms of ifs presently preferred and allernaie embodiments, those skilled in

the art will recognize ihat the present invention may be practiced with

modification and alteration within the spirii and scope of the appended

claims. The speciicalions and drawings are, accordingly, to be regarded in

an Hlusirative rather than a restrictive sense.

[00439] Further, even though only certain embodiments have

been described in detail, thase having ordinary skill in the art will ceriainly

appreciate and understand that many modifications, changes, and

enhancements are possible without departing from the teachings thereof.

All such modifications are intended to be encampassed within the following

claims.
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CLAIMS

The invention is claimed as follows:

1. A gaming system comprising:

ai least one outpul device:

at least one input device;

al least one processor; and

ai least one memory device which stores a plurality of instructions,

which when executed by the af least one processor, cause the al least one

pracessor to operate with the af least one output device and the at least

one input device ta:

(a) identify a clayer placing ai least one wager on at least

one play of a game,

(b} track information associated with the identified player,

(c} if a first sei of information associated with the identified

player is tracked and a message trigger condition occurs in

association with the identified player:

{i} determine, based af least in part on the first set

of tracked information, a first message, and

ai output the determined first message to the

identified player, anc

(cd) ifa second, different set of information associated with

the identified player is tracked and the message triager condition

occurs in association with the identified player:

{i} determine, based al isast in part on the second

set of tracked informalion, a second, different message, and

ai outpul the determined second message to the

identified player.
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2, The gaming system of Claim 1, wherein the message trigger

condition occurs based on at least one selected from the group consisting

of a gaming activily of the identified player, a non-garning activity of the

identified player, at least one preference of the idenified player, an activity

of another player separate from the identified player, and an output of

another message.

3. The gaming system of Claim 1, wherein the determined

message is al least one selected from the group consisting of a status

message, an instructive message, a communication message, a

promotional message, an activity-benefil offer, a hypothetical informatian

message and a recommendation of a feature.

4. The gaming system of Claim 1, wherein the tracked

information associated with the identified player is at least one selected

from the group consisting of: an identity of the player, contact information of

the player, al least one preference of the player, at least ane wagering

performance history of the player, an amount of comp points accumulated

by the player, a current activily of the player, at least one demographic of

the player, at least one inpul made by the player, wagering information

associated with the player and non-wagering information associaied with

the player.

5. The gaming system of Claim 1, wherein when executed by

the al least one processor, the plurality of instructions cause the at least

one processor to outpul, in a parlition including a pop-up window, one of (}

the determined first message, and (ii) the determined second message.

6. The gaming system of Claim 1, wherein the first message is

associated with a first representation and the second message is

associated with a second, different representation.
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7. The gaming system of Claim 1, wherein the message trigger

condition which occurs in association with the first set of tracked

information is different than the message trigger condition which occurs in

association with the second set of tracked information.

8. The gaming system of Claim 1, wherein when executed by

the at least one processor, the plurality of instructions cause the at least

one processor to suppress any output of any of the messages if the

message trigger condition does not occur.
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9. A method of operating a gaming system, said method

comprising:

(a) causing at least one processor to execute a plurality of

instructions to idenilly @ player placing at least one wager on at least one

play of a game,

(b) causing the af least one processor to execute the plurality of

instructions to track information associated with the identified player,

fc} if a first set of information associated with the identified player

is tracked and a message tigger condition occurs in association with the

identified player:

7) causing the at ieast one processor io execuie the

plurality of instructions to determine, based al ieast in part on the

first set of tracked information, a first message, and

{ii} causing at least one output device to ouiput the

determined first message to the identified player, and

(cd) if a second, different set of information associated with the

identtied player is tracked and the message trigger condition occurs in

association with the identified player:

() causing the ai least one processor io execute the

pluralily of instructions to determine, based af ieast in part on the

second set of tracked information, a second, different message, and

{ii} causing the at least one output device to output the

determined second message to the identified player.

40. The method of Claim 9, wherein the message trigger

conditian occurs based on at least one selected fram the group consisting

of a gaming activity of the identified player, a nan-gaming activily of the

identified player, ai least one preference of the identified player, an activity

of another player separate from the identified player, and an output of

another message.
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ii. The method of Claim 9, wherein the determined message is

at least one selected fram the group consisting of a status message, an

instructive message, a communication message, a promotional message,

an activily-benefit offer, a hypothetical information message and a

racommendatlion of a feature.

12. The method of Claim 9, wherein the tracked information

associated with the identified player is at least ane selected fram the group

consisting of} an identity of the player, contact information of the player, at

least one preference of the player, at least one wagering performance

history of ihe player, an amount of comp poinis accumulated by the player,

@ current activily of the player, al least one demographic of the player, ai

least one inpul made by the player, wagering information associated with

the player and non-wagering information associated with the player.

43. The method of Claim 9, which includes causing the af least

ons output device to output, in a partition including a pap-up window, one

af: (i) the determined first message, and (}) the delermined second

message.

i4. The method of Claim 9, wherein the first message is

associated with a first representation and the second message is

associated with a second, cifferent representation.

15. The method of Claim 9, wherein the message trigger

conditian which occurs in association with the first sel of tracked

information is different than the message trigger condition which occurs in

association with the second set of tracked information.
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is. The method of Claim 9, which includes causing the at least

one processor fo execute the plurality of instructions to suppress any

output of any of the messages if the message trigger condition does not

oceur.

17. The method of Claim 9, which is executed through a data

network.

18. The method of Claim 717, wherein the data network is an

internet.
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ABSTRACT

The invention allows a casino, or other entity, via a game machine,

to provide relevant information at appropriate times, and/or in response to

appropriate events, io players using the game machine. A dynamic and

flexible system adapted fo interact with players on an individual basis by

aiding in the management, determination, distribution, and delivery of

promotional, inspirational, instructrve, informational, communicative,

incentive, and other types of messages, is provided. Various methads are

provided to ensure thal receiving messages at a game machine enhances

a player's overall gaming experience by selectively outputting helpful and

desirabis messages to players while minimizing interference with the

players’ gaming and io avoid overwhelming players with unsolicited,

unwaried, and/or irrelevant messages.
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Electronic Patent Application Fee Transmittal

Application Number:

Filing Date: 

Title of Invention:

First Named Inventor/Applicant Name:

METHOD AND APPARATUS FOR OUTPUTTING A MESSAGE AT A GAME
MACHINE

Jay S. Walker 

Filer:

Attorney Docket Number:

Filed as Large Entity

Utility under 35 USC 111(a) Filing Fees

Adam H. Masia/Carrie Mollo

025124-0509

 
 

 

  
 

 

 Description Fee Code Quantity Amount saepts) in

Basic Filing:

Utility applicationfiling 1011 1 390 390

Utility Search Fee | 1111 1 620 | 620
Utility Examination Fee | 1311 1 250 | 250

Pages:

Utility Appl Size fee per 50 sheets >100 1081 1 320 320

Claims:

Miscellaneous-Filing:

Petition:
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USD(S)

Patent-Appeals-and-Interference:

Post-Allowance-and-Post-Issuance:

Extension-of-Time:

Miscellaneous:

Total in USD (S$) 1580
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International Application Number:

14263883

13680852
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Title of Invention:

6364

METHOD AND APPARATUS FOR OUTPUTTING A MESSAGE AT A GAME
MACHINE

 

First Named Inventor/Applicant Name:

Customer Number:

Filer:

Filer Authorized By:

Jay S. Walker

29159

Adam H. Masia/Mavis Benson

Adam H. Masia

 
 

Attorney Docket Number:

Receipt Date:

Filing Date:

025124-0509
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Paymentinformation:

Submitted with Payment
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  Claims 145 150

Abstract 151 151
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This AcknowledgementReceipt evidences receipt on the noted date by the USPTO ofthe indicated documents,
characterized by the applicant, and including page counts, where applicable.It serves as evidence of receipt similar to a
Post Card, as described in MPEP 503.

New Applications Under 35 U.S.C. 111
If a new applicationis being filed and the application includes the necessary componentsfora filing date (see 37 CFR
1.53(b)-(d) and MPEP 506), a Filing Receipt (37 CFR 1.54) will be issued in due course and the date shownonthis
AcknowledgementReceiptwill establish the filing date of the application.

National Stage of an International Application under 35 U.S.C. 371
If a timely submission to enter the national stage of an international application is compliant with the conditions of 35
U.S.C. 371 and other applicable requirements a Form PCT/DO/EO/903indicating acceptance of the application as a
national stage submission under 35 U.S.C. 371 will be issued in addition to the Filing Receipt, in due course.

 

New International Application Filed with the USPTO as a Receiving Office
If a new internationalapplication is being filed and the internationalapplication includes the necessary componentsfor
an international filing date (see PCT Article 11 and MPEP 1810), a Notification of the International Application Number
andofthe InternationalFiling Date (Form PCT/RO/105)will be issued in due course, subject to prescriptions concerning
national security, and the date shown on this AcknowledgementReceiptwill establish the international filing date of
the application.
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UNITED StaTeS ParENT AND TRADEMARK OFFICE UNTTED STATES DEPARTMENT OF COMMERCE
United States Patent and Trademark Office

Address © COMMISSIONER FOR PATENTS 
 

lowewlia, Viginia 22313-1450WWW.Ls]ptogov

THOR.852 TTODOTD 3714 1580 “025120509
CONFIRMATION NO.‘e364

29159 FILING RECEIPT

Neal, Gerber & Eisenberg LLP

2 N. LaSalle Street DATEACAA
Suite 1700

Chicago, IL 60602-3801

Date Mailed: 12/20/2012

Receipt is acknowledgedof this non-provisional patent application. The application will be taken up for examination
in due course. Applicant will be notified as to the results of the examination. Any correspondence concerning the
application mustinclude the following identification information: the U.S. APPLICATION NUMBER, FILING DATE,
NAME OF APPLICANT, and TITLE OF INVENTION. Fees transmitted by check or draft are subject to collection.
Please verify the accuracy of the data presented on this receipt. If an error is noted on this Filing Receipt, please
submit a written request for a Filing Receipt Correction. Please provide a copyof this Filing Receipt with the
changesnoted thereon. If you received a "Notice to File Missing Parts" for this application, please submit
any corrections to this Filing Receipt with your reply to the Notice. When the USPTO processesthe reply
to the Notice, the USPTOwill generate another Filing Receipt incorporating the requested corrections

Inventor(s)
Jay S. Walker, Ridgefield, CT;
James A. Jorasch, Stamford, CT;
Russell P. Sammon, San Francisco, CA;

Stephen C. Tulley, Fairfield, CT;
Steven M. Santisi, Ridgefield, CT;

Applicant(s)
IGT, Reno, NV

Assignment For Published Patent Application
IGT, Reno, NV

Powerof Attorney: None

Domestic Priority data as claimed by applicant
This application is a CON of 13/632,328 10/01/2012
which is a CON of 10/685,148 10/14/2003 PAT 8282488
which claims benefit of 60/418,397 10/11/2002

Foreign Applications for whichpriority is claimed (You may beeligible to benefit from the Patent Prosecution
Highway program at the USPTO.Please see http:/Avww.uspto.gov for more information.) - None.
Foreign application information must be provided in an Application Data Sheetin order to constitute a claim to
foreign priority. See 37 CFR 1.55 and 1.76.

If Required, Foreign Filing License Granted: 12/12/2012
The country code and numberofyour priority application, to be usedforfiling abroad under the Paris Convention,
is US 13/680,852
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Projected Publication Date: 03/28/2013

Non-Publication Request: No

Early Publication Request: No
Title

METHOD AND APPARATUS FOR OUTPUTTING A MESSAGE AT A GAME MACHINE

Preliminary Class

463

PROTECTING YOUR INVENTION OUTSIDE THE UNITED STATES

Since the rights granted by a U.S. patent extend only throughoutthe territory of the United States and have no
effect in a foreign country, an inventor who wishes patent protection in another country must apply for a patent
in a specific country or in regional patent offices. Applicants may wish to consider thefiling of an international
application under the Patent Cooperation Treaty (PCT). An international (PCT) application generally has the same
effect as a regular national patent application in each PCT-member country. The PCT process simplifies the filing
of patent applications on the sameinvention in member countries, but does not result in a grant of “an international
patent" and doesnoteliminate the need of applicants to file additional documents and fees in countries where patent
protection is desired.

Almost every country has its own patent law, and a person desiring a patentin a particular country must make an
application for patent in that country in accordance withits particular laws. Since the laws of many countries differ
in various respects from the patent law of the United States, applicants are advised to seek guidance from specific
foreign countries to ensure that patent rights are not lost prematurely.

Applicants also are advisedthatin the case of inventions madein the United States, the Director of the USPTO must
issue a license before applicants can apply for a patentin a foreign country. Thefiling of a U.S. patent application
serves as a request for a foreign filing license. The application's filing receipt contains further information and
guidance asto the status of applicant's license for foreignfiling.

Applicants may wish to consult the USPTO booklet, "General Information Concerning Patents” (specifically, the
section entitled "Treaties and Foreign Patents") for more information on timeframes and deadlinesforfiling foreign
patent applications. The guide is available either by contacting the USPTO Contact Center at 800-786-9199, orit
can be viewed on the USPTO website at http://(www.uspto.gov/web/offices/pac/doc/general/index.html.

For information on preventing theft of your intellectual property (patents, trademarks and copyrights), you may wish
to consult the U.S. Government website, http:/Avww.stopfakes.gov. Part of a Department of Commerceinitiative,
this website includes self-help "toolkits" giving innovators guidance on how to protectintellectual property in specific
countries such as China, Korea and Mexico. For questions regarding patent enforcementissues, applicants may
call the U.S. Governmenthotline at 1-866-999-HALT (1-866-999-4158).

page 2 of 3
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LICENSE FOR FOREIGN FILING UNDER

Title 35, United States Code, Section 184

Title 37, Code of Federal Regulations, 5.11 & 5.15

GRANTED

The applicant has been granted a license under 35 U.S.C. 184,if the phrase "IF REQUIRED, FOREIGN FILING
LICENSE GRANTED"followed by a date appears on this form. Suchlicenses are issuedin all applications where
the conditions for issuance of a license have been met, regardless of whetheror not a license may be required as
set forth in 37 CFR 5.15. The scope andlimitations of this license are set forth in 37 CFR 5.15(a) unless an earlier
license has been issued under 37 CFR 5.15(b). The license is subject to revocation upon written notification. The
date indicated is the effective date of the license, unless an earlier license of similar scope has been granted under
37 CFR 5.13 or 5.14.

This licenseis to be retained by the licensee and may be used at any time on or after the effective date thereof unless
it is revoked. This license is automatically transferred to any related applications(s)filed under 37 CFR 1.53(d). This
license is not retroactive.

The grantof a license does not in any way lessen the responsibility of a licensee for the security of the subject matter
as imposed by any Government contract or the provisions of existing laws relating to espionage andthe national
security or the export of technical data. Licensees should apprise themselves of current regulations especially with
respect to certain countries, of other agencies, particularly the Office of Defense Trade Controls, Department of
State (with respect to Arms, Munitions and Implements of War (22 CFR 121-128)); the Bureau of Industry and
Security, Department of Commerce (15 CFR parts 730-774); the Office of Foreign AssetsControl, Department of
Treasury (81 CFR Parts 500+) and the Department of Energy.

NOT GRANTED

No license under 35 U.S.C. 184 has been granted atthis time, if the phrase "IF REQUIRED, FOREIGN FILING
LIGENSE GRANTED" DOESNOTappearonthis form. Applicant maystill petition for a license under 37 CFR 5.12,
if a license is desired before the expiration of 6 months from the filing date of the application. If 6 months has lapsed
from thefiling date of this application and the licensee has not received any indication of a secrecy order under 35
U.S.C. 181, the licensee mayforeign file the application pursuant to 37 CFR 5.15(b).
 

SelectUSA

The United States represents the largest, most dynamic marketplace in the world and is an unparalleled location
for business investment, innovation and commercialization of new technologies. The USAoffers tremendous
resources and advantages for those whoinvest and manufacture goods here. Through SelectUSA, our nation

works to encourage, facilitate, and accelerate business investment. To learn more about why the USAis the best
country in the world to develop technology, manufacture products, and grow your business,visit SelectUSA.gov.
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PATENT APPLICATION FEE DETERMINATION RECORD Application or Docket Number
Substitute for Form PTO-875 13/680,852

APPLICATION AS FILED - PART| OTHER THAN

(Column 1) (Column 2) SMALL ENTITY SMALL ENTITY

ee
BASIC FEE N/A N/A N/A N/A 390(37 CFR 1.16/a), (b), or (c))
SEARCH FEE

EXAMINATION FEE
(37 CFR 1.16(0), (p), or (q)) N/A N/ATOTAL CLAIMS

eee etmeINDEPENDENT CLAIMS
(37 CFR 1.16(h))

If the specification and drawings exceed 100
APPLICATIONSIZE_|sheets of paper, the application size fee due is
FEE $310 ($155 tor small entity) for each additional
(37 CFR 1.16(s)) 50 sheets or fraction thereof. See 35 U.S.C.

41(a)(1)(G) and 37 CFR 1.16(s).

MULTIPLE DEPENDENT CLAIM PRESENT(37 CFR 1.16(j))

* If the difference in column 1 is less than zero, enter "0" in column 2.

APPLICATION AS AMENDED- PARTII

OTHER THAN

(Golumn 1) (Column 2) (Column 3) SMALL ENTITYCLAIMS HIGHEST
REMAINING NUMBER ADDITIONAL ADDITIONAL

AFTER PREVIOUSLY FEE($) FEE($)AMENDMENT PAID FOR
Total Minus

(37 GFR 116(i))
Independent Minus(37 CFR 1.16(h))

Application Size Fee (37 CFR 1.16(s))
AMENDMENTA

FIRST PRESENTATION OF MULTIPLE DEPENDENT CLAIM (37 GFR 1.16(j))

(Column 1) (Column 2) (Column 3)
CLAIMS HIGHEST

REMAINING NUMBER ADDITIONAL
AFTER PREVIOUSLY FEE($)AMENDMENT PAID FOR

Total Minus
(37 GFR 1 16(i)
Independent Minus

(37 CFR 1.16(h))

Application Size Fee (37 CFR 1.16(s)

FIRST PRESENTATION OF MULTIPLE DEPENDENT CLAIM (37 GFR 1.16(j))

ADD'L FEE
* If the entry in column1 is less than the entry in column2, write "0" in column3.

™ |f the "Highest Number Previously Paid For” IN THIS SPACEis less than 20, enter "20".
*~* If the "Highest Number Previously Paid For” IN THIS SPACEis less than 3, enter "3",

The "Highest Number Previously Paid For" (Total or Independent) is the highest found in the appropriate box in column 1

AMENDMENTB
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UNITED StaTeS ParENT AND TRADEMARK OFFICE UNTTED STATES DEPARTMENT OF COMMERCE
United States Patent and Trademark Office

Address: COMMISSIONER FOR PATENTS 
 

 
 

Alexandsis, Virginia 22313-1450www.tspto.gov

APPLICATION NUMBER | FILING OR 371(C) DATE | FIRST NAMED APPLICANT | ATTY. DOCKET NO./TITLE
13/680,852 11/19/2012 Jay S. Walker 025 124-0509

CONFIRMATIONNO.6364

29159 FORMALITIES LETTER

Neal, Gerber & Eisenberg LLP

2 N, LaSalle Street UOT
Suite 1700 3ous9
Chicago, IL 60602-3801

Date Mailed: 12/20/2012

NOTICE TO FILE MISSING PARTS OF NONPROVISIONALAPPLICATION

FILED UNDER37 CFR 1.53(b)

Filing Date Granted

Items Required To Avoid Abandonment:

An application number andfiling date have been accordedto this application. The item(s) indicated below,
however, are missing.

Applicant is given TWO MONTHSfrom the date of this Notice within whichtofile all required items below to avoid
abandonment. Extensions of time may be obtained byfiling a petition accompanied by the extension fee under
the provisions of 37 CFR 1.136(a).

«A surcharge (for late submission of the basicfiling fee, search fee, examination fee or inventor's oath or
declaration) as set forth in 37 CFR 1.16(f) of $ 130 for a non-small entity, must be submitted.

SUMMARYOFFEES DUE:

Total fee(s) required within TWO MONTHSfrom the date of this Notice is $ 130 for a non-small entity
*$ 130 Surcharge.

Items Required To Avoid Processing Delays:

Applicantis notified that the above-identified application contains the deficiencies noted below. No period for
reply is set forth in this notice for correction of these deficiencies. However,if a deficiency relates to the inventor's
oath or declaration, the applicant mustfile an oath or declaration in compliance with 37 CFR 1.63, or a substitute
statementin compliance with 37 CFR 1.64, executed by or with respect to each actual inventor no later than the
expiration of the time period set in the "Notice of Allowability” to avoid abandonment. See 37 CFR 1.53(f).

« A properly executedinventor's oath or declaration has not been received for the following inventor(s):
all

Applicant may submit the inventor's oath or declaration at any time before the Notice of Allowance and Fee(s)
Due, PTOL-85, is mailed.
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Replies must be received in the USPTO within the set time period or must include a proper Certificate of Mailing
or Transmission under 37 CFR 1.8 with a mailing or transmission date within the set time period. For more
information and a suggested format, see Form PTO/SB/92 and MPEP512.

Replies should be mailed to:

Mail Stop Missing Parts
Commissioner for Patents
P.O. Box 1450
Alexandria VA 22313-1450

Registered users of EFS-Web mayalternatively submit their reply to this notice via EFS-Web.
https ://sportal.uspto.gov/authenticate/AuthenticateUserLocalEPF.html

For more information about EFS-Webplease call the USPTO Electronic Business Center at 1-866-217-9197 or
visit our website at http:/Awww.uspto.gov/ebc.

If you are not using EFS-Webto submit your reply, you must include a copy ofthis notice.

/mhteklu/

 

Office of Data Management, Application Assistance Unit (571) 272-4000, or (571) 272-4200, or 1-888-786-0101
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. ogeeway(06-06)8, Patent andfterrantOffea;U.S. GEPARTIARTOFDOMEg a p

Underthe Poparwotk ReductionAct of 1908, ropersons are requead{o renpond to # collectjon of information untess Kt displays avelld OMG contral were

 
 

 

 eren’57.CFR3.73(b). _
hereby appoint ‘ , . ws , /

fl Praotiionera asaocleted with the Customer Number:
oR :

ol Prectiloners) named below (if morethan ten patent precittioners areto be named, then a customernumber must te:used:    

 

ag attoms'aye ‘OF agant(a) torapresen ited State d Trademark Office (URE connedany and ail patent tnpleatons euelgnedant {0 the undersigned scouting ryiheUSPTO svegomentreceds or gesignment documentsattached to thls form in acoordanoewith 37 CFR $.73(6),

7 Pleasechange the correspondence accrassorthe applteation gentiieginthe dtiachedalatomont-undar-97- GFRS.7S(D}Orro Per rrrnageens
   
 
 

   at The address assoolated wilh Customer Narmber:
a—|
re

Assignee

1¢r .
9295 Prototype Drive -

Reno; Nevada 89521
A copyof this form, together with @ statement under 37GFR 3.79(b) (Form PYO/SBI96 or equivalent is raquired to. be
filed In each application in which this form ls uged, The etatement under $7 OFR 3.73(b) may be completed by one of
the practitioners appointed in this form if the appeliited practitionor is authorized to act on behalf ofthe assignee, :and must Identify the ap plication, in whioh this Power of Attorney ts to be filed,

SIGNATURE of Assignee of Record- Tho indi rs al whose algnaturs and titlede supplied below fs authorized to actol behalfofthe assignee
TCLetNeg)
asetudeLie

Tait atatiallonis roquved by 37OER 13%, 1.ozend 15, The nonraTonLiby the©USPTO fe roses)antsquad97ORa(Sean by 95 U.6.0, 122 andwranudidtead ite ThisPeis eeimated to toke 3 minules
to complete, Including gathering, Preparing,and subraliingtheoomploted applioa(on form fo tie USPTO, Time will vaySepending upan the individuatcase, Anycomments on the aniount of (ima you require to9comntet Ue form and/or suggestions for rexiisingthis Qusden, should ba rent fo the Ohlel informaton Officer,U,8, Patent-and Tradumark Offce, U.S, Depariment of Commerce, P.O, Box 1460, Alexencila, VA 22019-1450, DO NOT SEND FRES OR COMPLETED
FORMS TO THIS AODRESS. SEND TOY ormmfaslonorfor Patents, #.0, Box 1450, Aloxandiia, VA22813-4460.

ltyou need assistance tn completing the form, call 1-B00-PTO-9189 andsebeot option 2, *

  
  

    
 
 

  

 
ame end Address:
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PTO/AIA/96 (08-12)
Approved for use through 01/31/2013. OMB 0651-0031

U.S. Patent and Trademark Office; U.S. DEPARTMENT OF COMMERCE
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STATEMENT UNDER37 CFR3.73(c)

Applicant/Patent Owner: Jay S. Walkeretal.
Application No./Patent No.: _13/680,852 Filed/Issue Date: November 19, 2012
Titled, METHOD AND APPARATUS FOR OUTPUTTING A MESSAGE AT A GAME MACHINE

IGT a corporation

 
 

 

(Nameof Assignee) (Type of Assignee, e.g., corporation, partnership, university, government agency, etc.)

states that, for the patent application/patentidentified above,it is (choose one of options 1, 2, 3 or 4 below):

1. The assigneeof the entire right, title, and interest.

2. CJ An assigneeof less than theentire right,title, and interest (check applicable box):
|_| The extent (by percentage)of its ownership interestis %, Additional Statement(s) by the owners

holding the balanceof the interest must be submitted to account for 100% of the ownership interest. LJ There are unspecified percentages of ownership. The otherparties, including inventors, who together ownthe entire
right, title and interest are:

Additional Statement(s) by the owner(s) holding the balance of the interest must be submitted to accountfor the entire
right, title, and interest.

3. CI The assignee of an undividedinterestin the entirety (a complete assignmentfrom one ofthe joint inventors was made).
The otherparties, including inventors, who together own the entire right,title, and interest are:

Additional Statement(s) by the owner(s) holding the balanceof the interest must be submitted to accountfor the entire
right, title, and interest.

4. LJ The recipient, via a Court proceeding or thelike (e.g., bankruptcy, probate), of an undividedinterestin the entirety (a
complete transfer of ownership interest was made). The certified document(s) showing the transferis attached.

The interest identified in option 1, 2 or 3 above (not option 4) is evidencedby either (choose gne of options A or B below):

A. An assignmentfrom the inventor(s) of the patent application/patentidentified above. The assignment wasrecordedin
the United States Patent and Trademark Office at Reel , Frame , or for which a copy
thereof is attached.

B. C) A chain oftitle from the inventor(s), of the patent application/patent identified above,to the current assignee asfollows:

1. From: To:

The document wasrecorded in the United States Patent and Trademark Office at

Reel , Frame , or for which a copythereof is attached.

2. From: To:

The document wasrecordedin the United States Patent and Trademark Office at

Reel , Frame , or for which a copy thereofis attached.

[Page 1 of 2]
This collection of information is required by 37 CFR 3.73(b). The information is required to obtain or retain a benefit by the public whichis totile (and by the USPTO to
process) an application. Confidentiality is governed by 35 U.S.C. 122 and 37 CFR 1.11 and 1.14. This collection is estimated to take 12 minutes to complete, including
gathering, preparing, and submitting the completed application form to the USPTO.Timewill vary depending uponthe individual case. Any comments on the amount
of time you require to complete this form and/or suggestions for reducing this burden, should be sentto the Chief Information Officer, U.S. Patent and Trademark
Office, U.S. Department of Commerce, P.O. Box 1450, Alexandria, VA 22313-1450. DO NOT SEND FEES OR COMPLETED FORMSTO THIS ADDRESS. SEND
TO: Commissionerfor Patents, P.O. Box 1450, Alexandria, VA 22313-1450.

Ifyou need assistance in completing the form, call 1-800-PTO-9199 and select option 2.
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To:

The document was recordedin the United States Patent and Trademark Office at

 

  Reel , Frame , or for which a copy thereof is atiached.

 
 

To:

The document was recordedin the United States Patent and Trademark Office at 
 
 
 

Reel , Frame , or for which a copy thereofis attached.  

To:

The document was recordedin the United States Patent and Trademark Office at  
 
 

 Reel , Frame , or for which a copy thereofis attached.

To:

The document was recorded in the United States Patent and Trademark Office at

 

  
  
  

Reel , Frame , or for which a copythereofis attached.

[| Additional documentsin the chain oftitle are listed on a supplemental sheet(s).

 

  

 
  

  
  

 

As required by 37 CFR 3.73(c)(1)(i), the documentary evidenceof the chain oftitle from the original ownerto the
assignee was, or concurrently is being, submitted for recordation pursuant to 37 CFR 3.11.

 
[NOTE:A separate copy(i.e., a true copy of the original assignment document(s)) must be submitted to Assignment
Division in accordance with 37 CFR Part 3, to record the assignmentin the records of the USPTO. See MPEP 302.08]

The undersigned (w title is supplied below) is authorized to act on behalf of the assignee.

i LL January 14, 2013
Signature Date

Adam H. Masia Attorney of Record
Title or Registration Number Printed or Typed Name  

[Page 2 of 2]
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EXHIBIT “A”

PATENT ASSIGNMENT

NOW, THEREFORE, for good and valuable consideration, the receipt of which is
hereby acknowledged, Walker Digital, LLC, a Delaware limited liability company, having
offices at Two High Ridge Park Rd., Stamford, CT 06905, (“Assignor”), subject to the terms of
the Purchase and License Agreement made and entered into between the parties hereto on

(0. 2007 (the “Purchase and License Agreement") does hereby sell, assign,
transter, and convey unto IGT, a Nevada corporation, having an office at 9295 Prototype Drive,
Reno NV 89521 (“Assignee”), or its designees, all right, title, and interest that exist today and

may exist in the future in and to any and all of the following (collectively “the Patent Rights”):
(a) the provisional patent applications, patent applications, and patents listed in

attached Schedule A (“the Patents”);

(b) all patents and patent applications (i) to which any ofthe Patents directly or
indirectly claims priority and (ii) for which any of the Patents directly or indirectly forms a basis
for priority andare filed after August 6, 2009;

(c) all reissues, reexaminations, extensions, continuations, continuations in part filed
after August 6, 2009, continuing prosecution applications, requests for continuing examinations,
divisions, registrations of any item in any of the foregoing categories (a) and (b);

{d) all foreign patents, patent applications, and counterparts relating fo any item in

any of the foregoing categories (a) through (c), including, without imitation, certificatesof
“invention; utility models, industrialdesign’protection, designpatentprotection; - an

(ec) all items in any of the foregoing in categories (a) through (d), whether or not
expressly listed in Schedule A, and whether or not claims in any of the foregoing have been
rejected, withdrawn, cancelled, or the like;

(f) al} rights to apply in any or all countries of the world for patents, certificates of
invention, utility models, industrial design protections, design patent protections, or other
governmental grants or issuances of any type related to any item in any of the foregoing
categories {a) through (e), including, without limitation, under the Paris Convention for the
Protection of [ndustrial Property, the International Patent Cooperation Treaty, or any other
convention, treaty, agreement, or understanding;

(g)—_all causes of action (whether known or unknown or whether currently pending,
filed, or otherwise} and other enforcement rights under, or on account of, any of the Patents
and/or any item in any of the foregoing categories (a) through (A, including, without limitation,
all causes ofaction and other enforcementrights for:

(i) damages, past, present, or future;

(ii) injunctive relief;

Gn) any other remedies of any kind for pasl, current, and future infringement;
and Co
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(iv) all rights to coflect royalties and other payments under or on account of any
of the Patents and/or any item in any of thé foregoing categories (a) through
(f).

ANDfor the same consideration, Assignor hereby represents and warrants to Assignee,
its successors, legal representatives, and assigns, that, at the time of execution and delivery of
these presents, except for any rights, titles, and/or interests that have arisen to Assignee under
law or that have already been transferred to Assignee, Assignor is the sole and lawful owner of
the entire right, title, and interest in and to the said inventions and application for the above-
mentioned Patents, and that the same are unencumbered, except as expressly set forth in the
Purchase and License Agreement and that Assignor has good and full right and lawful authority
to sell and convey the same in the manner according (o the terms of this Patent Assignement and
the Purchase and License Agreement.

AND for the same consideration, set forth herein and in the Purchase and License
Agreement, Assignor hereby covenants and agrees to and with Assignee, its successors, legal
representatives, and assigns, that Assignor will sign all papers and documents, take al) lawful
oaths and do all acts necessary or required to be done for the procurement, maintenance,
enforcement, and defense of any Patents and Patent applications for said inventions, whenever
counsel af Assignee, or counsel of its successors, legal representatives and assigns, shall advise:
that any proceeding in connection with said inventions, or said Patent application, or any
proceeding in connection with any Patents or Patent applications for said inventions in any
country, including but not limited to interference proceedings, is lawful and desirable; or, that
any division, continuation, or continuation-in-part filed after August 6, 2009 of any Patent

application, or any reissue, reexamination,«or extension ofFanyFPatent,to be obtainedttthereon, is
awFul and- desirable: : costes Lhe aos decutecenatette eee

AND Assignor hereby authorizes the respective patent office or governmental agency in
each jurisdiction to issue any and all patents, certificates of invention,utility models, or other
governmental grants or issuances that may be granted upon any of the Patent Rights in the name
of Assignee, as the assignee to ihe entire interest therein.

ANDthe terms and conditions of this Assignment of Patent Rights will inure to the
benefit of Assignee, its successors, assigns, and other legal representatives and will be binding
upon Assignor, its successors, assigns, and other legal representatives.
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IN WETNESS WHEREOFthis AssignmentofPatent Rights is executed at
on

ASSIGNOR:

Walker Digital, LLC

 
Jay S. Walker, ChiefExecutive Officer —

STATEOF_ (7 )
ror, ) ss.

COUNTY OF _#@r¢}'@ )

On _f &fober 16""op before me, aN z Notary Public in
and for said State, personally appeared itfol » personally known to me (or
proved to me onthe basis of satisfactory e¥idgnce) to be the person whose nameis subscribed to
the within instrument and acknowledged to me that he/she executed the samein his/her
authorized capacity, and that by his/her signature on the instrument the person, or the entity upon

_..behalfofwhichthepersonacted, executedtheinstrume . 

WITNESS my hand andpofticial sea 
 

 
Signature An (Sea})

Chty/Caunty of 7
. , State of Connection

Subscribed and aworn to before me
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Schedule.A
   
 
 

 BesSspeaioemaeeapeSeeaeesSYSTEMSANDMETHODSFORALLOCATINGANOUTCOMEAMOUNTAMONGATOTALNUMBEROFEVENTS:.SYSTEMSANDMETHODSFORALLOCATINGANOUTCOMEAMOUNTAMONGATOTALNUMBEROFEVENTSSYSTEMSANDMETHODSFORALLOCATINGANOUTCOMEAMCUNTAMONGATOTALNUMBEROF
EVENTS

|SYSTEMSANDMETHODSFORALLOCATINGAN|OUTCOMEAMOUNTAMONGATOTALNUMBEROF
1EVENTS

20-Jun-2000-
 

15-Oct-2002
 

 
 

 

 

  
00-018-C1|11/38564421-Mar-200600-018-C2|11/45635310-Jul-200600-018-C3|11/456359

 

Tulley,StephenC
  

  10-Jul-2006.Tulley,StephenC.   |00-032|09/s97801siGAMINGTOKENHAVINGAVARIABLEVALUE}US|.7267624_|Jorasch,JamesA|00-032-1|11/321793—|_-29-Dec-2005|GAMINGTOKENHAVINGAVARIABLEVALUElussf|Jorasch,JamesA00-032-2|12/329872|21-4an-2006'. |GAMINGTOKENHAVINGAVARIABLEVALUEfuss|Jdorasch,SamesA00-032-3|11/331550|13-Jan-2006.|GAMINGTOKENHAVINGAVARIABLEVALUEaGAMINGTOKENHAVING4VARIABLEVALUEGAMINGTOKENHAVINGAVARIABLEVALUE-METHODANDAPPARATUSFORPLAYINGACARDGAMEINCLUDINGAMORTGAGINGOPTION|METHODANDAPPARATUSFOROFFERINGFORWARD|COMMITMENTAGREEMENTS|METHODSANDSYSTEMSFORFACILITATINGPLAYATA|GAMINGDEVICEBYMEANSOFTHIRDPARTYOFFERSMETHODSANDSYSTEMSFORFACILITATINGPLAYATAGAMINGDEVICEBYMEANSOFTHIRDPARTYOFFERSMETHODSANDSYSTEMSFORFACILITATINGPLAYATAGAMINGDEVICEBYMEANSGFTHIRDPARTYOFFERS
 

lus|.7549920_‘|Jorasch,JamesAus|Norasch,tamesasf|Walker,Jay5UsrosesWalker,Jay$
Nae

00-032-4|11/361152|24-Feb-2006|00-032-C1_|11/83855114-Aug-2007|.
0

01-007200225622019-Aug-200301-007foxresssa2|03-Sep-2003
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:eNOHesieoenasals: aisePEaanneeetennSYSTEMANOMETHODFORAUTO01-02409/87929912-Jun-2001MULTIPLEGAMINGDEVICES.|SYSTEMANOMETHODFORAUTOMATEDPLAYOF01-024-C1|10/15972230-May-2002:.“MULTIPLEGAMINGDEVICES
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apaeoe‘SYSTEM:ANDMETHODFORREMOTEAUTOMATEDPLAYOFAGAMINGDEVICESYSTEMANDMETHODFORREMOTEAUTOMATEDPLAYOFAGAMINGDEVICESYSTEMANDMETHODFORCOMMUNICATINGGAMESESSIONINFORMATION:SYSTEMANDMETHODFORCOMMUNICATINGGAMESESSIONINFORMATION :SYSTEMANDMETHODFORCOMMUNICATINGGAMESESSIONINFORMATIONAPPARATUSANDMETHODFORFACILITATINGPLAYOFAGAMINGDEVICEWITHAPLURALITYOFBALANCESSYSTEMANDMETHGOFORADVERTISING/SALESATAGAMINGDEVICEMETHODANDAPPARATUSFORPROVIDINGATIMEBASEDPAYMENTFROMAGAMINGDEVICEMETHODANDAPPARATUSFOROPTIMIZINGTHERATEOFPLAYOFAGAMINGDEVICESYSTEMSANDMETHODSFORFACILITATINGPLAYUSINGREVERSEDPAYOUTTABLESMETHODANDAPPARATUSFORAUTOMATICALLYOPERATINGAGAMEMACHINE:METHODANDAPPARATUSFORAUTOMATICALLYOPERATINGAGAMEMACHINE -METHODANDAPPARATUSFORBONUSROUNDPLAYMETHODANDAPPARATUSFORBONUSROUNDPLAYMETHODANDAPPARATUSFORBONUSROUNDPLAYMETHODANDAPPARATUSFORENABLING4PLAYERTOSELECTFEATURESONAGAMING:DEVICE
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AMUSEMENT MACHINE PLAYER RECOGNITION SYSTEM

This invention relates to a amusement machine player recognition system.

Amusement machines are well known and very popular they include machines
such as:- fruit machines, Skill with prize machines, Pin Tables, Video games
and novelty games. These gamesare not able to recognise the players who
play on them. This invention allows the machine to recognise a player by his
or her fingerprint and link that fingerprint to a phone numberfor further con-
tact by phoneor text message. This allows the machineto let a player continue
whereheor sheleft off in a previous game or reward a frequent players and
other such features.

A specific embodimentof the invention will now be described by wayof
example with reference to the accompanying drawing in which:-  
Figure 1 shows in perspective, The fingerprint sensor and keypad

Figure 2 shows an AWP with the sensor and keypadfitted.

Figure 3 shows an SWP/Video game/soft terminal with the sensor
and keypadfitted

 
Figure 4 shows an PIN BALL/TABLEwith the sensor and keypad fitted

Figure 5 shows an Amusement machine player recognition system example.
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Referring to the drawing Fig.1 The Amusement machine player recognition
system comprises of the following parts:-

1. Finger Print Sensor
2. Alpha/Numeric Keypad

The Person touchesthe sensor and it scans the fingerprint. a phone numberis
then punched into the keypad followed by a pin number, nicknameor other |
personal information.

Referring to the drawing Fig.2 the AWP with the Amusement machine player
recognition system fitted:-

1. Fruit machine/AWP

2. Finger Print Sensor
3. Alpha/Numeric Keypad

A fingerprint sensor and keypad are located on the machine. Once registered
the player will be recognised by the machine. He/she would be able to return
to where they left off in a previous playing session. this has not been possible
before. He/she can be contacted via text or phone.

Referring to the drawing Fig.3 the SWP with the Amusement machine player
recognition system fitted:-

|. SWP/video game orsoft terminal
2. Finger Print Sensor
3, Alpha/Numeric Keypad

A fingerprint sensor and keypad are located on the machine. Once registered
the player will be recognised by the machine. He/she would be able to return
to where they left off in a previous playing session. this has not been possible
before. He/she can be contacted via text or phone.
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Referring to the drawing Fig.4 The Pin Table with the Amusement machine
recognition system comprises of the following parts:-

1. PinTable

2. Finger Print Sensor
3. Alpha/Numeric Keypad

A fingerprint sensor and keypad are located on the machine. Onceregistered
the player will be recognised by the machine. He/she would beable to return
to where they left off in a previous playing session. this has not been possible
before. He/she can be contacted via text or phone.

Referring to the drawing Fig.5 The Amusement machine player recognition
system example:-

1. Finger Print Sensor
2. Alpha/Numeric Keypad
3. Control system
4. Mobile phone
5. direct sms text service

6. phoneline

The system would consist of the above components. the persons fingerprint is
scanned at 1. the persons mobile/telephone numberin input at 2. the control
system 3. can contact the person by text message at 4. 5. or 6.  
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CLAIMS

An amusement machine incorporating a player recognition system.

An amusement machineincorporating a player recognition
system as in claim | that is coin operated.

An amusement machine incorporating a player recognition
system as in claims 1 or 2 comprising keypad and mobile phone.

An amusement machineasin claim 3 that takes the form of a AWP
amusment with prize (fruit machine or slot machine)

An amusement machineasin claim 3 that takes the formof
a SWPskill with prize (skill with prize machine)

An amusement machineasin claim 3 that takes the formof

a video game  
Zynga Ex. 1002, p. 240

Zyngav. IGT
IPR2022-00200



Zynga Ex. 1002, p. 241
Zynga v. IGT

IPR2022-00200

ad

~\ Mes,
Phe 7!

ent |

ras

C)yo)"ph,  
. Lf. I

x Ollice & S INVESTOR IN PEOPLE
oy, eya

Application No: GB 0222228.9 Examiner: Bridie Collier
Claims searched: 1-6 Date of search: 4 April 2003

Patents Act 1977 : Search Report under Section 17

Documents considered to be relevant:

Category|Relevant|Identity of document and passage or figure of particular relevance
to claims

DE 10060079 A (ADP) See abstract and fig

DE 19944140 A (SCHULZE)See abstract

EP 1120757 A2 (INTERNATIONAL) See col 4 para 12 and col
8 lines 25 - 27

WO 01/82176 Al (GAMING)SeeP5 line 26 - P6 line 11

WO 94/16416 Al (SPECIAL) See abstract

WO 94/10658 Al (COMS21) See P4 line 7 - P5 line 10

US 6347738 Bl (INTERNATIONAL)See col 6 lines 5-11

 
Categories:

  

Documentindicating lack of novelty or inventive step Documentindicating technological background and/orstate of the art.

 
Documentindicating lack of inventive step if combined Document published on or after the declared priority date but before
with one or more other documents of same category. the filing date of this invention.

Memberof the samepatent family Patent document published on or after, but with priority date earlier
than, the filing date of this application.

Field of Search:

Search of GB, EP, WO & US patent documents classified in the following areas of the UKC’:

 

Worldwide search of patent documents classified _in the following areas of the IPC’:

The following online and other databases have been used in the preparation of this search report:

WPI, EPODOC, JAPIO

An Executive Agency of the Department ofTrade and Industry

|

Zynga Ex. 1002, p. 241
Zyngav. IGT

IPR2022-00200



Zynga Ex. 1002, p. 242
Zynga v. IGT

IPR2022-00200

Electronic AcknowledgementReceipt 

EFS ID:

Application Number:

International Application Number:

15382743

13680852

 

Confirmation Number:

Title of Invention:

6364

METHOD AND APPARATUS FOR OUTPUTTING A MESSAGE AT A GAME
MACHINE

 

First Named Inventor/Applicant Name:

Customer Number:

Filer:

Filer Authorized By:

Jay S. Walker

29159

Holby Abern/Mavis Benson

Holby Abern

 
 

Attorney Docket Number:

Receipt Date:

025124-0509

29-MAR-2013

 
  
 

 

 Filing Date: 19-NOV-2012

Time Stamp: 16:38:07

Application Type: Utility under 35 USC 111(a)

Paymentinformation:

Submitted with Payment no

File Listing:

Document ar : File Size(Bytes)/ Multi Pages
Number DocumentDescription File Name Message Digest|Part/.zip| (ifappl.)

208561

1 trans0509Scan.pdf yes 4€5¢3134d7£32087a23742ca7e19d7584307
00278

Zynga Ex. 1002, p. 242
Zyngav. IGT

IPR2022-00200



Zynga Ex. 1002, p. 243
Zynga v. IGT

IPR2022-00200

Multipart Description/PDFfiles in .zip description 

DocumentDescription 

Transmittal Letter

Information Disclosure Statement (IDS) Form (SBO8)

 
Warnings:

Information:

222488

2 Foreign Reference GB2393554A.pdf no 1110593ea57 105 c8F35eleafbc8ea 109d 9446al

Warnings:

Information:

TotalFiles Size (in bytes) 431049  This AcknowledgementReceipt evidences receipt on the noted date by the USPTOof the indicated documents,
characterized by the applicant, and including page counts, where applicable.It serves as evidence of receipt similar to a
Post Card, as described in MPEP 503.

New Applications Under 35 U.S.C. 111
If a new application is being filed and the application includes the necessary componentsfor a filing date (see 37 CFR
1.53(b)-(d) and MPEP 506), a Filing Receipt (37 CFR 1.54) will be issued in due course and the date shown onthis
AcknowledgementReceiptwill establish the filing date of the application.

 

National Stage of an International Application under 35 U.S.C. 371
If a timely submission to enter the national stage of an international application is compliant with the conditions of 35
U.S.C. 371 and other applicable requirements a Form PCT/DO/EO/903indicating acceptance of the application as a
national stage submission under 35 U.S.C. 371 will be issued in addition to the Filing Receipt, in due course.

New International Application Filed with the USPTO as a Receiving Office
If a new international application is being filed and the international application includes the necessary componentsfor
an international filing date (see PCT Article 11 and MPEP 1810), a Notification of the International Application Number
andofthe InternationalFiling Date (Form PCT/RO/105) will be issued in due course, subject to prescriptions concerning
national security, and the date shown on this AcknowledgementReceiptwill establish the international filing date of
the application.

Zynga Ex. 1002, p. 243
Zyngav. IGT

IPR2022-00200



Zynga Ex. 1002, p. 244
Zynga v. IGT

IPR2022-00200

IN THE UNITED STATES PATENT AND TRADEMARKOFFICE

Inventor:

Appl. No.:
Conf. No.:

Filed:

Title:

~ Art Unit:

Examiner:

Docket No.:

Jay S. Walkeret al.
13/680,852
6364

November 19, 2012
METHOD AND APPARATUS FOR OUTPUTTING A MESSAGEAT A
GAMING MACHINE
3714

Unknown

025124-0509

Commissionerfor Patents
P.O. Box 1450

Alexandria, VA 22313-1450

INFORMATION DISCLOSURE STATEMENT TRANSMITTAL LETTER

Sir:

Submitted herewith is an Information Disclosure Statement for consideration in
the above-identified application. In accordance with the provisionsof 37 C.F.R. §§ 1.56,
1.97, and 1.98, Applicant requests that a citation and examination of the references
cited on the enclosed PTO Form 1449 be made during the course of examinationof the
above-identified application for United States patent. Pursuant to 37 C.F.R. 1.98,
copiesof the foreign references and the non-patentliterature can be found in the parent
application, U.S. Patent Application No. 13/632,328, filed on October 1, 2012, and/or
grandparent application, U.S. Patent Application No. 10/685,143, filed on October 14,
2003.

This Information Disclosure Statement is submitted as follows:

[X]

Submission without Certification 

Within three monthsoffiling of a national application; within three months
of the date of entry of the national stage as set forth in 37 C.F.R. § 1.491
in an international application; before the mailing date of a first Office
Action on the merits, or before the mailing of a first Office Action after the
filing of a Request for Continued Examination.

After the period specified above, but before the mailing date of a Final
Action under 37 C.F.R. § 1.113, a Notice,of Allowance under 37 C.F.R. §
1.311, or an Action that otherwise closes prosecution in the application
and is accompanied by paymentofthe fee set forth in 37 C.F.R. § 1.17(p).

Submission with Certification 

Within three monthsoffiling of a national application; within three months
of the date of entry of the national stage as set forth in 37 C.F.R. § 1.491

1

Zynga Ex. 1002, p. 244
Zyngav. IGT

IPR2022-00200



Zynga Ex. 1002, p. 245
Zynga v. IGT

IPR2022-00200

in an international application; before the mailing date of a first Office
Action on the merits, or before the mailing of a first Office Action after the
filing of a Request for Continued Examination.

_ After the period specified above, but before the mailing date of a Final
Action under 37 C.F.R. § 1.113, a Notice of Allowance under 37 C.F.R. §
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community; serves as an ombudsmanfor existing and potential investors; advocates on behalf of U-S. cities, states,
and regions competing for global investment; and counsels U.S. economic developmentorganizations on investment
attraction best practices. To learn more about why the United States is the best country in the world to develop
technology, manufacture products, deliver services, and grow your business,visit http:/Awww.SelectUSA.govorcall
+1-202-482-6800.
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Zynga v. IGT

IPR2022-00200

UNITED StaTeS ParENT AND TRADEMARK OFFICE UNTTED STATES DEPARTMENT OF COMMERCE
United States Patent and Trademark Office

Address: COMMISSIONER FOR PATENTS 
   

Mexandte,Vissnia 22313-1450

APPLICATION NUMBER | FILING OR 371(C) DATE | FIRST NAMED APPLICANT | ATTY. DOCKET NO./TITLE
13/680,852 11/19/2012 Jay S. Walker 025124-0509

CONFIRMATION NO. 6364

29159 NOTICE

Neal, Gerber & Eisenberg LLP

2N. LaSalle Street UOTAAA
Suite 1700 000000060142303
Chicago, IL 60602-3801

Date Mailed: 04/01/2013

INFORMATIONAL NOTICE TO APPLICANT

Applicantis notified that the above-identified application contains the deficiencies noted below. No period for
reply is set forth in this notice for correction of these deficiencies. However,if a deficiency relates to the inventor's
oath or declaration, the applicant mustfile an oath or declaration in compliance with 37 CFR 1.638, or a substitute
statement in compliance with 37 CFR 1.64, executed by or with respect to each actual inventor no later than the
expiration of the time period set in the "Notice of Allowability” to avoid abandonment. See 37 CFR 1.53(f).

The item(s) indicated below are also required and should be submitted with any reply to this notice to avoid
further processing delays.

« A properly executed inventor's oath or declaration has not been received for the following inventor(s):
all

Applicant may submit the inventor's oath or declaration at any time before the Notice of Allowance and Fee(s)
Due, PTOL-85, is mailed.
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Zynga v. IGT

IPR2022-00200

UNITED StaTeS ParENT AND TRADEMARK OFFICE UNTTED STATES DEPARTMENT OF COMMERCE
United States Patent and Trademark Office

Address: COMMISSIONER FOR PATENTS
) Bax 

Alexandria, Virginia 22313-1450www.tspto.gov

   [_APPLICATIONNUMBER | FILING OR 371(C) DATE [___FIRSTNAMED APPLICANT | ATTY. DOCKET NO/TITLE
13/680,852 11/19/2012 Jay S. Walker 025 124-0509

CONFIRMATION NO. 6364

29159 POA ACCEPTANCE LETTER

Neal, Gerber & Eisenberg LLP

2 N, LaSalle Street UOTA
Suite 1700 00000006014235
Chicago, IL 60602-3801

Date Mailed: 04/01/2013

NOTICE OF ACCEPTANCE OF POWER OF ATTORNEY

This is in response to the Powerof Attorneyfiled 01/14/2013.

The Powerof Attorneyin this application is accepted. Correspondencein this application will be mailed to the
above address as provided by 37 CFR 1.33.

/ydemisse/

 
Office of Data Management, Application Assistance Unit (571) 272-4000, or (671) 272-4200, or 1-888-786-0101
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Zynga v. IGT

IPR2022-00200

Dec. Code:.Oath PTO/AIA/08 (68-12)
Document Description: Oath or declaration filed Appravedfor use through 01/31/2014, OMB 0881-0032

‘ U.S,Patent and Trademark Office; U.S. DEPARTMENT OF COMMERCE.
Under the Paperwork Reduction Act of 1996, no persons are required ta respondto @ collection ofInformation unless it contains a valid OMB control number.

- DECLARATION FOR UTILITY OR |Number|026124-0608 (WK00036-004)  
   
   

  
  
  

 
 

 
  

  
    

   

 

PATENT.APPLICATION First Named Inventor|Jay S. Walker
(37 CFR 1.63) COMPLETE IF KNOWN —

Application Number
’ Declaration Declaration

[| Submitted OR Submitted After Initial Filing Date October 1, 2012WithInitial Filing (surcharge

ns remus)LAU [Unknownrequired)

  

METHOD AND APPARATUS FOR OUTPUTTING A MESSAGEAT A GAME MACHINE

(Title of the Invention)

As a below named Inventor, | hereby declarethat:

This declaration |s directed to:

[] Theattached-appileation, so
OR . .

United States Application Number or PCT International application number__13/632,328
filed on October 1, 2012

The above-identified application was made or authorized to ba made by me.

| believe | am the original inventor or an originat joint inventor of a claimed invention In the application.

I hereby acknowledgethat any willful false statement madein this declaration Is punishable under 18 U.S.C, 1004
by fine or imprisonment of not more thanfive (5) years, or both. :

Authorization To Permit Access To Application by Participating Office

C if checked, the undersigned hereby grants the USPTO authority to provide the European Patent Office (EPO), the
Japan Patent Office (JPO), the KoreanIntellectual Property Office (KIPO), the World Intellectual Property Office (WIPO), and
any otherintellectual property offices in which a foreign application claiming priority to the above-identifled patent apptication is
fited access to the above-identified patent application. See 37 CFR 1.14(c) and (h). This box should not be checkedif the
applicant does not wish the EPO, JPO, KIPO, WIPO,orotherintellectual property office in which a foreign application claiming
priority to the above-identified patent applicationis filed to have access to the above-Ideniified patent application.

In accordance with 37 CFR 1.14(h)(3), access will be provided to a copy of the above-identified patent application with respect
to: 1) the above-Iidentified patent application-as-filed; 2) any foreign application te which the above-Identlfied patent application
clalmspriority under 35 U.S.C. 119(a)-(d)Ifa copy of the foreign applicationthat satisfles the certified copy requirementof
37 CFR 1.55 has beenfiled In the above-identified patent application; and 3) any U.S. appiication-as-filed from which benefit is

‘sought In the above-identified patent application. :

In accordance with 37 CFR 1.14(c), access may be provided to information concerning the dateoffiling the Authorization to
Permit Access to Application by Participating Offices. .

 
[Page 1 of 2} .

This collection of information is required by 36 U.S.C. 115 and 37 CFR 1.63, the Information Is required to obtain or retain a benefit by the public which fs to file(and by
the USPTOto process) an application. Confidentiality is governed by 35 U.S.C. 122 and 37 CFR 1.11 and 1.14. This collection is estimated to take 21 minutes to
complete, including gathering, preparing, and sudmitting the completed application farm ta the USPTO.Time will vary depending upontheIndividualcase. Any
comments on the amountof tima you require to complete this form andior suggestionsfor reducing this burden, should be sentto the Chief information Officer, U.S.
Patent and Trademark Office, U.S, Department of Commerce, P.O, Box 1460, Alexandria, VA 22313-1450, DO NOT SEND FEES OR COMPLETED FORMS TO THIS
ADDRESS. SEND TO: Commissionorfor Patents, P.O, Box 1480, Alexandrla, VA 22343-1450. .

If you need assistance in completing theform,call 1-800-PTO-8199 and sefact option 2.
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Zynga v. IGT

IPR2022-00200

PTO/AIA/OB (08-1 2)
Approvedfor use through 01/31/2014. OMB 0667-0032

U.S,Patent and Trademark Office; U.S, DEPARTMENT OF COMMERCE
Underthe Paperwork Reduction Act of 1995, no persons are required to respond to a collection af information unlessit contains a vatid OMB contro! number,

DECLARATION-— Utility or Design Patent Application

The address
Direct all — \ Correspondence
correspondenceto: ' associated with 29159 or [J address belowCustomer Number:

    
   
    

WARNING:

Petitioner/applicantIs cautioned to avoid submitting personal Information In documents filad in a patent application that may
contributeto identity theft. PersonalInformation such as soclal security numbers, bank account numbers,or credit card numbers
(other than a check or credit card authorization form PTO-2038 submitted for payment purposes) is never required by the USPTO
to support 8 petition or an application. If this type of personal information is included In documents submitted {o the USPTO,
petitioners/applicants should consider redacting such personal Information from the documents before submitting them to the
USPTO.Paetitioner/applicantis advised that the record of a patent application Is available to the public after publication of the
application (unless a non-publication requestin compliance with 37 CFR 1.213(a) Is made in the application) or issuance of a
patent. Furthermore, the record from an.abandoned application may also be available to the public if the application is
referenced in @ published application or an issued patent (see 37 CEFR 1.14). Checks and credit card authorization forms
PTO-2038 submitted for payment purposesare notretainedin the application file and therefore are not publicly avallable,
Petitioner/applicant is advised thal documents which form the record of a patent application (such as the PTO/SB/01) are placed
into the Privacy Act system of records DEPARTMENT OF COMMERCE, COMMERCE-PAT-7, System name: Patent Appiication
Files , Documents notretained in an applicationfile (such as the PTO-2038)are placedinto the Privacy Act system of
COMMERCE/PAT-TM-10, System name: Deposit Accounts and Electronic Funds Transfer Profiles .

    
    
  

  
  
  
  
  
 
   LEGAL NAME OF SOLE OR FIRST INVENTOR: : :

E.g., Given Name(first and middie (iFany)) and Family Name or Surname

Jay S. Walker
  

  
  

nventor's Signature Wate (Optional L ,+Moy 6, 30)
Residence: City | State ountry

  Ridgefieid CT US

Mailing Address

260 Oscaleta Road

ty late D ountiy
Ridgefield CT 06877 us

Additional inventors are belng named on the 2 Supplemental sheel(s) PTO/AIA/10 attached hereto
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Zynga v. IGT

IPR2022-00200

PTOIAIA/40 (06-12)
Approved for use through 01/31/2014. OMB 0851-0032

U.S, Patent and Trademark Office, U.S. DEPARTMENT OF COMMERCE
Under the Paperwork Reduction Act of 1995, no persons ere raquired to respond lo a collection of information unlessit contains a valid OMB control numbar,

ADDITIONAL INVENTOR(S

SUPPLEMENTAL SHEET FOR DECLARATION| suppiemental Sheet(for reraialos08) 

 
 
 

Legal Nameof Additional Joint Inventor,if any:
{€.g., Given Name(first and middle (if any}} and Family Name or Surmame)

James A, Jorasch t-—Signature RoSoke pyre
Residenca;Cit state Count

122 East 38th Street

 
 
 

  
Malling Address

state Count

Legal Nameof Additional Joint Inventor, if any:
(E.g., Given Name(first and middle (if any)) and Family Name or Surname)

Russell P. Sammon

inventor's
Signature Date (Optional!

San FranciscoResidence: Cit state Count
498 Emmett Court

Mailing Address

Legal Name of Additional Joint Inventor,if any:

(&g., Glven Name(first and middie (if any)) and Family Name or Surname)
Stephen C. Tulley

Inventor's

Signature Date (Optional

Residence: cry Monroe

563 Moose Hill Road
Malling Addrass

acollection of information |s required b 5 an FR 1.63. The information is required =Darwee relain a benefit by the public which is {o file
(and by the USPTO to process) an pptection. Contidentalty iegoverned by 36 U.S.C, 122 and 37 CFR 1.11 and 1,14. This collection is gstimated fo take 24
minules to complete, including gathering, preparing, and submitting the completed applicalion farm to the USPTO. Time will vaty depandinguponthe individual
case, Any comments on the amountof time you require to complele this form and/or suggestionsfor reducing this burden, should be sent to the Chief Information
Officer, U.S. Patent and Trademark Office, U.S. Department of Commerce, P.O. Box 1450, Alexandria, VA 22313-1450, DO NOT SEND FEES OR COMPLETED
FORMS TO THIS ADDRESS. SEND TO: Commissioner for Patents, P.O. Box 1450, Alexandria, VA 22313-1460,

 

  
  

 

 
 

 

 
 
  
      
   
Wi

ifyou need assistance in completing the form, call 1-800-PTO-9199 (1-800-786-9199) and select option 2.
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Zynga v. IGT

IPR2022-00200

PTO/AIA/10 (06-12)
Approvedfor use through 01/31/2014. OMB 0651-0032

U.S. Patent and Trademark Office; U.S. DEPARTMENT OF COMMERCE
Under the Paperwork Reduction Act of 1995, no persons are required to respond to a collection of information unlessit contains a valid OMB control number.

ADDITIONAL INVENTOR(S)
SUPPLEMENTAL SHEET FOR DECLARATION| supplemental Sheet(for PTO/AIA/08,09)

  

  
  Page 2 of2

Legal Nameof Additional Joint Inventor,if any:
(E.g., Given Name(first and middle (if any)) and Family Name or Surname)

 

Steven M. Santisi

Inventor's
Signature Date (Optional

Ridgefield CT US
Residence: Ci State Count

80 Lounsbury Lane

Mailing Address

City State Zip Country

Legal Nameof Additional Joint Inventor, if any:
(E.g., Given Name(first and middle(if any)) and Family Name or Surname)

Inventor's :
Signature Date (Optional)

eeeeeeee
Legal Nameof Additional Joint Inventor,if any:

(E.g., Given Name(first and middle {if any)) and Family Name or Surname)

Inventor's .
Signature Date (Optional)

Residence:City

Mailing Address

This collection of information is required by 35 U.S.C. 115 and 37 CFR 1.63. The information is required to obtain or retain a benefit by the public whichis to file
(and by the USPTOto process) an application. Confidentiality is governed by 35 U.S.C. 122 and 37 CFR 1.11 and 1.14. This collection is estimated to take 21
minutes to complete, including gathering, preparing, and submitting the completed application form to the USPTO. Timewill vary depending upon the individual
case. Any comments on the amount of time you require to complete this form and/or suggestions for reducing this burden, should be sentto the Chief Information
Officer, U.S. Patent and Trademark Office, U.S. Department of Commerce, P.O. Box 1450, Alexandria, VA 22313-1450. DO NOT SEND FEES OR COMPLETED
FORMSTO THIS ADDRESS. SEND TO: Commissionerfor Patents, P.O. Box 1450, Alexandria, VA 22313-1450.

ifyou need assistance in completing the form, call 1-800-PT.O0-9199 (1-800-786-9199) and selectoption 2.
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Zynga v. IGT

IPR2022-00200

Doc Code: Oath

‘Document Description: Oath or declarationfiled
PTO/AIA/08 (06-12)

es “Approved for use through 01/31/2014; OMB 0651-0032
U.S. Patent and Trademark Office; U.S. DEPARTMENT OF COMMERCE

Under the Paperwork Reduction Act of 1995, no persons are required to respond to a collection of information unless it contains a valid OMB control number.

DECLARATION FOR UTILITY OR=|Momey Docket  
   
  
 
 
 

 

 
   

DESIGN
PATENT APPLICATION Jay S. Walker

(37 CFR 1.63) COMPLETE IF KNOWN    
 

 
 

  

 
 Application Number|13/632,328

Filing Date October 1, 2012

METHOD AND APPARATUS FOR OUTPUTTING A MESSAGE AT A GAME MACHINE

Declaration Declarationi Submitted AfterInitialSubmitted
LJ WithInitial OR Filing (surcharge

Filing (37 CFR 1.16(f))
required)

 
 

  
 
 
 

(Title of the Invention)

As a below namedinventor, | hereby declare that: ,

This declaration is directed to:

[ The attached application,
OR

United States Application Number or PCTInternational application number _13/632,328

filed on October 1, 2012

The above-identified application was madeor authorized to be made by me.

| believe | am the original inventor or an original joint inventor of a claimed invention in the application.

| hereby acknowledgethat anywillful false statement madein this declaration is punishable under 18 U.S.C. 1001
by fine or imprisonment of not more thanfive (5) years, or both.

Authorization To Permit Access To Application by Participating Office
(I If checked, the undersigned hereby grants the USPTO authority to provide the European Patent Office (EPO), the

Japan Patent Office (JPO), the Korean Intellectual Property Office (KIPO), the World Intellectual Property Office (WIPO), and
any otherintellectual property offices in which a foreign application claimingpriority to the above-identified patent applicationis
filed access to the above-identifled patent application. See 37 CFR 1.14(c) and (h). This box should not be checkedif the
applicant does not wish the EPO, JPO, KIPO, WIPO,orotherintellectual property office in which a foreign application claiming
priority to the above-identified patent applicationis filed to have access to the above-identified patent application.

in accordance with 37 CFR 1.14(h)(3), access will be provided to a copy of the above-identified patent application with respect
to: 1) the above-identified patent application-as-filed; 2) anyforeign application to which the above-identified patent application
claims priority under 35 U.S.C. 119(a)-(d) if a copy of the foreign application that satisfies the certified copy requirementof
37 CFR 1.55 has beenfiled in the above-identified patent application; and 3) any U.S. application-as-filed from which benefit is
soughtin the above-identified patent application.

In accordance with 37 CFR 1.14(c), access may be provided to information concerning the date offiling the Authorization to
Permit Access to Application by Participating Offices. ,

 
[Page 1 of 2]

This collection of information is required by 35 U.S.C. 115 and 37 CFR 1.63. Theinformation is required to obtain or retain a benefit by the public whichis to file (and by
the USPTOto process) an application. Confidentiality is governed by 35 U.S.C. 122 and 37 CFR 1.11 and 1.14. This collection is estimated to take 21 minutesto
complete, including gathering, preparing, and submitting the completed application form to the USPTO. Time will vary depending upon the individual case. Any
comments on the amountoftime you require to complete this form and/or suggestions for reducing this burden, should be sent to the ChiefInformation Officer, U.S.
Patent and Trademark Office, U.S. Department of Commerce, P.O. Box 1450, Alexandria, VA 22313-1450. DO NOT SEND FEES OR COMPLETED FORMSTO THIS
ADDRESS. SEND TO: Commissionerfor Patents, P.O. Box 1450, Alexandria, VA 22313-1450.

If you need assistance in completing the form,call 1-800-PTO-9199 andselect option 2.
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Zynga v. IGT

IPR2022-00200

PTO/AIA/08 (06-12)
Approved for use through 01/31/2014. OMB 0651-0032

U.S. Patent and Trademark Office; U.S. DEPARTMENT OF COMMERCE
Under the Paperwork Reduction Act of 1995, no persons are required to respondto a collection of Information uniessit contains a valid OMB control number.

DECLARATION — Utility or Design Patent Application

: The address
Directall : . ‘ . Correspondence
correspondenceto: associated with =|29159 OR LI] address belowCustomer Number:
Name
 

 Address

“™ Se
WARNING:

Petitioner/applicant is cautioned to avoid submitting personal information in documentsfiled in a patent application that may
contribute to identity theft. Personal information such as social security numbers, bank account numbers,or credit card numbers
(other than a checkorcredit card authorization form PTO-2038 submitted for payment purposes)is never required by the USPTO
to support a petition or an application. If this type of personal information is included in documents submitted to the USPTO,
petitioners/applicants should consider redacting such personalinformation from the documents before submitting them to the
USPTO. Petitioner/applicant is advised that the record of a patent application is available to the public after publication of the
application (unless a non-publication request in compliance with 37 CFR 1.213(a) is madein the application) or issuance of a
patent. Furthermore, the record from an abandoned application may also be available to the public if the application is
referenced in a published application or an issued patent (see 37 CFR 1.14). Checks and credit card authorization forms
PTO-2038 submitted for payment purposes are notretained in the applicationfile and therefore are not publicly available.
Petitioner/applicantis advised that documents which form the record of a patent application (such as the PTO/SB/01) are placed
into the Privacy Act system of records DEPARTMENT OF COMMERCE, COMMERCE-PAT-7, System name: Patent Application
Files . Documents not retained in an application file (such as the PTO-2038) are placed into the Privacy Act system of
COMMERCE/PAT-TM-10, System name: Deposit Accounts and Electronic Funds Transfer Profiles .

 

LEGAL NAME OF SOLE ORFIRST INVENTOR:

(E.g., Given Name(first and middle (if any)) and Family Name or Surname)

Jay S. Walker

Inventor's Signature Date (Optional) 
 Residence: City Country

Ridgefield us

Mailing Address

260 Oscaleta Road

City i

Ridgefield

Additional inventors are being named onthe 9 supplemental sheet(s) PTO/AIA/10 attached hereto

 
[Page 2 of2]
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Zynga v. IGT

IPR2022-00200

PTOFALA/10 (08-12)
Approved for use through 01/31/2014. OMB 0664-0032

U.S. Patent and Trademark Office; U.S. DEPARTMENT OF COMMERCE
persons are required to respondto a collectionof information unlessit contains @ vatit OMB control number,

. ADDITIONAL INVENTOR(SSUPPLEMENTAL SHEET FOR DECLARATION| supplemental Sheet {for Praia08,09) ;
Under the Paperwork Reduction Act of 1995, no

 
 
 
  
 
 

Legal Nameof Additional Joint Inventor, if any:
(E.g., Given Name(first and middle (if any}) and Family Name or Surname)

James A. Jorasch

inventor's
Signature Date (Optional

New York NY USAState Count

State Zip Count

Legal Nameof Additionat Joint Inventor, if any: |
{E.g., Given Name(first and middle{if any)) and Family Name or Surname)

Russell P. Sammon

Residence:Cit  

422 East 38th Street

New York
City  

 
 

 
 

 

 
 

  
  
  

 

6/13/20 \%Inventor's (Cf, .
Signature nist CM . Date ‘(Optional /

Residence: Cit State Count

198 Emmett Court
Mailing Address

Legal Name of Additional Joint Inventor, if any:
(E.g., Given Name(first and middie (if any)) and Family Name or Surname)

Stephen C. Tulley

Inventor's : :
Signature : Date (Optional

563 Moose Hill Road ,
Mailing Address .

Cit Monroe Zip 06468 Country A
T { S.is collection of information is required by 36 U.S.C. 116 and 37 CFR 1.63. The information is required to obtain or relain a benefit by the public which is to file
(and by the USPTO to process) an applicellon. Confidentialily is governed by 36 U.S.C. 122 and 37 CFR 4.11 and 4.14. This collection is estimated to take 24
minutesto complete, including gathering, preparing, and submitting the completed application form to the USPTO.Time will vary depending uponthe individuat
case. Any comments on the amount of time you require to complete this form andfor suggestions for reducing this nurden, should be sent to the Chief Information
Officer, U.S. Patent and Trademark Office, U.S. Department of Commerce, P.O. Box 1460, Alexandiia, VA 22343-1460. DG NOT SEND FEES OR COMPLETED
FORMS TO THIS ADDRESS. SEND TO: Commissionerfor Patents, P.O. Box 4460, Atoxandria, VA 22313-1460,

 
 
 

  
   

ifyou need assistance in completing the form, call 1-800-PTO-9199 (1-800-786-9199) and select option 2.
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IPR2022-00200

PTO/AIA/10 (08-12)
Approved for use through 01/31/2014. OMB 0651-0032

U8. Patent and Trademark Office; U.S. DEPARTMENT OF COMMERCE
Under the Paperwork Reduction Act of 1995, no persons are required to respond to a collection of information unlessit contains a valid OMB control number.

: ADDITIONAL INVENTOR(SSUPPLEMENTAL SHEET FOR DECLARATION| supptementa! Sheet (for aero09)

Legal NameofAdditional Joint snventor,if any:
(E.g., Given Name {first and middle (if any)) and Family Name or Surname)
Steven M. Santist“] wn)

sigue AtaSL. 2 Date (pis

Residence: Cit State Count

80 Lounsbury Lane

 
   

  
  

  

Mailing Address

Cit State . Zip Countr

Legal Name of Additional Joint Inventor, if any:

 
 
 

 

 

(&.g., Given Name (first and middie(if any)} and Family Name or Surname)

Inventor's ,
Signature Date (Optional

Residence: Cit :

Mailing Address

Legal Nameof Additional Joint Inventor,if any:
(E.g., Given Name(first and middle (if any)} and Family Name or Surname)

Inventor's : ,
Signature Date (Optional

Residence: Cit

Malling Address

Cit lusdeem
This collection of information is required by 36 U.S.C. 116 and 37 CFR 41.63. The Information is caquired to obtain or retain a banefit by the public which Is to file
{and by the USPTOto process) an application. Confidentiality is governed by 35 U.S.C. 122 and 37 CFR 1.11 and 1.14. This collection is estimatedto take 21
minutes to complete, inctuding gathering, preparing, and submitting the completed application form to tha USPTO, Time will vary depending upon the individyal
case. Any comments on lhe amount of tine you require to complete this form and/or suggestions for raducing this burden, should be santto the Chie! Information
Officer, U.S. Patent and Trademark Office, U.S. Department of Commerce, P.O, Box 1450, Alexandria, VA 22313-1450. DO NOT SEND FEES OR COMPLETED
FORMS TO THIS ADDRESS. SEND TO: Commissioner for Patents, P.O. Box 1450, Alexandria, VA 22313-1450.

 
 

  
 

  
 
 

 
  
  

 

 
 
 A <  

if you need assistance in completing the form, call 1-800-PTO-9199 (1-800-786-9199) and select option 2.

Zynga Ex. 1002, p. 260
Zyngav. IGT

IPR2022-00200



Zynga Ex. 1002, p. 261
Zynga v. IGT

IPR2022-00200

Doc Code: Oath PTO/AIA/08 (06-12)
Document Description: Oath or declaration filed Approved for use through 01/31/2014. OMB 0651-0032U.S. Patent and Trademark Office; U.S. DEPARTMENT OF COMMERCE

Under the Paperwork Reduction Act of 1995, no persons are required to respondto a.collection of information unless it contains a valid OMB control number.

DECLARATION FOR UTILITY OR=|Storey Docket|5454.0608 (WK00036-004)
DESIGN ;

PATENT APPLICATION First Named Inventor|Jay S. Walker
(37 CFR 1.63). COMPLETE IF KNOWN

Application Number=|13/632,328Declaration

Submitted After Initial Filing Date October 1, 2012
Filing (surcharge
(37 CFR 1.16(f)) Art Unit Unknown
required) -

Examiner Name Unknown

METHOD AND APPARATUS FOR OUTPUTTING A MESSAGE AT A GAME MACHINE

 

Declaration
Submitted
WithInitial OR
Filing

 

(Title of the Invention)

As a below namedinventor, | hereby declare that:

This declaration is directed to:

[| The attached application,
OR

United States Application Numberor PCT International application number __13/632,328

filed on October 1, 2012

The above-identified application was made or authorized to be made by me.

| believe | am the original inventor or an original joint inventor of a claimed invention in the application.

| hereby acknowledgethat anywillful false statement madein this declaration is punishable under 18 U.S.C. 1001
by fine or imprisonment of not more thanfive (5) years, or both.

Authorization To Permit Access To Application by Participating Office

[J If checked, the undersigned hereby grants the USPTO authority to provide the European Patent Office (EPO), the
Japan Patent Office (JPO), the Korean Intellectual Property Office (KIPO), the World Intellectual Property Office (WIPO), and
any otherintellectual property offices in which a foreign application claiming priority to the above-identified patent application is
filed access to the above-identified patent application. See 37 CFR 1.14(c) and (h). This box should not be checkedif the
applicant does not wish the EPO, JPO, KIPO, WIPO,or otherintellectual propertyoffice in which a foreign application claiming
priority to the above-identified patent applicationis filed to have access to the above-identified patent application.

‘| In accordance with 37 CFR 1.14(h)(3), access will be provided to a copy of the above-icentified patent application with respect
to: 1) the above-identified patent application-as-filed; 2) any foreign application to which the above-identified patent application
claims priority under 35 U.S.C. 119(a)-(d) if a copy of the foreign application that satisfies the certifled copy requirement of
37 CFR 1.55 has beenfiled in the above-identified patent application; and 3) any U.S. application-as-filed from which benefit is
sought in the above-identified patent application.

In accordance with 37 CFR 1.14(c), access may be provided to information concerning the date offiling the Authorization to
Permit Access to Application by Participating Offices.
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This collection of information is required by 35 U.S.C. 115.and 37 CFR 1.63. Theinformation is required to obtain orretain a benefit by the public whichis to file (and by
the USPTOto process) an application. Confidentiality is governed by 35 U.S.C. 122 and 37 CFR 1.11 and 1.14. This collection is estimatedto take 21 minutes to
complete, including gathering, preparing, and submitting the completed application form to the USPTO. Time will vary depending upon the individual case. Any
comments on the amountof time you require to complete this form and/or suggestions for reducing this burden, should be sent to the Chief Information Officer, U.S.
Patent and Trademark Office, U.S. Department of Commerce, P.O. Box 1450, Alexandria, VA 22313-1450. DO NOT SEND FEES OR COMPLETED FORMSTO THIS
ADDRESS. SEND TO: Commissionerfor Patents, P.O. Box 1450, Alexandria, VA 22313-1450.

If you need assistance in completing the form,call 1-800-PTO-9199 and select option 2.
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Approved for use through 01/31/2014. OMB 0651-0032

U.S. Patent and Trademark Office; U.S. DEPARTMENT OF COMMERCE
Underthe Paperwork Reduction Act of 1995, no persons are required to respond to a collection of information unlessit contains a valid OMB control number.

DECLARATION — Utility or Design Patent Application

: The address
Direct all . . Correspondence
correspondenceto: associated with 291 59 OR L] address belowCustomer Number:

 

_ ON
WARNING:

Petitioner/applicant is cautioned to avoid submitting personal information in documentsfiled in a patent application that may
contribute to identity theft. Personal information such as social security numbers, bank account numbers, or credit card numbers
(other than a checkor credit card authorization form PTO-2038 submitted for payment purposes) is never required by the USPTO
to support a petition or an application. If this type of personal informationis included in documents submitted to the USPTO,
petitioners/applicants should consider redacting such personal information from the documents before submitting them to the
USPTO. Petitioner/applicant is advised that the record of a patent application is available to the public after publication of the
application (unless a non-publication request in compliance with 37 CFR 1.213(a) is made in the application) or issuance of a
patent. Furthermore, the record from an abandonedapplication may also be available to the public if the application is
referenced in a published application or an issued patent (see 37 CFR 1.14). Checks and credit card authorization forms
PTO-2038 submitted for payment purposes are not retained in the application file and therefore are not publicly availabie.
Petitioner/applicant is advised that documents which form the record of a patent application (such as the PTO/SB/01) are placed
into the Privacy Act system of records DEPARTMENT OF COMMERCE, COMMERCE-PAT-7, System name: Patent Application
Files . Documents not retained in an application file (such as the PTO-2038) are placed into the Privacy Act system of
COMMERCE/PAT-TM-10, System name: Deposit Accounts and Electronic Funds Transfer Profiles.

LEGAL NAME OF SOLE ORFIRST INVENTOR:

(E.g., Given Name(first and middle (if any)) and Family Nameor Surname)
Jay S. Walker

Inventor's Signature

 

Residence: City

Ridgefield

Mailing Address

260 Oscaleta Road

City Zip Country

Ridgefield 06877 US

Additional inventors are being namedonthe 9 supplemental sheet(s) PTO/AIA/10 attached hereto
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(E.g., Glven Name(fist and middle (if any)} and Family Name or Surname)

James A, Jorasch

Inventor's: ,
~|Signature . Date (Optional

New York NY | USA
Residence: Cit Count -

122 East 38th Street

ch New York zie 10016 USACount

Legal Nameof Additional Joint Inventor,if any:
(E.g., Given Name(first and middie (If any)) and Family Name or Summame)

| Russell P. Sammon

Inventor's
Signature Date (Optional

San Francisco CA USA
Residence:Cit State Count

198 Emmett Court

(E.g., Given Name(first and middle(if any)) and Family Name or Surname)

Stephen C. Tulley

Signature " Date (Optional

or

563 Moose Hill Road
Malling Address

     a y .C. 83, The ion is req Hetil by the p' hich is (o file
(and by the USPTO to process) an application. Confidentiality Is governed by 36 U.S.C. 122 and 37 CFR 1.11 and 1.14. This collection is estimated to take 21
minutes fo comptete,including gathering, preparing, and submitting the completed application form to the USPTO,Time will vary depending upon the individual
case. Any comments on the amount of time you require to complete this form and/or suggestions for reducing this burden, should be sant to.(the Chief Information
Officer, U.S. Patent and Trademark Olfice, U.S. Department of Commerce, P.O. Box 1460, Alexandria, VA 22313-1450. DO NOT SEND FEES OR COMPLETED
FORMS TO THIS ADDRESS. SEND TO: Commissionerfor Patents, P.O. Box 1460, Alexandria, VA 22313-1460. -

if you need assistance in completing the form, cail 1-800-PTO-9199 (1-800-786-9199) and select option 2.
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Legal Name of Additional Joint Inventor,if any:
(E.g., Given Name(first and middle (if any)) and Family Name or Surname)
Steven M. Santisi

 

 Inventor's
Signature Date (Optional

Residence: Ci Count

80 Lounsbury Lane

  
 

Mailing Address

Ridgefield CT 06877 US
City State Zip Count

Legal Name of Additional Joint Inventor, if any:
  
 

 

 

 

 

(E.g., Given Name(first and middle (if any)) and Family Name or Surname)

 Inventor's
Signature Date (Optional  
 
   

 
 

 

Cit . Zip

Legal Nameof Additional Joint Inventor,if any:

(E.g., Given Name(first and middle (if any)) and Family Name or Surname)

Date (Optional)
 
 
 

Inventor's
Signature  

 
 

  
Residence: City

Mailing Address

This collection of information is required by 35 U.S.C. 115 and 37 CFR 1.63. The information is required to obtain or retain a benefit by the public whichis to file
(and by the USPTOto process) an application. Confidentiality is governed by 35 U.S.C. 122 and 37 CFR 1.11 and 1.14. This collection is estimated to take 21
minutes to complete,including gathering, preparing, and submitting the completed application form to the USPTO. Timewill vary depending upon the individual
case. Any comments on the amountof time you require to complete this form and/or suggestions for reducing this burden, should be sent to the Chief Information
Officer, U.S. Patent and Trademark Office, U.S. Department of Commerce, P.O. Box 1450, Alexandria, VA 22313-1450. DO NOT SEND FEES OR COMPLETED
FORMS TO THIS ADDRESS. SEND TO: Commissionerfor Patents, P.O. Box 1450, Alexandria, VA 22313-1450.

if you need assistance in completing the form, call 1-800-PTO-9199 (1-800-786-9799) and select option 2.
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Application Number:

Filing Date:

13680852

19-Nov-2012
 

Title of Invention:

First Named Inventor/Applicant Name:

METHOD AND APPARATUS FOR OUTPUTTING A MESSAGE AT A GAME
MACHINE

Jay S. Walker 

Filer:

Attorney Docket Number:

Filed as Large Entity

Utility under 35 USC 111(a) Filing Fees

Holby Abern/Carrie Mollo

 
025124-0509

 

 

 

Description Fee Code Quantity Amount saepts) in

Basic Filing:
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Claims:

Miscellaneous-Filing:

Late Filing Fee for Oath or Declaration 1051 1 140 140

Petition:

Patent-Appeals-and-Interference: 

 
Post-Allowance-and-Post-Issuance:
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EFS ID:

Application Number:

International Application Number:

16290418

13680852

 

Confirmation Number:

Title of Invention:

6364

METHOD AND APPARATUS FOR OUTPUTTING A MESSAGE AT A GAME
MACHINE

 

First Named Inventor/Applicant Name:

Customer Number:

Filer:

Filer Authorized By:

Jay S. Walker

29159

Holby Abern/Carrie Mollo

Holby Abern

 
 

Attorney Docket Number:

Receipt Date:

Filing Date:

025124-0509

11-JUL-2013

19-NOV-2012

 
 

Time Stamp:

Application Type:

Paymentinformation:

Submitted with Payment

15:37:15

Utility under 35 USC 111{a)

yes

 

 

Payment Type Deposit Account 

 
Payment wassuccessfully received in RAM

RAM confirmation Number

Deposit Account

Authorized User
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2205

502261
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Document sas . File Size(Bytes Multi PagesDocumentDescription File Name ( y M . . 9
Number Message Digest|Part/.zip| (if appl.)

838724

1 Oath or Declaration filed 025124-0509-Declaration.pdf no 120c76bd32633f1 ed9dfc2020e65623723f52d)
fo

Warnings:

Information:

30268

2 Fee Worksheet (SB06) fee-info.pdf no 2alef2bceeaf73 1be5d 763761 e1 Sad4f3 5cb8}

Warnings:

Information:

Total Files Size (in bytes) 868992  This AcknowledgementReceipt evidences receipt on the noted date by the USPTOofthe indicated documents,
characterized by the applicant, and including page counts, where applicable.It serves as evidence of receipt similar to a
Post Card, as described in MPEP 503.

New Applications Under 35 U.S.C. 111
If a new applicationis being filed and the application includes the necessary componentsfor a filing date (see 37 CFR
1.53(b)-(d) and MPEP 506), a Filing Receipt (37 CFR 1.54) will be issued in due course and the date shown onthis
AcknowledgementReceiptwill establish the filing date of the application.

National Stage of an International Application under 35 U.S.C. 371
If a timely submission to enter the national stage of an international application is compliant with the conditions of 35
U.S.C. 371 and other applicable requirements a Form PCT/DO/EO/903 indicating acceptanceof the application as a
national stage submission under 35 U.S.C. 371 will be issued in addition to the Filing Receipt, in due course.

New International Application Filed with the USPTO as a Receiving Office
If a new internationalapplication is being filed and the international application includes the necessary componentsfor
an international filing date (see PCT Article 11 and MPEP 1810), a Notification of the International Application Number
and ofthe InternationalFiling Date (Form PCT/RO/105)will be issued in due course, subject to prescriptions concerning
nationalsecurity, and the date shown on this AcknowledgementReceiptwill establish the international filing date of
the application.
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INFORMATION DISCLOSURE CITATION 025124-0509 13/680,852

IN AN APPLICATION Applicant Date Submitted

 

(Use several sheets if necessary) IGT August 8, 2013
Filing Date Group

PTO Form 1449 November19, 2012 3714

  
 
 

U.S. PATENT DOCUMENTS

Examiner’s Document Publication Filing Date
‘Initials Number Date Inventor Class Subclass IfAppropriate

FOREIGN PATENT DOCUMENTS

aminer’s Document Publication|Translation—_|:

ovnitin Number Date Country|Class|Subclass=

   
  

||[ae 2001-24616 [September11, 2001 |JP
JP 10-201953 August 4, 1998 Xx

 

 

Examiners] OTHER DOCUMENTS(Including Author, Title, Date, Pertinent Pages, Etc.)Initials

Third Party Submission in Published Application Under 37 C.F.R. 1.99 filed for U.S. Patent
Application No, 13/632,328, dated July 22, 2013 (2 pages)

Third Party Submission Under 37 C.F.R. 1.290 Concise Description of Relevance filed for U.S.
Patent Applicant No. 13/632,328, dated July 22, 2013 (7 pages).

 
 

Examiner: Date Considered: 

*Examiner: Initial if citation considered, whether or not citation is in conformance with MPEP Section 609;
Draw line through citation if not in conformance and not considered. Include copy of this form with next
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PATENT ABSTRACTS OF JAPAN

(11)Publication number: 2001-2451 86

(42)Dateaoff publicationof application: 14.08.2001 
(SDint.Ch. ASSF. 13/08

ASF13/00
(21)Application number-: 2000-180803  erDApptigantHORI CO-LTD
(22}Dateoffiling : 22.05.2000 (72)nventor:: HASHIGUGHI SADAO

, KANEKO NOBUYUKI

(303Priority.

Priority number: 11918531 Priority date : 09.11.1999=Priority country : JP

VST 27.12.1808 JP 
(64) FIGHTING TYPEVIDEO GAME SYSTEM BY PLURAL PLAYERS, HAND DISPLAY
MANIPULATORUSINGTHE SYSTEM, AND GAME PROGRAM RECORDING MEDIUM

(6Abstrack aSe
PROBLEM TO SESOLVED: To provide-a fighting type home|| 3
video game system for plural players, whichallows plural
players to gather in a room and participate to the gamelike
-a real Mahjong game, or thelike:
SOLUTION: Manipulators 20with hand display functions
correspondingto participating players are provided in an
ordinary home video game system. A-game program
successively generates and outputs image. data of a field
and image dataofa hand corresponding to. each player.
Each player determines and inputs his“her own action by
referring to hand information displayed on each manipulator
20 and field information displayed on a common display 12.
The information inputted by each player is reflected. upon
the progress of-a game and new field image data andhand
image data are successivelygenerated and outputted.  
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* NOTICES *

JPQ end INPIT era not responsible fer any
damages caused by the use of this transiation.

1Thig document has bsen tratislatedby computer: Sethe translation may not refléct the original
precisely.
228eKshows.the word which can not be translated.
3. the drawings,any words are not translated,

DETAILEDDESCRIPTION 

[DetailedDescription oftheInvention]
{0001}
[Field ofthe Inverition]This invention relates to_a lot ofpeople participating waging-war type video
gamesystems..such-as a mah jongggame, a card game, etc, which advance a game, each game.
person keeping secret information (what is called a “hand”) on hand te other game persons.It is
related with the aforementioned videa game system manual display operation machine which has a.
display panel which displays individually the information which should be kept secret an each game
person. It is related also with the recording medium which recorded the game program whieh tookin
thefunction which displays individually the information which should be kept secret on the display
panel provided by each operation unit.
{e002}.
[Deseription of the Prior Artin the conventional home video game, for exarnple in-a lotofpeople
waging-war type games, such as mah~jongg, twoor more game persons were able to participate and
were not able to enjoy themselves. although it throws awayand tiles, such as a tile and Pons, are

the information (itis hereafter called “place information”) which all the game persons of four
persons can refer to in the usual mahjongg -~— each gameperson's stock ~~atile is the information
(it is hereafter called “hand information”) to which onlythis game person can refer to a game end.
Since the conventional home video game machine had the equipment and the function whichdisplay
this hand information individually to each game person, it was not able to participate by plurality.
[0003}That is, the conventional mah-jongg video game hadto be:alone enjoyed against the
computer. The mountain to which it comes as TSUMO, the hand ofother players,ete. are turned
down and displayed on a display during advance of agame. Other players throw away inte this game

_ person'shard, Pons andtsi, and it, a tile, Pons, tsi, ete. aredisplayed on public, and with reference
to. these, he deserts him,.and a game person decides a tile or cries Pons andtsi. The computer of a
game machine performs all operations of TSUMO by otherplayers, a squeal, etc.
[0004]The mah jonge game using computer network cormmunication also occurs, and the game
person ofplurality (a maximum of four’ persons) participates, andit canbepitched here against each
other. Other garticipants’ hand is not displayed on each game person's display, but their own hand
and all the game personsthrow away into it, and, in a table, a tile efc..are shownin it one by one.
Since sach game person who participates has each one ofdisplaysin the game system using this
communication, respectively and each game person can refer to his own hand,without other game
personsseeing, two or more interventions are possible. However, since not only a game entry fee

but the charge of Internet connection, ete, aré required for the pitched-against each other type
game which generally used network communication, if the number of times of intervention increases,
it wil require considerable expense. Sinceit is required for each. participant other than a server
computer who manages advance of a game on the whole as the whole system {c-have eachone of
personal computers and displays, if two or more game persons gather, a game cannot necessarily be

hittp:/fwwewpdinpit.gojp/cei-bin/tranwebeviejjeatwuehitptis Acahe2Fwwweip... 7/1/2015
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begunalways anywhere easily. Since a participant will further usuallyparticipate in a game from
separate places. such as each ane of rooms, presence including each game person’s agitation in
accordance with advance of a game or a result, eto. cannot be tastedwith reality.
(adesiCompared with a network communication use type game, the video game machinefor home
use isinexpensive in total, unless there is verylittle aumber. of times of using, and since equipment
is easy aboveall, if there are even displaydevices, suchas.a television reception machine,easily
and again, a house or a place where one has. gone can alsoenjoy it. And if theindividual display
corresponding to each game personwhoparticipates can be connected to a game machine body and
hand information peculiar to each gameperson can be individually displayed even ifit is such avideo
game. machine far home use, two or more game persons are ableto be participated and pitched
against each other. However, the conventional game machine has restrictions in data~

oonens capacity with peripheral equipment, and such asystem did not exist.0006

[Problem to besolved by the invention]In the present invention, thea lot. of people waging-wartype
home usevideo game syste with which two or more game personscanparticipateis provided like
games, such as actual mah~jongg. it is a game system which can be enjoyed each. game person not
participating from a separate place using network communication,but all the game persons meeting
together, and tasting presence with other game persons. Equipment requiréd forthis system is only
an operation unit whichis the same as one a game machine bodyand display devices, such as a
television reception machine, and the number of the game persons who participate, and is briefer for
whether your being Haruka than the system using network.communisation. The operation unit with a
mariual display functionused for the. above-mentioned video game system for each game person to
do an operational input is provided. The recording mediurn which recordedthe above game programs
for a lot-of people waging-war type horne use video game systems which two or more gamepersons
can patticipate and enjoy is provided.
fo007)
{Means for solving problem]= Ist == typeinvention group == = the video game system belonging to a.
first.type is specified by the following matter (1), (2), and (9).
{7} The video game machinewhich is a computer which executes the game program recorded on the
recording medium in whichattachment~and-detachment exchange isfree.It is a video game system
constituted with thedisplay device connected tothe image output terminal of this videogame.
machine, afd two'orrnore manual display operation machines connected-to the controller contact
button of the aforementioned video game machine.
{2) The process of generating the common place data relevant to each hand data while the
aforementioned game program generates the hand data correspondingto cachaforementioned
manual display operation machine, respectively, The process which generates place imagedata
based on the aforementioned place data, andis outputted towardsthe aforementioned display
device, The process outputted towards the aforementioned manual display operation machinewhich
generates the hand image data corresponding to each based on each aforemeritioned hand data, and
corresponds, respectively, While receiving the operational input data fram the aforementioned

maniial display operation machine, the processto. whichit responds to the operational input data,
and the aforementioned hand data-and the aforementioned place data are changed is included.
(3) The aforementioned manual display operation machine is provided withthe fallowing.
A means of communication which.exchariges ‘theaforementioned video game machine and. data.
A hand image storing means which stores temporarily the aforementioned hand imagedata received
through this. means of communication.
A display panel which displays the aforementioned hand imagedata memorized by this.
The operation input means operated by the game person andthe pointing means-for specifying any
niece in the hand image displayed on the aforeméntioned display panel by the aforementioned
operation input means, A data output means whichdelivers operational input data generated by the
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aforementioned operation input means, such as piece specifying data based on thispointing mearis,
‘te the aforementioned video game machine throughthe aforementionedmeans of communication.

[0008Invention of the aforementioned manual display operation machine used forthe video gare.
systern mentioned aboveand invention of @ recording medium which stored theaforementioned
game program are included ina first type. of invention group.
fo009]}= 2nd ==type invention group == =the video game syatem belonging to 4 second typeis
specified by the following matter (41), (42), and (49).
(41) The video game machine which is a computer which executes thegame.program recorded on
the recording medium in which attachment-and-detachment exchangeis free, It is a video game
system constituted withthedisplay device connected to theimage output terrhinal of this video
gamemachine, and two.or more manual display operation machines connected to the controller
contact butten of the aforementioned video game machine.

(42) The prosess of generatingthe common place data relevant.te each hand data while the
aforementioned game program generates thehand data corresponding to each aforementioned

- manual display operation machine, respectively, The process which generates place image data
based on the aforementioned place data, andis outputted towards the aforementioned display
device, The process.to which each outputs each aforementioned handdata towards the individually
corresponding aforementioned roanual display operation machine, and the process te whichit
resporidsto the operational input data, and the aforementioned hand date and the aforementioned
place data are changed while receiving the operational input data from the aforementioned manual
display operation machine are included.
(43) The aforemeritioned manual display operation machine is provided with the following.
A means of communication which exchanges the aforementionedvideo game-machine and. data.
A design generator which memorized image data of an attribute design respectively peculiar about
all the piece attributes which are contained in the aforementioned hand data,aid in which it deals.
A meansto read imagedata of an attribute design applicableto the piece attribute of each piece in
the aforementioned handdata received through theaforementioned meansofcommunicationfrom.
the aforementioned design generator, and to store temporarily at a hand image storitg means.
A means to displaythe hand imagedata memorizedby the aforementionedhandimage storing
means on a display panel, An operation input meansoperated by gameperson and a pointing means
for specifyingany piece in a hand image displayed on the aforementioneddisplay panel by the
aforementioned operation input means, A means to deliver operational input data generated by the
aforementioned operation input means, such asplecespecifyingdata basedon this pointing means,
to the aforementioned video game machine throughthe aforementioned mearis of cormmunization.

[001 0}invention of the aforementioned manual display operation machine used for the video game
system mentioned above atid invention of a recording medium which stored theaforementioned
gameprogram are included inh a second type of invention group.
{001 1]= Application invention group == about <= Kend display operation machine =the manual
display operation machine offallowing ave is further contained as ah applicationinvention group of
the aforementioned manual display operation machine in theIst-or a second invention. group.
a. The manual display operation machine provided with the reading control means for reading data
from the memory withwhich the memory. appliedpart andthis memory applied part for equipping
with a predetermined memory, enabling free attachment~and-detachment exchange were equipped.
b. The manual display operation machine provided with the. writing means for writing data in the
memory with which the memoryapplied-part and the aforementioned memory applied part for
equipping with a predetermined memory, enabling free attachment~and-detachment. exchange-were
equipped.
c. The memoryapplied part for equipping with the predetermined memaryastheaforementioned
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hand image storing. means, enabling free attachnient~and~detachment exchange, The manual display
operation machine provided with the writing means for writing data in the memorywith which this
memory apalied part was equipped, and thereading control means for reading data from the memory
with which the aforementioned mamoryappliad part was equipped.
d. The manual display operation machine provided with the reading control means for reading data
from the memory:with which the memory applied part and this memory appliedpart for equipping:
withthe predetermined memory.as the aforementioned design generatar, enabling free attachment-

and-detachmentexchange were équipoed.
e. The memory applied part for equipping with the predetermined memory as the aforementioned
design generator and the aforementioned hand image storing means, enabling free attachment~and-
detachment.exchange, The manual display operation machineprovided with thereading control
means for reading data from the memory with which this memory applied part was equipped, and the
writing means for writing data in the memory with which the aforementioned memory applied part
was equipped.

[0012]
{Mode for carrying outthe Invention]it describes jn detail, referringto Drawings for the working
example which applied a first type of invention te the mah-jongg game. system. However, the present
invention is net lirnited to a mah jongs game, and can be similarlyapplied to, alot.of people waging~
war type card games (poker ete.) ete.
{0013}= Outline =<-of << hardware = the appearance outline of the video. game system by one
working example of this invention is shown in Fig, and that block configuration is shown in Fig.2.As
a typical example, the main frame of the product name "PlayStation (registered trademark)” of
SONY COMPUTER ENTERTAINMENTINC. was used, and four controllers ofthe present invention
are added to this. ,

foo14]a gameprogram will be started, if game CDROM(game program recording medium)10b is set
to the GDROM drive 10a of the main frame 10 and amain part is turned on as known well. The usual
telavisionset 12 which was connectedto the image output-power~af-sound terminal 10c of the
main frame10 and which is a display device serves asa gameimage and outout.equipment of game
sound. There are the two connectors 10d which connect. peripheral equipment; such as a cdntrolier,
in the main frame. Theadapter 14 for an a lot of peopleplay was connected to one connector of
them, and the four operation units. 20 with amahjongg game.manual display function of the present
invention are further connected to this adapter14 for ana lot of people play. This adapter 14 for an
a lot of people play can connect two or more (usually four pieces) peripheral equipment, such as a
centroller.

[0035]The liquid crystal display 22 dot~matrix type[for displaying thehandimage data which
displays the harid of the game person who operatesthe operation unit on each manual display
operation machine 20 ], The. various input buttons 24a-24c6 ete, which are.the operation input means.
for instructing mahjongg operation usual {, such as TSUMO, a squeal, reach, | arid fundamental
control of game progress are provided.
{0016} The outline of == software = in == this example, the game program of a mah jongg gameis
recorded on CD-ROM 10b, and a user is provided with it. The function of a game program is divided

into @ game managing process, the advance treatment process of a gamealgorithm, the output
process.of gameimage sound data, an input data treatment process, etc., and can be grasped.
[0017]A game managing process takes. charge of.an initial setting, adjusttnent ofadvanceof the
whole.game, etc, The advance treatment process of a game algorithm generates the data in which
theadvancing state of a gameis shown one by one. It mainly becomes data in which the advancing
state of this game is shown from place data and hand data.
[0018Jeach game. person throws away the aforementionedplacedata —~ a tile and a squeal -—-
actual game #4, such asa tile, ~~ it is the information which is made. open at whatis called a
place. and all the game persons always refer to. the stockwhich refersto the aforementioned hand
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data individually on the other hand so that. each game person may not be sean by othergame
persons.-~ they are a tile and whatis called information generally called a “hand.” Although these
pieces of information changes every moment.along withadvance of a game, the advarice treatment:
provess of a game algorithm is sanerating the information one byone..
[0019}The outputprocess of game image sound data generates the image data of.a place, and the
various sound data of a game, and outputs these. to the display device. 12 viatheinterface 10¢ and
the. imageoutout-power-of~sound te¥mirial 10c. Placeimage datais displayed an a display and
sound data is outputted from the loudspeaker with which’a display is equipped, A ganié image sound
data output. process generates the bitmappedimage data of hand information every operationunit
20; and outputs itto the operation unit 20 which correspondsvia the interface 10f and the
aforementioned adapter 14 for an a lot of people. play. respectively individually again.
[0026]The aforementioned input data-treatment process receivestheinput data input from the

operation unit.26, and.changes the. datain which it. responds to these data and the advancing state
afthe aforementioned gameis shown one by one. Each playing perso: makes the opérational input
ofeach playingperson-of TSUMO erm and the game person of others [ xe/ throwing away
and cutting a tile } throwing:‘awayfromthe mountainofa place, acting as. Pons of the tile, and
making those tiles open ata place reflect in theaforementioned place data in detail specifically.
[002 Although this example showsthe example for four persons’ gameperson participating and
perforroing a mah jongg game, three persons’ game person can participate, forexample, and a
programoan also be madeso that. a camputer may. be. made to take. charge of remaining 1 person. In
that. case, for example, one of gamepersons should just choose the modeof the game which is an
input button ofits awn controller and participates by three persons at thetimeof a game. start.
[0022)}= Composition of == hand display operation machine= the example of appearance of == hand
display operation machine 20 was shownin Fig.3. The liquid crystal display 22 is arranged above the
body part, and,.it a table, the hand data showing each game persen’shand is shown one by one.
Below the liquid crystal display, the variaus input buttons 24a, 24b, and 24c which are input means
are provided, The communication cord 26 used as the communication path by the side ofa game
machine bedy is implanted in the upper surfacepart ofa body part.
[0023]Fig.4showstheblock diagram of the electric control eystem built in the operation unit 20.
The 1/0 interface circuit 28 is a means of communication which performs the game machine body
10 and data conmnunications. The various control signals for displaying the dot-matrix hand image
data of the aforementioned.hand. information are. reselved specifically, and, onthe ather hand, the
operation signal over thevarious input buttons 24a-246 is tranamitted to the game machine body
10,

[0024]The microcomputer 21 converts variousoperationsignals to the. data of @ predetermined
form, and gives thenyte the interface circuitry 28. A microcomputer writes thebitmapped image.
data receivedfrom the game machine body 16 via theinterface circuitry 29in Video RAM 23. LCD
driver 25 drives theliquid crystal display 22 according to the imagedata written in Video RAM 23,
and displays the image. the stock.as whichthe gameperson was displayed on theliquid crystal
display 22 ~~ with reference to the image of the place displayed on the aforementioned display
device 12. as the tile, it throws away, determination ofa tie.or a squealis performed, and the result

of determination is input from the various input buttons 24a-24c.
(Q025}t throws away [ at this time, specifically the pointing function of the operation unit 20, J, and
determination of a tile etc,is input. 13 tiles are displayed for the game person concerried on the
display pane! 22in frorit ofTSUMO +e, and TSUMO** and 14 tiles are displayed. Any one tile is
surrounded and displayed withthe thickframe here, and this thick frame: display can be movedto.
another tile by the arrow key 24c of the input buttens. Whenthis thick frame display is moved on a
tile U would like to cut) to throwaway andpredetermined buttons C’SEL” buttonof a figure,ete.)
are pushed, thattlewill be thrown away, arid the signal which transmitsthatis transmitted to the
garne machine body 10. In the game algorithm advarice treatment processof the main part. 10, this
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signal is received and newplace data is generated. The output process processof game image
sound data génerates and outputs the place image data ofthis new place data. It may point to a
certain tile bydisplaying an arrow on the display panel 22 as.a.method of paintingto a. specific tiein
a pointing function besides surrounding with a thick frame.
[O026]Also when the game person concerned cries Pons, a can, etc., the image-of those tiles is
displayed on the display device 12through the sameprocess. Shortly at this time, the tiles displayed
on the. display pane! 22 of that part operation unit 20 decrease in number, ar other stocks ~~ as 4
tile anddistinction are attached, it may be made to display also onthe display panel 22
[0027ithe stockdisplayed ~~ after [, such as arranging for every pattern according to the advance
treatment process of a gaiie program, |] arranging the order of a row-of a tile suitably, by 4 game
image oulput-power-of-souridprocess, it.generates image data and transmits to the operation unit
20, Or each gameperson may be made to be freely rearranged by input.button 24 a~eof the
operation unit 20 at any time. It isgood also.as performing theprocessing usingthemicracomputer
21 and Video RAM 23ofthe operation unit 20, and carrying out with the. main computer 10g by the
side of the game machine body 10.
{0028]The working example of another operation unit 30 used for the mahjongg game concerning
this invention is shawn in Fig.5. In this working example, each hand key 34d is provided insteadof
the arrow key 246 ofthe input buttons. Each ofthis hand key 34d is equippedwith the key fromA
to N equivalent to 14 tiles, and.a pointing Indication Gt surrounds with a thick frame) of the tile
which corresponds if each key is pressed is given. What is necessary is to be this. operation unit, and
just to push a “SEL” button, after pressing the key corresponding to a desired tile in order to throw
away, for exampleand to. choose a tile.
fo02z9}= == describe in detail about a secend typeof invention by making the same mah jongg game
as the working-exariple === aboveof a second typeofinvention group into an working example.
However, the duplication description about the partion which is common ina first type of invention
is omitted as much as possible, and applies and describes a spotlight into a different portion from 4
first type ofinvention.
[0030]in thisDescription, one sheet is one-sheetcalled [ of one per piece or cards card.of-a mah-
jonge tile ] piece. and the subclassification classification of cards,suchas thesubclassification
classificationoftiles, such as the“east” of a mah-jongg tile and “30,000°. “7 of the heart” of
cards, "4 of a spade”, is called a piece attribute. And thepattern ofeach mah~jongg tile and the
pattern of each card of cards are.called an attribute design.
[O03 TIAIssin a first type anda second type of which mahjongg game system,In the game logic
process (advancetreatment process of.a game algorithm) of generating hand data and placedata
based on the algorithm of a mah jongg game, each mah-jongg tile (piece)is expressed by the digital
codes(piece attribute 1D) which specify each piece attribute, and an operationis preserited with it.
Ard in the game image process of generating place image data basedon the place data whichthe
game logic processgerierated, the bitmapped image data of the pattern (attribute design) of the
mah~jongg tile matched with piece attribute ID will be generated. Therefore, in the gameprogram
recorded on the madium,the collection file of designs which matches all the piece attribute ID and
the image data of each attribute design, and has been recorded exists. By converting each piece
contained in place data using the collection file of designs to theimagedata of an attribute design
applicable based onpiece attribute ID, place image data is generated and the video signalis supplied
to the display device 12.
[Q0323in the video.game. machine which executes a game program,like place data, after converting
each hand data to hand image data using the aforementioned collection file of designs, in afirst type
of mah~jonge game system, each manual display operation machine 20 was supplied. The game
program is nade such.
[0083]However,in a second type of mah~jongg game system, not handimagedata but thehand data.
used as the. origin is sent to each manual display operation machine 20 frommthe video game
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machine. 10, Hand data is a data rowof piece attribute ID, and the manual display operation machine
20 takes chargeofthe function which coriverts the hand data te hand image data.
[0034]The confiiguration example of this second type of manual, display operation machine 20 is
shown in Fig.8. That thedesigngenerator 60 exists differ on the working example of Fig4described
previously,and Drawings at Fig.6.The design generator 60 consists of ROMs, matches all the piece
attribute ID andthe image data of each attribute..design like the collaction file ofdesigns mentioned
above, aid is recorded. The bitmapped image data of an attribute design which corresponds if piece.
attribute ID is given tothe design generator 60 as an address is read.
[0035}in Fig.6, the microcomputer 21 of the manualdisplay operation machine20, While storing
temporarily the hand data received from the video game machine at itternal RAM, the image data of
an attribute design is genérated by giving pieceattribute ID of each piece in hand data to the design
generator 60, and the image data is sequentially written in the predeterminedposition of Video RAM
23. Hand image data. will be equal to Video RAM 23by this. This is displayed on the LCD display
panel 22 via LOD driver 25.
[0036]When 4first type and second type are contrasted, it will be said that the data volume
transmitted to each manual display operation machine-from-a video game machine has few a second
type of directions overwhelmingly, and the composition of each manual display operation machine is
simple for a first type of direction. When there. are manyrestrictions, a secondtypeof direction is
suitable for the data transfer rate from a video game machineto each manual display operation
machine.

[G037%= The device. of == painting means = cursor attaches to. the arrangement of the mah-jongg
tile currently displayed on the display panel 22 of == hand display operation machine 20, Thetile.

_ which cursor moves by operating the predetermined thing of the input buttons 24a-24e:and to
which it points with curser changes. Data processing which realizes. this functionis performedas
follows. The cursor advancerequest data based on operation of aninput button is transmitted to a
video game machine, and the game machine which has recognized thisgives. cursor advance.
command data to the microcomputer 21 of the manual display operation machine 20, Processing to
which the curser on a display of the microcomputer 21 which received this command data is moved
is performed. If it carries out like this, even if there are possibilities, suchas a data transmission
error, for example, generating ofthe inconsistency of theposition (piece apeaifying data) of the
cursor-currently displayed on the manualdisplay operation machine 20and the piecespecifying data
which thegamelogic processof a video game machine recognizes can be lessened éxtremely.
{0038} The working example in the application invention group of == handdisplay operation
machine = == Fig? shows.the: working example as a configuration diagram about application.
invention of the manual display operation madghine in the game systern of the ist and 2nd abave~
mentioned types. This manual display operation machine 20 is provided with the following.
The memory slot 80 which equips with the memory cassette 70 whichcontained a proper mamory
enabling free attachment-and-detachment exchange.
The memory interface circuit (mamory IF cirouit) 96 whichinterposes between a memory cassette:

and the microcomputer 21 with which this slot 80 was equipped.

[O039}The microcomputer 21 accesses the data storage.area wherethe internal memory of the
memory cassette 70 is proper via memory IF cireuit 90. performs processing for reading proper data,

if an internal-memory is aROM: type, andif it is aRAMtype,it will also perfarm datawriting
processing to:the memory.
[O040]Here,it describes about the using formof the manual display operation machine 20 by the
difference in the forrn of the memory which a memory cassette Incorporates. A manual display.
operationmachine in case-a memory js a ROM type is considered-asa “read-only type”, a manual
display operation machine in case a memory is a RAM typeis classified as “a rewritabletype”, and
it desoribes. about the application form accarding to thase types.
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{0041]<Read-only type> What first replaced thedesign generator ofthe manual display operation
machine shown in the ‘working examplein the invention groupofthe and above-mentioned typeby.
the memory cassette as this type of a manual display operation machine can be considered. For
example, if itis a mah jongggame, it will becortie possible to display the tile of a designwhich is
different even if it is the same game in exchanging memory cassettes suitably. k becomes possible
to also.make it correspond to a different game by matchingthe. attribute design data(@ tile, a card,
ete.) ofthedesign of a kind which is different in thesame attribute ID, OF course, built-in ROMis
also no longer necessary, Of evenif it is the manual display operation machine preparéd for
exclusive use for a certain game:by built-in, ROM,it becomes possibleto useit for other games.
[004214 role. of going. up, mark, ete. of mab-jongg are possible. also for making the information
(dictionary information) relevant to the game to which a gameperson wants to refer store.
“Sekcetokbick” which goes up to the role not being made by it, for example can be prevented, or.
beginners can also make it possible to perform mark caleulation easily.
[004310f course, a program is also storable in the memoryih a memory cassette besides above~
mentioned data. And a part_of program fadvance treatment process of a game algorithm)(manual
display operation dexterous program) which a video game machineexecutes is stored in this
memory, Probably, it will also be possible to ease the burden of data processing in a video game
machine because the microcomputer of a manual display operation machine executes the prograni.
[0044]Thememory in which rewritings,such as. nonvelatile memory, are possible is made to build in
a rewritable <type> memory cassette, It is good also as writing in the various data shown in the
example above-mentioned read-onlytype as well as thegame.interruption data for making the.
interrupted game resume es data written in this memory. In addition to a manual display operation
machine, flexibility cari be. given to the memory cassette itself, if various data is downloaded from
the videe game machine side before the start of agame and it storas in.the memory ina memory
cassette by it, for example. Thatis, the necessity of preparing a read‘only type récdrdirig medium
for every game is lost.
[0045]The form which made. another memory equivalent to a Video RAM buildin amemory cassette,
or assigned a part of storagearea of the memory Ina cassette toit as a Video RAM region is. also
considered, In this case, if the circuitconfiguration that an LOO driverreads a bitmapped- image
from the Video RAM region ih a cassettedirectly is used, the necessity of making a Video RAM
building in a manual display operationmachine will be lost.
{0046]When performing,the.game. which uses personal data, convenience is higher than the form.
which equips a game machine. body with a recerding medium. For example, when writing each
personal data. of two or more game persons in the internal memory of a memory cassette, it is not,
neovssary to miake a game machine body equipped with the memory slot for a game person's
number. A slot is mistaken and data is not written in the memoryin other game persons’ memory
cassette.
[9047]
{Effect of the Invention]According ta thepresent inverition, two or more participating game persons
ean gather In front of common displays, such as a television reception machine in a hame, via
network communication, and video games, such as mahjongg and a card game, can be enjoyed. It
can-also makeit easy for each one to prepare neithera personal computer nor a large~sized display
each one, and to carry and enjoy itself to a travel destination, since it is simple. Since all the
participants can meet together, of course and he can enjoy himself; it is possible to taste heat and
presence same with perfarming games, such as actual mah-jongg and poker.
[QO48]All the participants heve one of this at a time each one. and the manual display operation
machine usedfor this video game system displays the hand data whichis information peculiar to
each one. therefore, a stock [ in / for example / mah-jongg ] ~~ he canproceed a game.this gare
person referring to the information.on a tile ate. without other game persoris seaing.
(G0491With the. manual display operation machine which enabled it to equip with a pradeterminad
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memory, enablingfree attachment-and-detachment exchange, the necessity ofpreparing a manual
display operation machine for exclusive use forevery game ‘can be abolished, and the flexibility of a
manual display operation machine carbe improved. t becomes possibleto simplify the internal
circuit composition of manual display operation machine, andto attain a cost cut by considering
the function of a manual display operation machine as the composition made to replace by this
predetermined mernory.

[Translationdone]
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DETAILED DESCRIPTION

{Detailed Description of the Invention]
[0001]
[Field of the Invention|The presentinvention relates to the mahjongg game equipment applied to a
video game ete, the mah jonge gams method, and the recording medium with which the mah-jongg
game program was recorded,
[0002]
[Description of the Prior Art]Gonventionally, a player plays mah jongg game equipment against three
GPU players.
A player is operating its own hand. via a controller, looking at on the play screen of a mah-joneg
table, A player and a CPU player repeated we arid a discarded tilein order, Poris, tsi, a can, ete.
cried further, a tile was-carried out, a hand was brought. close to completion sequentially, and a mah
jonge game.was advanced by competing for completion of other three CPU players and a hand.
A discarded tileof information seen owing to the usual mahjongg etherthan the contents of a hand
of a player, for example, other three CPU players. Pons, tsi, a can, etc. show a mah~jongg table as a
play screen seen from a top, and a tileeto. are displayedfor every three CPU players.
a player predicts a state of a hand of other three CPUplayers, looking at these pieces: of
information -~ one’s discarded tile ~~ a partrier’s hand completion ~~it becamea tile, and it was
playing carefully so that it might not transfer.
the tile to which it came as mmr eventually -- or a partner's discarded tile -—oneself —— or a
partner will do win and the victory or defeat of the tinie will determine. Atthis time, when itgave
according to thecontents of a hand which carried out-win and win was carried out to Hereek, front
other three. persons, when win waecarried out by a pariner’s discarded tile, those mark were got
fram thepartner whe transferred, and final victory or defeatwere decided by the size offinal mark.
{0003}
[Problem to besolved by the invention}However, although the logical process of makingit
completing promptly and carrying out the win of one’s hand earlier than other CPU players cari be
enjoyed in.theabove-mentioned conventionalmah jongg game equipment, withoutpredicting the
contentsof a hand, and its completeness from a partner's discarded tile, and transferring a partner,
in addition, a peculiarity, humanity, psychology; and. alse the language arid the complexionfor every
partner peculiar to a mah jongg gamethat are not, There is no presence, such as operation,and it.
had the problem that pleasure of the true mah-jongg of playing reading them,predicting a partner's
contentsof a hand and its completeness synthetically, ahd taking a discarded tileinto consideration
sould notbe obtained,

{0004} a waging-war CPU character hits to thediscardedtile ofa player and it becomesatile,
since a mah jongggame is lost, a mahjongg game cannotbe enjoyed. When especially the inventor
hit and had a guidance function about the possibility of a tle, even if attached for attending a true
mah jongg game, it succeeded in more advanced education, and improvement of it was attained, and
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G tnd

it thought that a mah jongg game could be enjoyed further:
[e005]The present invention solves the above-mentioned conventional problem, and obtain presence
with expression, language, etc. according to the humanity and the peculiarity for every partner, and.
It aims at providing the mah jongg game equipment, the mah jJongg game method, and recording

’ mediam which hit and can enjoy a mah Jongg gamefurther by the guidance-function by the danger
display to-a tile.
fooos)
[Means for solving problem]The inah jongg game equipment of the present invention at least the
‘present invention The hand and the contents of a discarded tile of the player, the contents of a
discardedtile and a face of a waging-war character aredisplayed ~~ these players and a waging-war
character ~~ order ~~tiles, such as #*** and a discarded tle, ~~ mah jongg garne equipment with.
which a mah jongg.game advances is characterized by comprising the following by repeating length
and eek eperation:
A sontrol part which obtains image data which displays danger which serves asa tilein every
waging-war character to a'tile.which is going to throw away a player in two or more steps.
A picture display part which carries out image display of the image data obtained by a control part.
The present inventionat least the mah jongg game. equipment of the present invention The hand and

. the contents of a discarded tile of theplayer, the contents of a discarded tile.and a face of a
waging-war character are displayed ~~ thase players and a waging-war character~~ order ~~ tiles,
suoh as ®P2* and a discardedtile, ~~ mah jongg gameequipmentwith which a mahJongg garne
advances is characterized by comprising the fallowingby repeating length and4ee6eoperation:
A control part. which obtains image data which displays danger which serves as atile in every
waging-war character to atle which is going to throw away a player in two or more steps.
A picture display part which carries out image display of the image data obtainedby-a control part.
A voice outputpartwhich carries out vaice response of the voice data obtainedby a control part.
As the mahjohgg game method ofthe present Invention, at feast The hand and the cantents of 4
discarded tile of the player, the contents of a discarded tile.and theface of a waging~war character
are displayed -~these players anda wagine-war character ~~ order ~~ tiles, such asee and a
discardedtile, ~~ it being the mah jongg game method that a mah jongg game advances,and by
repeatinglength and 4% operation, The image data which displays thedanger which serves as a
tile in every waging-war character to thetile which is going to throw away aplayer in two or more
steps is obtained, and such image data and/or voice data aré characterized byimage display and/or
carrying out voice response. To the recording medium ofthe present invention, at least The hand
and the contents of a discarded tile of theplayer, the contents of adiscarded tile and. the.face of a
waging-war character are displayed ~~ these players and a wagihg-war character ~~ order ~~ tiles,
such as #6» and a discarded tile. -~ a mah jongg game advancing by repeating length andbbb:
operation, and. The image data whichdisplays the danger whichservesasatile in every waging-war
character to the tile which is goingto throw awaya player in two or more steps is- obtained, The
mahjongg game-program making [ image display atid/or ] i control to-carry out. voise response is
recorded in.such image data and/or voice data.
[0007]Preferably the present inventionthe mahjanggz gameequipment of thepresent invention, A
hand of.a player and the contents of a disoarded tile, the contents of a discarded tile of a waging~
war character, and a faceare displayed at least, these players and a waging-war character —— order:
~~ tiles, suchas ert and adiscardedtile,-~. mahjongg game equipment with which a mah jonge
game advancesis characterized by comprising the following by repeating length and err
operation:
the displayof theface of a waging-war character. a motion ofa face, a message, and a tile ~~ image
data being obtained so that it may bein the displaying condition of thevariable items, such aslength
and#eh* operation, corresponding [ any they are ] to the waging-warsituation of the
aforementioned waging-war character at least, and..A control part-which obtains image data which
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displays danger which serves as a tile .in every waging-war character to a tile which is going te
thrawaway a playeriwi two or more steps.
A picture display part which carries out {imagedisplay of the image data obtainedbya control part.
Preferably the prasent invention the mahjongg game equipment ofthe present invention, A -hand.of
a player and the contents of a discarded tile, the contents of a discarded tile of a waging-war
character, anda face are displayed at least, theseplayers and a waging-war character —— order ——
tiles, such as #4 and a discarded tile,.-~ mahjongg.game equioment with which a mah jongg game
advances is characterized by comprising the following by repeating. length and seek operation:
the display of the face.of a waging-war character, a motion ofa‘face, a message, and a tile ~~ the
insideof variable items,such as length and eter operation, ~~ any. they are. at least, A control
part. which obtains imagedata which displays danger which imagedataand/or voice data are
obtained so that it may be in a display and/or an output state according to a waging~war situation
of the aforerneritioned waging-war character, and serves as a tile in every waging-war character to
atile which is going.to throwaway aplayer in two or more steps.
A picture display part which carries out image display of the image data obtained by a control part:
A voice output part which carries out voice response of the voice data obtainedby a control part.
Preferably as the mah jongg garne method of the presentinvention. The hand of a player and. the
contents ofa discarded tile, the contents of a discarded tile of a waging-war character, and a face
are displayed at least, these players and a waging-war character ~—- order ~~tiles, -such-ag #er and
# discarded tile, ~~ it being the mahjongg.gameé method that a mahjongg game advances, and by
repeating length and eee operation, the motion of a facial expression and a face, message, and
tile according to the waging-war situation for every-waging-war character —— image data and/or
voice data beingobtained so thatit maybecome any to be at least among the variable items of

length and *ebec operation, and. The image data which displays the danger which serves as atile
in every waging~war character to the tile which is goingto throw away a playeriin two or more steps
is obtained, and such image data and/or voice data are characterized by image display and/or
carrying out voice response. Preferably to the recording medium of thepresent invention, The hand
of a player and the contents of a discarded tile, thecontents of a discarded tile of a waging-war
character, and a face are displayed at least, these: players anda waging-war character ~~ order ~~
tiles, such as #e* and a discarded tile,~~ a mah jonge game advancing by repeating length and
asobiek operation, and. the. motionof a facial expression and a face, message, and tile according to
the waging-warsituation for every waging-war character ~~ image data and/or voice data so. thati
may becomeany to be at least among the variable items of length and #erhkx operation, Cobtain
and } Andthe image data which displaysthe danger which serves as atile in every waging-war
character to the tile which is going to throw away a player in twa of more steps is obtairied, The
mah~jongggame pragram making | image display and/or ] it control to carry out voice responseis
recorded in such image data and/or voice data.
[0008]Since the danger which it hits for every waging-war CPU character to the discardedtile of a
player, and serves as a tile by this composition is.displayed far every waging-war character in two
ormore steps, Even if it becomes guidance of the discardedtileto a player and attaches for’
attending a true mah Jongg garne, it will succeedin more advanced education, improvement will
besome possible, and a mahjongg game can be enjoyed further.
[O008]every waging-war situation for every waging-war characterwhich is every waging~war
character and changes every moment ~~ a motionof a facial expression and a face, a message, ahd.
a tile ~~ length and sere operation —~ a generating picture, if it is made-tocarry out voice
response, Become possible to enjoy the mah jongg game where the humanity of a waging~war
character pecullar ‘to a mah jongg game, and a peculiarity and psychology are judged through a facial -
expression, the message as for which what +* is not, ete. and which has presence more, and. it
becomespossible toabtain pleasure ofthe original mah~jonherof playingreading them, predicting
synthetically the contents of a hand of a waging~war character and its completeness, and taking a

et
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discardedtile inte consideration.

[0010]Preferably, he laughs it as the facial expression forevery [ asimage data in the present
invention ] waging-war character atleast, and they are a face, common face, and sadness-face and
an anger face, the waging-war situation asan output condition of image. data [in / preferably / the
prasent invention] ~~ the contents of a hand at the: timeof a starting hand, and the tile at thetime
of a seff-draw -— thectile. at the time of contents anda discarded tile —— it is in any at-least among
contents, reorganization, and the contents of win, A motian of the face for every.[ as imagédata in
the présént invention ] waging-war character is a motion which looks at which directionat least.
among the direction which threw away thetile, the direction of the partnerwhocried, and the
directionof a partner which carried out win preferably. the- tile for every [ as image data / in #
preferably / thepresent invention | waging-war character —~ lengthand #6operation ——a
motion of 46k, a motion of a discarded tile, and reach ~~ a motion and squeal of a tile ~~ it is how
to move ary atleast among. motions of a tile.

[001 1]Pleasure of the original mah~jonggof playing judgment of the mah~jongg. waging-warsituation
according to the image being attained, and taking [ the imagewhich is more rich in presencejs
acquired, and] inte consideration the mah-jongg waging-war situation for every waging-war
éharacter with each of these data willbe obtained

(0012)
{Mode for carrying out. the inventionlHereafter,: it describes, referring te Drawings for the
émbodimentof the present invention:
[001 3]Fig.i isa block diagram showing the hard structure of the mah jongg game: equipmentin one
embodimentof the present invention.
{0014]}in Fig.1, the mah jongg game equipment 1 A game machine bedy (not shown), It consists of
the recording medium 9 with which the game data consistingof the PURIME yne amipiifier 3 and the
loudspeaker 4, the image. data and voice data, and program data for outputting the television moniter
2 for outputtingtheimage of a game and the soundof a game was recorded. Here, the recording
media 5 are what is called a ROM cassette in which ROM eto, to which the program data storageof
the above-mentioned game data or the operating system was carried out, for example were stored
by the plastic case,.an optical disc, a flexible disk, ete.
[0015]Theoperation in this game. machine body, and a coritrol system, Each part to thecentral
processing unit (henceforth CPU) 6 to sentrol An address, The bus 7which consists:of data and a
controller bus is connected, and RAMS which can store various data, the interface circuits 9 and 10,
the digital signal processor 11, the image drawing processing processor 12, andthe interface circuits
#3 and 14 are connected ‘to this bus7, respectively. The controller 16 Is cennected to thisinterface
circuit 10 via the operation information interfacecircuit 15, and the instructions according to the
operation signal from the controller 18 can be made to perform te CPUG..
[0016]Write #eericicc of the image data which this digital signal processor 11 should mainly perform
position calculation on two dimensions,light source calculation,generation of voicedata, and
processing treatment, and the image drawingprocessing processor 12 should draw toRAMS based
on the calculation result in the digital signal processor 11.The generating picture of the interface
cirauit 14 is connected and carried out to the. television monitor 2 via D/A converter 17, and via the
PURIME yne amplifier 3, it is connected to theloudspeaker 4 and voise response ofthe interface
circult 14 is carried outto. D/A converter 18 pan.
[001 7]Here, the mah jongg game equipment 1 differs in the formaccording to the use. That is, when
the above-mentioned mah jongg game equipment | is constituted as home use, thetelevision
monitor 2, the. PURIME yne amplifier 3, and the loudspeaker4 comprise a separate body with the
game machine body. When the above-mentioned mah jongg game equipment:1 is constituted as
businessuse, all the components. shown in FigJare stered in one integral-typehousing. In the case
where the above-mentioned mah jongg game equipment { is constituted considéring the personal
computer and the workstation a8 a core, The above-mentioned television monitor 2 corresponds. to
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the display for the above-mentioned computers, and the described iniage drawing processing
processor12, It corresponds.to the hardware on the add-in beard mounted on some Game-pro
grarty data or the expansion sfot of a computer currently recorded on the above-mentioned
recording medium 5, The above-mentioned interface circuits 9, 10, 13, and 14, D/A. converters 16
and. 17, and the operation information interface. ofreuit: 15. correspond te the hardware on the add-in
board mounted on the expansion. slot.of a computer. The above-mentioned RAMS corresponds to
each area of the main memory of a computer, or an expanded memory, According to this
embodiment, the above-mentioned mah Jongg gameequipment| describes taking the caseof the
case where it is constituted as home use.
[0018]The céntrofler 16 The start button 16a, the A button 16b, It has the B button186, 16 d of
arrow keys, the stick type controller iGe. the left trigger buttan 16%, the righttrigger button 16g, the
Cl button 16h, the C2 button 14i, the C3 button 16), the C4butten 16k, 16 m of connectors, and
the depth trigger button 16n. Here, ta 14m of connectors. the mamory for memorizing the stages of
progress.of a game, ets. temporarily, for exarnple, ete. are removable. moreover -- the above~
mentioned stick type contraller [de has become operational not only te four directions but the
direction of 360 degree. -~a joy stick ~- abbreviated -~ jt has thesame function,
[0019]Next, it describes about the functional block compesition of the mah jongg game-equipment. |
of the present invention.
{0020}The. control part 20 is constituted by the above CPUS, digital signal processor 11, image
drawing processing pracessor 12, and memory part (RAMS. interfacecircuit 9, and recordingmedium
5) 19, The game dataconsisting of image data, voice data, program data, etc, which were recorded
on the recording mediuni 5, write #ebkebkxk of the image data which CPU6 should make perform
various signal processingby thedigital signal processor ti, and it should draw to RAMB by the
image drawing processing processor 12 based on thesevarious signalprocessing, or voice data ~~ it
controtslike,
[0021]The operation input section 21 is constituted by theinterface circuit 10; the operation
information interface circuit 15, and the controller 16, By making the instructions according to the

operation signal from the controller 16 by.a player performte GPUS, Ina display screen as.shown jin
discarded tile, of a‘Waging-war character, a message,. and face expression were displayed, a player. a
waging-war character and turn ~~ tiles, such ae #h*.and 4 discarded tile, --- a mah jongggame can
be advanced by repeating length and ##** operation. in this case, a discardedtile is-a tile thrawn
away into %«, a hand is a tile on hand, +4 isa tile to which it came also as one sheet from the tie
nie, and a self-draw is an act to whichit comes also as one sheet froma tile pile.
(0022)The picturedisplay part 22 is constituted by the interface circuit 13, D/A converter 17, and
the television monitor 2, and by the image drawingprocessing processor 12, In inputting into
interface eircuit 13 pan the image data which performed writing processing to RAMS via D/A
corverter 17 atthe television monitor 2, the image. according te the mahjongg waging-warsituation:
for every CPUsheracter will be displayed on a sofeen.
[0023]The voice output part 23 is constituted bytheinterface circuit 14, D/Aconverter 19, the
PURIME yne amplifier 3, and the loudspeaker 4, and bythe.image drawing processing processor 12,
The soundaccording to the mah-jongs waging-warsituation for every OPU character will be
outputted in iripatting into the interface circuit 14 and D/Aconverter 18 pan the vaice data which
performed writing processing to RAMB8 via the PURIME-yne amplifier 3 at the loudspeaker 4.
[0024]Here, operation by the present invention is described in more detail below aboutthecontrol
part-20 including CPU6 controlled by the game data recorded on therecording medium 5.
{0025]So that the contro! part 20 may obtain presence and may predict a partner's contents of a
hand synthetically. the rnotion of a facial expression and a face, message, and Ule according te the
waging-war situation for avery waging-war character ~~ obtaining image data andvoice data so that
it may become a variable item of length and »reeeoperation —~ stich Image data and voice data —~
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image. display ~~ and/or, it controls ta carry out voice response.

[0026]Accordingto the waging-war situation for every waging~war character, the feeling value is set
up in order toobtain the expression for every waging-war character according te the flow:of the.
mahcjengg waging-warsituation, and the control part 20 is contralied te choose and carry out image.
display of theimage data which shows the facial expression according to the sum totalof the feeling
vaiue in the time.
[0027]The feeling value is set up according to the waging-war situation for every waging-war
character, and choose the image data which shows thefacial expression according tothe sumtotal
of thefeeling value in thetime, and the controlpart 20,controls to chooseand carry out image
display of the image data with which give priority over the ‘expression selection by this feeling value
sum total, and only predeterminedtime indicates the facial exprassion according to a special
situation to. be so that the feeling for-every occasional waging-war character of that appears
preferentially and in emphasis.
[0028furthermore ~~ choosing data that the control part 20 should carry out the tableof the
situation for every waging-war. character whichthe mah-jongg. waging-warsituation was sometimes
alike, and responded, so that it may becomeavariable item corresponding tathe high conditions of
the prierity among the monograph affairs of the waging-war situation for every waging-war
character ~~ image display ~- and/or, it controls to carry out voice response.
[0029}furthermore ~~ choosing the message. data of the waging-war character which carriedout
message specification at the time of the self-drawof a player sothat the centro! part 20 may
consider it as the hint of waging-war cireurnstantial judgment tothe waging-war characterto worry
~~ image display —— and/or, it controls to carry out voice response.
[A030Above, the facial expression for every waging-war CPU character is four kinds of a laughter
face, common face, and sadness face andan angerface. When the expression of a waging-war CPU
character is Uchida, the woman of the frant faceof Fig:3, for example, Fig2 is usually a face, Fig.4 is
a laughter face, Fig.5 is a sadness face, Fig.6 is an anger face andthe face expression of other
waging-war characters is similarly displayed in thedisplay. screen ofthe television monitor 2,
respectively.
[0031]a waging-war situation ~~ the contents of ahand atthetime of 4 starting hand, and the te
at the timeof a self-draw -~ the tle at the timeofcoritents and adiscarded tile ~~ theyare.
contents, reorganization, the contents of win, etc. A motion of the facefor every waging~war
character carries out the motion which looks at whichdirection at least.amongthe direction which
threw away the file, the direction of the partner who oried.-and the direction of a partner which
carried out win. the tilefor every waging-war character —~ tiles, such as length and #*Hers
operation, ~~ movement —~a motion of #ek, a moétion of a discarded tile, and reach ~~ a motion
and squeal of a tile ~~ it is. a motion of a tile etc. The display messageand voice response of the
image partare made to correspondto thefacial expression for every waging-war CPU character. in
this. case,the time of-starting-calling with reorganization (reach) inthe front of a gate —~ henceforth
~~AGARI ~~ a tile -- except ispulled,and is declared simultaneously materialized on condition of
weer, Winis AGARI, furthermore. ~~ ***« is this trouble by ready hand (state which waits for
AGARD ~~ for example, #* far one -~ one more sheet ~~ effective -~i is in the state which is.
starting calling with a Hle.
[Q0323Next, the example is described in detail about the specific contents of the game data.
consisting of image data, voice data, program data,ete.
{0033}Garry out the initial set of a feeling value (mark) before a game start starting hand, and First,
under-a game; it is a. usual case which sats afacial expression by thesituation of the feeling value
which carried out the feeling value set by the situation, and was set, and its CPU character, and Is
udder [ mah-jongg game | setting,The conversation (message) and thefacial expressionfor every
CPU characterare decided according to the mah~jongewaging~warsituation, When any CPU
character is asked for conversation at the time of aplayer's. own turn, it is a casé where a CPU
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character displays on a sereen by making conversation according to the situation in the time into a
message.

[0084lin the case of Uchida, the basic feeling value initial set classified by character(+128 paints) is
carried out, it has it, and a feeling value set with a point and the feeling value set by the situation in
a frant office are rnade the initial set of the feeling value for every GPU character ofthis, for
example: It has in this case, and with a feeling value set with a point, wheneverit increases by 400
paints from start #eees, it is considered as tone point, and whenever 400 paints decrease,it
calculates a& -one point. For example, it becomes ~7T point, when start eeHexis made into 30000
points, it.became tone point when it had and a point turned into 30400.points, and it-has and @ point
turns into’ 29600 points. With the feeling-value set by the situation in-the front office in this case,
When win (it has gone up) is being carried out in the front office (4three points) and the win beyond
oflimit handis being carried out (+three points), When the limit hand ready hand was. carried out, it
was getting down whenwin was not able to be carried out (threepoints), arid does nottransfer
(#three points) and transfers (three points); the case (one point) where win is cartied out to a
partnerby a self~draw is set.
{a085]With the feeling value set by the waging-warsituation, the sum totat-of the following number
of each point. at the time of win and a flowoffice is set as a feeling value during a game at the time
ofa self-draw and a discarded tile atthe time of-a starting hand, In the case of Uchida’sfeeling
value, at the.time ofa starting hand In for example, the case of below ** for three (ten points). Tn
more than **for five(ten paints), at the time of a starting hand In the case of the6+ rise by a
self-draw (+threepoints). at the time of its discarded tile, it is not a time of applying reorganization
(reach) ~~ the self-draw end ~~ and the discarded tile is unnecessary, when it isa tle (three

points), at the tine of its discarded tile, it is not-a time of applying reorganization (reach) -~ the.
self-draw end ~~ and the discardedtile isurmecessary ~~ a tile ~~ not but, and the self-drawn tile
is dangeraus, when it isa tile (three points) and applies reorganization(reach) atthe timeof its
discarded tile (+ten points), Wheri it cries at the time ofits discarded tile (-six points) and
reorganization (reach) can beapplied at the time of thediscardedtile of other houses (~ten points),
Whenit cries at the timeof the discarded tile of other houses (+six points) and self-drawwinis
carried out at the time of ite win (420 points}, Wherit acts as Shigekazu at the time of its win (+20
points), have after the scorecalculation at the timeof one’s win, and A point (#1 per [ from start
ask | 400 differences), When it transfersat the time ofthe win of other houses (-20 points), at.
the time of the win of otherhouses Inthe self-draw *#4* case (~20 points), When it does not
transfer (+14 points), when beyondlimit hand has started calling at the time ofthe win of other
houses (-14 paints), are getting down atthetimeofthe win of other houses, haveafter the score
calculation at the time. of the win of other houses. and A point (a1 per [ from start wexaae ] 400
differences), When beyond limit hand has started calling at the time of a flow office (~14 points), it is
getting down at the time ofa flow office; and when it does not transfer'4+14 points), it has after the:
score caleulation at the timeof a flow office,.and isa paint Ceri per [ from start emer ] 400
differences) ete.
TOOS6]With the facial expression set by the set feelingvalue; the facial expression of a CPU
character is usually changedto four kinds of a laughter face, common face, and sadness. face and an
angerface-according to the set feeling value. I is made tochange % every moment at the time. of
win anda flow office, eta. at the time of a self-draw and a discarded tile at the time of a starting.

hand. sie standard of the feeling value at this time is as beingshownbelow.[0037
tension quantity (178 or more feeling values): ~~ laughter face tension common (88~point ~ 177
feeling values) ~~ usually ~~ a face -- low-tensioned (48 points ~ 87 feeling values) : -~- sadness
face tension minimum (47-or less feeling values): ~~ anger face usual, AKhough the facial expression
ofa CPU characteris changing according to the set feeling value, in being in thesituation of the
followirig CPU character, the facial expression hung up over below haspriority only for a moment or
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temporarily, and returns to the facial expression by normaloperation (operation bya feeling value)
again after that.
{O038]Atthe time of a starting hand, in below * for the starting hards.3, it laughs except the
tensionminirnum and usually becomes a face by a face andthe tension minimum.
{0039]In more than %for the starting hands5, it usually gets angry in tension quantity except a
face and tension quantity, and becomes aface.
[QO4OIAt thetime of a self-draw, in the case of a PeR* rise selfdraw,it laughsexcept the tension
minimum andusually becomes a face bya face and thetension minimum.
[0041Junnecessary~~ a tile ~~ in the case of a self~draw,it usuallygets angry in tension quantity
except a face andtension quantity, and becomes aface.
[0042idangerous —~ a tie ~~ in the case of a self-draw,it usually feels sad in tension quantity
axnept a face and tension quantity, and becomes a face.
[O0043}About a motion of the face of a CPU character, when other houses cry at-the-time of the
DORA end of other houses, it is considered as a motion of a face. which turnsin the direction of the
partner who cut the DORA temporarily, and the partner who cried, However, when ether houses ery,
the persan who cut-the tie which cried becomes an anger face temporarily, and has become a
motion of a face which turnsin thedirection of the person who cried after that.
{0044}thereach of a CPU character ~~a tile, a discarded tile, and a squeal ~~ a motion of the image
ofa tle changeswith above-mentioned feeling values (Cension), and it changes also witheach CPU
characters.

[0045next, a tile —~ it describes about movement toward length and ee operation.
[O046}first, the reach for every CPU character ~~ although a motion ofthe image of a tle changes
also with above-mentioned feeling values (tension), it is.as being shown in the next (table 1), this
(Table 1) -~it sets, | attaches vigor and itis reachfrom a top, and S is made.to slide just for a
moment, and is reach, O fs reach placedonthat.oceasion, and K is réach. performed by rotating a
tiles, The mation which there are some tendericies also in man and wornan’s CPU character, and 4
male does the motion which attaches vigor and carries out reach from a top, and a waman makes it
slide just for a moment, and carries out reachis carried out,
[0047]
{Table 1]

http:Liew.ipdLinpit.goJp/cei-bin/tran_webcgiejjeFatwumhiteoJA%2Pe2Pwwwip... 7A L013

Zynga Ex. 1002, p. 338
Zyngav. IGT

IPR2022-00200



Zynga Ex. 1002, p. 339
Zynga v. IGT

IPR2022-00200

JP,10-201953,4[DETAILED DESCRIPTION] Page 9 of32

ayl Bo [aos fie | ee ORY)
3 T7ORLE 177-88 | 8748: AE

ee

miniMini~~iwial~om<imiooxe 9.
s

8i

 
1  BUSnerchas y ~F
SS: B22tHVasa PatouF
OG: 4088 <
KK: ELTF

[0048)]Although a motion of the image. of the discarded tile for every CPU character-changes also
withabove-mentioned feeling values (tension), it is-as being shown in the next (table 2). this (Table.
2) —itsetting, and T being a case where.a tile is thrown away and by the mation thrownas shown
in Fig.28a, Y is zoom-in and a-case where carry out.a zoom-down and a tileis throws away, geritly,
as shownin Fig25b, N is a-case where a tileis thrown away asitlets length, width, and a mah~
jongg table slide, as shown in Fig.28 ¢, and Lis a case where a tile Js suddenly thrown away without a
motion as a pattern of anger as shown in Fig.29d. There are some tendencies also in man and
woman's CPU character, a male does the motion which throws away atile so that it may throw with
sufficient vigor from a top, and a woman does gently zoont-in and themotion which carries out. a
zoom down and throws awaya tile.
(0040)
[Table 2]
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fOOSOlAlthough it cries for every CPU character and amotion of the image of a tile changes. also
with above-mentioned feeling values (tension),itis as being shown in thenext (table 3).-this (Table:
3} ~- although a motion which sets, brings N at hand asitis, and is doubled with othertiles is.
carried out; the height of thetile taken with @ feeling value (tension) and a zoom rate change, and
magnifying power becomes high, so that a-feeling value (tension) is high, X carries out the motion
which is taken with length and width and is doubled with other tiles, and K carries out the motion
taken while rotating a tile.
[0051]
[Table 3]

hitp/Aewweipdlmpit.gojp/cei-bin/tranwebcgieffe2atwuehtiptedAceahte2Pwwwip... 7/11/2015

Zynga Ex. 1002, p. 340
Zyngav. IGT

IPR2022-00200



Zynga Ex. 1002, p. 341
Zynga v. IGT

IPR2022-00200

JP,10-201933,A [DETAILEDDESCRIPTION] Page11 of 32

we od fda Me OY)
W78LE  L77OR : 8-48 ATE

MMMMZizimieiiaXk

ae

N

ZR i

 
N EOE SERKHOT SE CROREEDITS.

(PvyvavEoTeshoRs,
Z-DEEROY ET,
FYY a VORELARRY ST. 3

KH: MREMWTECHORLSADUES.
K BRL ASS Lo tL Sd.

{0052]several kinds [ more than ]~~ a tie ~~ #¢of gtile, the sound of concentration, ets. can
also be ohanged according to length and «eee: operation,
[O05SIAIso about-a motion of ee, when bringing to which end of the right andleft of a hand,
placing beside a hand similarly, coming as ** and-regarding asCHIRATSU.itis in some numbers; and
these differ for every GPU character and change also with mah~jongge waging-war situations.
Accordingte those conditions, it is made to carry out agenerating picture,
[0054]Next, a-facial expression, and its message (conversation) and sound of a CPU character,
dudge all preferentiallyin order of the waging-war situation-items number, stop the judgment afterit
bythe itemby which conditions werefulfilled, and the. conversation data and face expression data
for every CPU character ofthe in the. item are set simultaneously, andvoice data will be set if
required. Even if itjudges to the last numberin the item, in not fulfilling a monograph affair, it skips
all also of face expression, conversation, and a sound. That is, when it results in the following
condition itetis, image display of the change items, such as.a facial expression.for every GPU
character set up for every condition items of the, its message (conversation), sound, will be set up
and carried out.

(0055)However,for example, it is shown below, it is a facial expression controlled by (14-1 and-the
feeling value whichit "is usually a face” of the face) usually described above, and the number of 14-
1 corresponds to the message(conversation) mentioned later. (The example -of a CPU character:
Uchida)

It is 1. east house start(4-1, usually face)-at the timeof a halfround game start.
2. South player start (14-2, usually-face)
3. South player start (14+, usually face)
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4, North player start (14-4, usually face)

(15-01, usually face).
2. The last -miekicek carried out the end ofa halfround game at the point higher than the last seek
of a player about 30006 or more points (15-02, usually face).
3.. The lastae carried out theend of a halfreund game at the point lower thanthe last rrrick
of a player about 30000 or more paints (15-03, anger face).
4. The last Hestercarried out the end of a halfround ganie at the point that itis lower than 30000.
points and higher than the lastootof a player (15-04, angerface).
§.. Thelast +6carried out the end.of a halfround ganie at the point thatit is lower than 30000
points and lower than the last #6of a player (15~05, sadness face).
when applying reorganization (reach), the tile which is 1, pursuedand is cut. withreorganization is.
dangerous —~ a tile (1-06, sadness face)
2. Pursue and rearganize. (1-05, usually face).
Reorganization ofthe order [ of 3.6 ] less than (1-01, anger face)
4, DORA end reorganization (1-04, sadness face)
Reorganization of the order [ of 5.13 ] henceforth (~02, sadness face) _
6. Reorganizetionof those other than above-mentionedconditions 1 ~ 5 (1~03, usually face)
Whenreorganization (reach) was ableto be applied, it 1. Pursued and reorganization wasable tobe
applied (2-02, sadness face).
Reorganization of the order [ of 2.6 ] less than wasable to beapplied (2-09, anger face).
3. DORAend reorganization was able to be applied (@2-O1, sadness face).
4, Self-drawerid reorganization was able tobe applied (2-04, sadnessface).
§,. Except the abdve-mentioned conditions 1 ~ 4, its hand is more than #* for three (2-08, sadness
face). [ at that time ] . .

6. Faget the above-mentioned conditions 1 - 4, its harid is #* for 1~2 (2-06, anger face). [ at thattime

7, Its hand starts calling except the above-mentioned conditions 1 - 4 (2-07, usually face). [ at that
time ]
The darkcan of DORA was carried out (4-02, laughter face).
The dark can of DORA was carried out (4-01, sadness face).
The ** can of DORA was carried out (3-08, usually face).
When it ories (a ** can, Pons}
+. DORA was cried (3-02, laughter face).
2.1 shot 'was-erdsed (3-01, sadness face).
3. #eKK Lf squeal (3-04, sadness face)
When it ories (a #* can, Pons}
t, When # is CPU itself thatthrew away in having cried DORA (4-01, sadness face)
2. When it is player that threw-away in having cried DORA(4-02,angerface)
3.1 shot was erased (4-03, sadness face).
When not.appliedto the above item, whenit cries to the time (common) oforyingat which it is
shown belaw (tsi)
Td shotwas erased (3-01, sadness face).
2..1t cried including DORA (3-03,usuallyface).
Whenit ories (tsi)
1.1 shotwas-erased (4-03, sacness face).
2. When it is f the discarded tile ] DORA in GPU itself that threw away in tsi having been carried out
including DORA (4-01,sadness face}
3, When it is [ thediscardedtile ]DORA in player that threw away In tsi havingbeer carried cut
including DORA (4-02, anger face)
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Whennot applied to the atiove item, when it cries to the time (common) of crying at whichitis
shown balow (common)
1. When person who eried has less than [ arder / of six ] by #0 4 squeal andis lower than 20000
points (4-06, anger face).
2. When person who cried. has already cried ##e* further less than [ order/ ofsix ] by #8|
squealin GPUitself (4-05, anger face)
3. The person whocried is at *#** 1 squeal at the time (4-04,usually face) of the order [ of six]
less than,

4, The person who cried Is at #F 1 squeal atthe time (4-07, anger face) oftheorder [ of seven ]
henceforth.

5, The person whe cried is at 1 squeal at the time (4-08, sadness face) of not #e# but theorder
Caf six ] less than.
6. At the squeal of thetile with letters which Is not were in 1 squeal, the person who cried is at the
time (4-10, usually face) of theorder [ of seven | henceforth.
7. At the squeal which is not ##+*in 1 squeal, the person whe criedis atthe time (4-09, usually
face) of the order[ of saven ] henceforth.
8. The person who cried is crying including #e®r by2squeals, and it is at thetime. (4-11, anger
face) of the order [ of eight } less than.
9. When persons who cried are 3 squeals (4-12, sadness face)
16, When the persons who cried are 4 squeals (4-13, sadness face)
When the CPUitself carried out a can and Kandla got, Kandla of 1.CPU itselfgot three or more
sheets (-02.usually face).
2, OPU's own Kandla got one or more sheets (5-01, laughterface}.
3. Kandla of other houses got three or more sheets (5-04, sadhess face).
4, Kandia of other houses got one ormore sheets (5-03, sadnessfacie).
When other houses carried out a can and Kandla got, Kandlaof 1OPU itself got three or more
sheets (6~02,usuallyface).
2. CPU's ownKandla got one or more sheets (6-01, usually face).
3. Kandla of otherhouses gotthree or more sheets (6-04, anger face).
4. Kandla of other houses: got one or more sheets (6-03, sadness face).
When cutting a tile, it decided “1. Got down” (7-01, sadnessface).
2, ~~ dangérous to Hr, although it is getting down and is harmless at reorganization -~ a tile ig out
(7-03, sadnessface)
3. ~~ dangerous. [ getting down,] ~~ a tileiscut (7-02,sadness face)
4, ~— getting down ~~ the fime ofa self-draw —- thehighest ~~ dangerous ~~ not the self-draw end
but arneasy way out is cut with a tie (7-05, angerface) -
5. -~-getting down — thetime of a self-draw ~~ the highest -—~ dangerous ~~notfor the. self~draw
end but for reorganization, an easy way out is cut witha tile (7-03, sadness face)
&. -~ getting down —~ thetime ofa salf-draw -- the highest ~~ dangerous ~~ thetile which is not
the self-draw.end is cut with a tile (7-06, sadness face)
7. the highest -~ dangerous ~~ cut.a tile (7-04, anger face)
8. a self-drawn-tile ~~ the highest ~~ dangerous -~ cut not the self-draw end butan easy way out
with « tile (7-05,anger face)
9. the time ofa self-draw ~~ thehighest ~~ dangerous ~~ dangerous witha. tile-to not the self-draw
end but reorganization ~~ cut a tile (7-86, sadness face)
win ~~ the time ~~ 1.eee (8-02,usually face?
2. Head HANE went up (10-01,sadnessface).
3. ft had by the win henceforth [ Nanba |, and the point turned inte: 30000 or more-points, and it
became the being new top(8-01, laughterface)
43 time. #6, woke (8-09, laughter face)
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5, pick (8-04, laughter face)
6. it wentup including the roleof a spear can (10-02, laughter face).
7. Ik went up includingthebloomon #4 (806, laughter face).
8. The submarine. self-draw was carried out (8-07, usually face).
9. It acted as riverbed Shigekazu (10-03; laughterface).
it acted as Shigekazu includingthe role of 10.1 shot (10-04, usually face)..
The selfdraw-sur was. carried out including the role of 11.1 shot (8-08, laughter face).
12. At the tinie of conparatively cheaplimithand in.caseit raises and there. is a slight low price (8-
09, a sadness face)
13. At the time of limit hand other than the above-mentioned condition 12 (8-05, a laughter face}
14. win ~~the time (8-10, usually face) of slight height in case a pointraises by 3200 or morepoints
of.a child and thereis a slight low price going up
15. win ~—the time (8-11, sadness face) of it being comparatively cheap, in case a point raises by
3200 or more points of a child and there is a slight low price. andgoing: up
16. win ~~ the time (8-15, sadness face) ofa child beinglower than3200 points, thepoint having
applied reorganization, and a reverse side drama not getting:
17. win ~~ a paint does not apply reorganization by.Shimo: from 3200 points af a child ~- win a
point ~~ thetime (8-14, sadness face) above 1000 points ofa child
18. win ~~ a point does not apply reorganization below 3200 points of a child ~~ win ~- the-time @~
16, sadriess face) of a point being 1000 or less points of a child
19.or it applied and carried out the 5 or more order self-draw end of the reorganization ofan after
{ reorganization ] arid carried out the self-draw sum —- or win — the time (8-12, sadness face) of a
child doing [ a point ] the 3200 or more point sélf-draw sur
20. or it. applied and carried out the 5 or more orderself-draw end of the reorganization of anafter
{ réorganization | and acted as Shigekazu -~ or win ~- the time (8-05, laughter face) of a child
acting [ a point ] as 3200 or more polit Shigekazu
21, or it carried out the self-draw sum of the reorganization in the situation except having applied
and carried out the 5 or moreorder self-draw end of an after [ reorganization J, and having gone up
=~ or wih «~ the time (8-13, sadness face} of a child doing [ a point ] the 3200 ormore point self
draw sur

22. or it acted as Shigekazu of the reorganization in the situation except having applied and carried
out the 5 or more order self-draw end ofanafter [reorganization ]-and having gone up ~~ or win -~
the time (10-06, usually face) of a child acting [ a point ] as 3200 or more point Shigekazu
When win is carried out (when it has influence on GPU's own score)
t. When the top is reversed Henceforth [ Nanba ] (9-01, sadness face)
2. Beyond asforlimit hand, the self-draw sum was carried out (9-02, sadness face).
3. Beyond limit handacted as. Shigekazu.{11-01, sadness face),
4; The.selfdraw sum wascarriedout to the CPUitself having applied reorganization (9-03, sadness.
face).

5. it acted to the CPU itself havingapplied reorganization as Shigekazu (11-02, sadness face),
8. win -- the win of the point was carried out in 1000 or less paints of a child, arid the CPUs itself
were parents (12-05, sadness fase)
7. win ~~the win ofthepoint was carried out in 1000 or less points of a child, and theCPU itself
was 4 child (11-04, sadness face)
8. The self-draw sum was carried out in the above-mentioned conditions 1 ~ situations other than

seven (8-04, anger face).
9. It acted as Shigekazu in the above-mentioned conditions 1 ~ situations other than seven (11-03,
sadness face),
When win is carried out Gwhen-there is no influence in CPU's own score)
{. Head HANE was carried out (12-02, sadriess face).
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2. When the.topis reversed henceforth [ Nanba ] (12-01, sadness face)
3. 7700 or more pointsof a child covered the expensesof wiri (12-03,sadness face).
4, When win has CPU's own parents kicked below 3200 points of child (12-05, sadness face)
5. The above-mentioned conditions 1 ~ situations other thanfour went: up (12-04, sadness face).
At the time of a flow office, beyond 1. limit hand hadstarted calling, and the flow office was carried
out (13-01, sadness face).
2. The flow office of thereorganization was applied and carried out(13-02, sadness face).
3. havingstarted calling and not applying reorgariization —- win --the point carried outthe flow
office by the child's hand of 1000 or less points (13-04, sadness face)

' 4 having started calling and notapplying reorganization ~~ win ~~the point carried out. the flow
office by thechild's hand of 9206 or more points (13-04, sadness face)
5. Theflow office was started calling and carried out in the above-mentioned conditions 1 ~
situations other than four (13-05, anger face).
6. Althoughit was non-*#, the flowoffice wascarried outiin the situation where it is getting down
(13-06, sadness face).
7.The flowoffice was carried aut by non-** In situations other thanthe above-mentioned condition
€.(13-07; sadness face).

When it is the CPU itself which 1. #** carried out at the time of theflow office by 9 type Yao 9
wise (13-08, sadnessface)
2.When player reek (13-09, usually face)
the time of the flow office by 36h —- the 1.GPU itself -~ win -~ the time (13-10, anger face} of
beirig one in 4 person .
2. The GPU itself transferred (139-11, sadness face),
When the OPU itself carries out a can to theT. last at the time of a-flow office with 4 open cans
13-12,sadness face)
2. When playercarries out oan to last (19-12, sadness face)
When the wind tile of the 1. last is the CPU itself at the time ofthe flow office bycardinal-winds
child continuous hits (13-13, usually face)
2, When the last wind tile is player (13~15, anger face)
When the reorganization person of the 1. lastis the CPU itselfat the time of the flowoffice by 4
house reorganization (19~14, usually face) a .
2, When the last reorganization person is player (13-15, anger face)
Next, it.describes about the conversation (message) and the sound which are automatically
performed at the time of the turn of a GPU character itself. However, for example, it is ‘shown below,
the facial expression of a CPU characteris corresponded to the laughter face and tune message

(conversation) which is usually sadnessfacial |expressions in four kinds. of a. face, a sadness.face,
and an anger fase, and T-33 mentionslater with the “sadness face” of (T~33-and asadness face).
Itis the voice for every CPU character, for example (laughingvoice) (surprise voice), (Laughing
voice} According to the situation, fit is a (laughing Voice) (for example, if "KUSUTSU”,
“WAHHAHA”, “PUFU", eto. are (surprise voice), “Guyot”, at feast one kind [ about four] ot “Wu",
“HEE”, ete. are set up ‘(surprise voice).
fooselt. ‘When it is getting down andjudgesthat it can finish being (T~33, sadness face)
2. Althoughitis not getting down and did not necessarily judge yet that it can finishbeing, when
there are two or more easy ways out Gaughing voice)
3. the GPUcharacter itself has applied reorganization ~~ the. after-reorganization self~draw end —~
a.tile ~~ numbers are.seven tiles. (T~22, usually face)
4. the GPU character itself hasapplied reorganization ~~ the after-reorganization self-draw end ~~
a tie~~ numbersare éight tiles: (Surprise voice)
5, the GPU character itself has applied reorganization ~~ the after-reorganization self-draw end -~
a tile —~ numbers aresix Hes. (Surprise voice)
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6. the CPU character itself has applied reorganization -~ the after-reorganization selfdraw.end —~
a tile -~ numbersare fourtiles. (Surprise voice) , .
7. the CPU characteritself has applied reorganization ~~ the after-reorganization self-draw end ~~
a tile —~ numbersare-three tiles. (T-24,anger face)
8. Although one someone had appliedreorganization, when are not getting. down from CPU character
itself, and GPUcharacteritself has not applied reorganization, & remains, and has self-draw, who
does not have the first shotof reorganization and it becomes **for three (T~26, laughter face}
9. the time ofnot getting dawn from the GPU character itself, and the GPU character itself net
having applied reorganization. i remaining, and having a selfdraw, and who not having the first shot
of reorganization, and becoming#¥for three, although one ‘sonieone had applied reorganization ~~
and the above-mentioned. conditians 8 -~ back(laughing vaice)
10, Although one someone had applied reorganization, when are not getting dawn from the CPU
character itself, and the CPU characteritself has not aoplied reorganization, it remains, and has a
self-draw, who does not have the first shot of reorganization andit becomes +fortwo (T~27,
sadness face)
11. the time of not getting down fromthe GPU character itself, and the CPU characteritselfnot
having applied reorganization, it remaining, and having a self-draw, and whe. not having the first- shot
of reorganization, and becoming **for two, although one someonehad applied reorganization -- and
the above-mentioned conditions 10 —~ back (laughingvoice)
12. Although one someong had applied reorganization, when are not getting down from the CPU
characteritself, and the OPU character itself has not applied reorganization, it remains, and has a
self-draw, who does nothave thefirst shot of reorganization and it becomes. #* for one (T-28,
angerface)
13. the timeof not. getting downfrom the CPU character.itself, and the CPU character itself net
having applied reorganization, it remaining, and having aself-draw, and whonot having the first shot.
of reorganization, and becoming**for one, although one someone had applied reorganization ~— and
the above-mentioned conditions 12-~~ back (laughing voice)
14, When.nobody applies reorganization, and it is not getting down from the GPU character itself and
the stage fright eye of a CPU character itself is lost substantially (surprise voice)
15. When nobody applies reorganization, and it is not-getting down from the OPU characteritself and
the stagefright eyeof a OPU character itself is lost (T~16, sadness face)
16, Nobody applies reorganization, and itis not getting down fram the OPU characteritself, and is at
eye starting hand1 order at the time-(T-02, usually: face) of#* for two, or ** for three,
17, everyone —~ not applying reorganization and notgetting dewn from the GPU character itself --
eye starting hand 1 order ~~ the time of && for two, or * for three ~~ the above-mentioned
conditions 16 ~~ back (laughing voice)
18. Nobody applies reorganization, and it is not getting down fromthe GPU character itself, and is.at
eyeStarting hand 1 order at the time (T-O1, usuallyface) of#* for one.
19. everyone —- not applying reorganization and not getting dewn from the CPU characteritself ——
eye starting hand 1 order ~~ the time of #& for one -~ the above-mentioned conditions 18 —~ back
(laughing voice)
20. K is more than 2e* for four (T-10, anger face} by the time which nobody applies reorganization
and is net getting down from the CPUcharacter itself and whennot eye starting hand 1 order but
the flow of4 self-draw is bad,

21. It is ak the time (1-09; sadness face) of #* fortwo, or ¥*far three by the time which nobody
applies reorganization and is not getting down franr the CPUcharacter itself and when not eye
starting hand 1 order but the flow of a selfdraw is bad,
22. It is at the time (T-08, sadnessface) of **for one bythe time which nobady applies
reorganization and is not getting down from the GPU characteritself. and whan not eye starting
hand 1 order but the flow of a selfdraw isbad.
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23, When orie of the above-mentioned conditions 20-22 has already happened and the same
conditions happen once again (groan)
24. When nobodyapplies reorganization, and it is not gettingdown from the CPU character itself,
not ayestarting hand 1 order but the number of the remainingself-draws is taken inte consideration
and-the stagefright eye of a CPU characteritssif is thin (T~09, sadness face)
25. Itis at the time (T~16, usually face) of #* for three, or ** for twe by the time with sufficient not:eye starting hand 1 order but flow of a self-draw which nobody applies reorganization and is not
getting down from the CPU character itself,
26, When a hand is #* for two when the conditions 25 oceur in-’* for three, or the conditions 25
ooour in** for two ina hand, it is at the time (laughing veice) of *for three:
27. It is at the time (T-14, sadness face) of4for one by the time with sufficient not eye starting .
hand. order but flow ofa selfdraw which nobody applies reorganization and is not getting down
from the CPU characteritself.

28. When the conditions 27 havé already happened and the same conditions scour ones again
(laughing voice)
Next, when any CPU characteris. asked for conversation (message) at the time ofa player's own
turn, it desetibes about setting a conversation set (message)for everythe situation and its CPU
oharacter.
[O057]Also when a player asks any CPU character for conversation (message) at the time of a
player's own turn, Like anold case, each following situation is preferantially judged from the
conditions ofthe young number, the judgment after it is stopped by the condition tems by which
conditions. were fulfilled, and the conversation data and face.expression data for every CPU
character in the condition itérns are set simultaneously. (The axample of a CPU character: Uchida)
1. Whenitis getting down and judgesthat it can finish being (T-43, sadness face}
2. Although itis not getting down anddidnot necessarily judge yet that it can finish being, when
there are two.or more easy ways out (T-34, usually face)
3, Althoughit is not getting down,it did not necessarily judge that.it canfinish being and thereis
also an easy way out, when including the tile which seems to be comparatively safe in an easy way
out andit can finish basing 7-35, usually face)
4, Although itis not getting down,it did net necessarily judge that. it canfinish being andan easy
way out does not have onesheet, cither, when including thetile which seems to be comparatively
safé inan. easy way out and. it oan finish being(T-36, sadness face)
5. When are not getting down, it does not necessarily judge thatit can finishbeing, thereis also an
easy way out andit has atie which seems to be comparatively safe (T~37, sadness face)
6. It is at the above-mentioned conditions 1-5 at thexaherrcice time (T-38, sadness face),
7. When GPU character itself has applied reorganization and itis thefirst shot (T-20, usually face)
8..the CPUcharacteritselfhas appliedreorganization —~ theafter-reorganization self-draw end ~~
a tile -— numbers are seven tiles, (T-22, usually face)
9. the CPU character itself has applied reorganization -— the after-reorganization self-draw. end ~~
a tile ~~ numbers are fivetiles or six ties. (1-25, anger face)
10. the CPU character itself has applied reorganization ~~ theafter-reorganization self-draw end ~~
atile ~~ numbers are three tiles or fourtiles. (T~24, anger face)
11. The GPU character itself has applied reorganization ahd & is at the times (T-21, usually face)
other than the above-mentioned conditions 7 ~ 10,

12. Although one someone has applied reorganization, whenit is not.getting down from theCPU
character itself, and the GPU characteritself has not applied reorganization and there is no
remaining self-draw (T~20, sadness face)
13. Although one someone has applied reorganization, it is net getting down from theGPU character
itself, andthe CPUcharacter itself has not applied. reorganization, the remainingself~draw occurs,
and who hasthe first shotof reorganization (T-25, usuallyface).
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14. Although one someone has applied reorganization, by not getting down from the OPU character
itaelf, the CPU characteritself has not applied reorganization,it refrains, and a self-draw docurs,
who does not have the first-shot of reorganization, and one someone’s number of theafter-
reorganization salf-draw ends is less than4 order, and it is at the time {T~26, laughter face) more
than ** forthrees.

18. Although one someone has applied reorganization, by not getting dewn fram the CPU character
itself, the CPU character itself has nat applied reorganization, it remains, and a self-draw acours;
who doés. not have the first shot of reorganization, arid one someone's number of the after-
reorganization selfdraw endsis less than4 order,and it is at the time (T~27,.sadness face) of**
for two.

16. Althotigh one someone has applied reorganization, by not getting down from the CPU character
itself, theCPU character itselfhas not applied reorganization, jt remains, and a seif-draw occurs,
who dees not have the first shot ofreorganization, and one semeane's humber of the after-'
reorganization selfdraw ends is less than 4 order,and it is at thetine (T-28, anger face} of ¥* for
one.

17. Although one someonehas applied reorganization, by not getting down from the GPU character
itself, the CPU character itself has not applied reorganization, it remains, and a seif-draw occurs,
who does not havethe first shot ofreorganization, and one sémeone's number. of théafter~
reorganizationself-draw ends is fess than. 4order, and it is at the time (7-25, usually face) of a
ready hand.
18. Although one someone has applied reorganization, by not getting down fromthe GPU character
itself, the CPUcharacter itself has not applied reorganization, it remains, and a self-draw occurs,
who dees not have the first shot of reorgariization, and all reorganization persons’ number. of the
after-reorganization self-draw ends is 5 er more order, and it is atthethne. (T-90, sadness face)
more than % for two.
19, Although one someone has applied reorganization, by not getting down from the GPU character
itself, the CPU characteritself has not applied reorganization, it remains, and a self~draw occurs,
who does not have the first shot of reorganization, and all reorganization persons’ number of the
after-reorganization self-draw ends is 5 or more order, and it is at the time.(T-31_ usually face) of
+ for one, ,
20. Although.one someone has applied reorganization, by not getting down from the CPU character
itself, the CPU character itself has. not applied reorganization;it remains, and a sélf-draw occurs,
who dees not have the first shot of reorganization, andal} reorganization persons’ numberof the
after~reorganization self-draw endsis 5 or moreorder, and it is at the time (T-32, anger face) of a
ready hand.

21. When nobody applies reorganization, and ft is not-getting downfrom the CPU character itself and
the:stagefright eye of a CPUcharacter itself is lost substantially (T-05, sadness face)
22, Wher nobody applies reorganization, and it is not.getting down from the CPU character itself and
the stage fright eye of a CPU characteritself is lost. (T-08, sadness face)
23. Nobody applies reorganization, and it is not getting down from the CPU characteritself, and is at
eye starting hand 1 order at the time (T-0O4, anger face) morethan **for five.
24. Nobodyapplies reorganization, and itis not getting down-from the GPU character itself, and is-at
eye starting hand 1 order at. the time (T-03 sadness face) of **for four.
25. Nobody apoliasreorganization, and itis not getting downfrom. the GPU character itself, and is at
eye starting hand 1 order at the time (T~02, usually face) of 4#* for two, or #* for three.
26. Nobady applies reorganization, and it is not getting downfrom the GPU characteritself, and is at
eye starting hand 1 order at the time (T-OT, usually face) of a ready hand or ** for-one.
27. It is at the time (T-10, anger face) more than **for four by the time whichnobody applies
reorganization and is net gettingdown from the GPUcharacteritself and when not eye starting
hand 1 order but the flow of a self-draw isbad.
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28. It is at the time (T-09, sadness face) of +* for two, or ** for three by the time which nobody
applies reorganization and is not getting down from the OPU characteritself and when noteye
starting hand 1 order but the flow of a self-draw is bad.
29, It ig.at thetime (T~O8, sadnessface) of ** forone by thetime which nobody applies
reorganization and is not getting down from the CPU character itself and when not eye starting
hand 1 order.butthe flow of a self-draw is bad.

30. At the time oftheready harid in the timewhich nobody applies reorganization and is notgetting.
downfrom the GPU characteritself and when not eye starting hand 1 order but the flow of a self-
draw is bad (T-07, a sadness fase)
31. When nobody applies reorganization, and not getting down, turning the CPU sheracter itself not
by eve startinghand f order but by *H* for two and carrying out inside(T~12, usually face)
32. When nobody applies reorganization, and it is not getting dawn from the GPU character itself,
not eye startinghand | order but the number ofthe remaining self-draws is taken inte consideration
and the stage fright eye of a CPU character itself is thin (T~11, sadness face)
33.When nobody applies reorganization, and it is not getting down from the CPU character itself,
not eye starting hand ft order but the number of the remaining self-draws is taken into consideration
and the stage fright eye of a CPU characteritself is thin (T-13, faughter face)
34,Itig at the time (T-14, sadness face) of a ready hand or &* for one by the timewith sufficient
not eye starting hand 1 order but flow of a self—draw which nobody applies reorganization and is not
getting downfrom the CPU characteritself.
35. it isat the time (T-16, usually face) of * for three, or * for two by the tine with sufficient not
eye starting hand1 order butflow of a self~draw which nobodyapplies reorganization and is not
getting down from the CPU character itself,
36. it is at. the time (T-17, sadness face) of* forfour by the time withsufficient not eyestarting.
hand 1 order but flow of a self-draw which nobody appliesreorganization and is not getting down
fromthe GPU character itself.

37, Itis at the time (T-19, sadness face) more than ** for five by thetime with sufficient not eye.

starting hand 1 order but flow of.aself-draw which nobody applies reorganization and is not getting
down from the CPU character itself,

38. At the tine-ofthe ready handin the time which nabody applies reorganization and is notgetting
down fram the CPU character itself and when not eye, starting hand 1 order but the flow of a self-
draw is ordinary (1-14, a sadness face)
39, It is at the time (T-15, usually face) af ¥* for oneby the time which nobody applies
reorganization and is not getting down fram the OPU characteritself and when not eye starting
hand 1 order but the flow of a self-drawisordinary.
40. It is at the time (1-17, sadness face) of ** fortwo ~ © for four by thetine which. nobody
applies reorganization and is not getting dewn from. the GPU character itself and when not eye
starting hand 1 orderbut the flow of a self-draw is. ordinary.
41. When nobodyapplies reorganization, and jt is not getting down fronr the GPU character itself and
not eye starting hand 1 order but the Now of a selfdraw is usually more than ** for five but (T~19,
sadnass face)

42. At the time ofthe ready hand in the time that nobody applies reorganization, and is not getting
down.from the CPU character itself, and noteye starting hand 1 order but the flow of a self-draw is
not so good (T~15, usually a face)
43. It is at the time (T-17, sadness face) of #* for one by the time that nobody applies
reorganization, andis not getting down from the OPU characteritself, and not eye starting hand1
order but the flow of a self-draw is not so good.
44, It isat thetime (7-18, sadnessface) of ** for two ~ #*for four by the time that nobody applies
‘eorganization, and is riot getting down from. theCPU characteritself, and notaye starting hand 1
order but the flow of a self~draw is not se good.

http://wwwIpdLinpit.gojp/fei-bin/tranwebcalclfePatwuehipiGgA%2PhMe2Fwwwip... 7/EL2013

Zynga Ex. 1002, p. 349
Zyngav. IGT

IPR2022-00200



Zynga Ex. 1002, p. 350
Zynga v. IGT

IPR2022-00200

JP,10-201983,4 [DETAILED DESCRIPTION] Page 20 of 32

45, When nobody applies reorganization, and it is not getting down fromthe CPU characteritself and
net. aye starting hand | order but the flow of a selfdraw is not so good,it ig atthe time (1-19,
sadness face) morethan #*-for five.

Hare, about the contents of conversation (message), it constitutes so that conversation: (message)
may. be set for everythe situation and its CPU character, but the case where a CPU character is
Uchida about the example is described-to an example.

[0068}First of all, as an example of the conversation (message) under game, itis 1-01:
a match ..”
1-02: it is late... there “there is nothing”.
1~03: “ it was here -~ It is... the match ”
1-04 Can come and even throw away... "he would like to win.”
F~-05: “Don't miss”...
t-O1: It passes... “this way”
2-01: “... not being medded <- it...”
2-02: Is not related... in present me”
2-03: ... “be already.”
2~O04: ee“get down.”
2-05: “useless ~~ it is ..
2-06: “~~yat .. it-doesnot lose .. ”
2-07: ... “Fram hers” —~
3-01: The thing ofone shot --- "I'm sorry”
3-02: ... “arrange.”
3-03: 1is this Here. ~~~ “good one”
3-04: The wish .. [as it ie” ]
4-01: .. [ “sinoe there is nothing dreadfully” ] .
4-02: Since It cuts --— "itis ere”.

4-03: ft was kicked. --~ “oneshat” .
4mO4: "FF HE igs right =yet."
4-05: “~~ having come .. me-~~thepoint... “
4-06: .. “hewould like to already return.”
4-07: .. “what and aim” .
4-08: Ifit is me... “wax:dorie what”
4-09: Only a few .. “only a few was visible.”
4-10: “mah-jonge.~a way of life — the Homo saplens’s .
4-¥15 “mah-jonge|is such a thing.”
4-12: Mah-jongg .. Homo sapiens who has struck ..- “project.”
4-13: .. “mah-jongg is whatby which it does not come,”
5-01: Were [ thisbeing Quan and ] right? .. “if it finishes, understand”.
5-02: A meaning ... “it suited.”
5-08: This ... "he was Quan who is not good.”
5-04: .. “firm cause of me”
6-O1: “~~ This ... -~ of me — it is a way Which he shouldproceed ~~ ”
6-02: “.. this -- Something — previous announcement”
6-03; “~~ ik... your own fate ”
6-04: .. “a ——~ match still does not throw away” away.
FO: ... “Ht must. still continue.”
7-02: “ ... it passes ~~ kana ~~~ here -~ ”
7-08: Reach .. “how”
7-04: it throws away... [ “here” ]
7-05: “—— This ... eerieuseless”
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7-06: ... “Such a place ~-o passing and.”8-01: fiit. is. ‘this... “arrange.”
8-02: .. [ “how.manytimes the backis not AGA ee among fetimes” ?8-03: AGA HE8-04: Give up... “it wasSable to bound.”
8-05; It was good... “h becomes. as thought”. —-
B-O6:.. there was no ata so far. ~~ “by no means”
8-07; To the extent that it is wonderful... “what and aim” ~~
8-08; ithit. [ “reading”J
8-09: .. [ “i it is a rewerse side” ] —

8-10: What a Lor fbeing high /” J —~
B+Fis.. “low-eye, ee"

8-12: “ «if common ~~ leng ago ~~ Ata spot ~
8-13: “+~Hare .. the limit of me ~~ Htis .
8-14: Was right... “this AGARI”
8-15: Only this .. “It cannot think now.”
8-18: I'm sorry ... “was unavoidable.”
8-Ol: Ht kept...“it is a fall at that present.”

§-02: But curve... “good AGARI’
§-03: it cannotwin... “reach wascarried out.”

9-04: The next... [“sinceit doesnot lose”J
1O-O1; Fra sorry andit .. “me”10-02Tt"it is a strike.”
16-03: it came... “at a fellow andthe last”
10-04: "One shot”.
10-05: It waited... “longthing”
10-06:Here ... “AGARI measure”
1-01: A-tie ... “it isthis.”
11-02: "Unavoidable #*”
11-08:A lie... “It isthis.”
ti-O4: It is small... “I considered,”
12-01: Lamsad... "such atop victory”

42-62: "_. [ AGA / that of #* ]”
12-03: True ** .,, "Was dangerous,”
12-04: Aliso obtain ine... there “there beingAGA ** as for nothing”
12-05: “~~ baing useless. cherishing parents more —~ wot "
13-01: [tis useless... [ "if this class does not have AGA #*” J ..

13-02: Until it runs“risk ... having carried out what ~~ me -- ~43-03; Or [ beinguseless. 1. “4 was carrying out unreasonable.”
43-04: Or[being useless 1 _. "i was:carrying out unreasonable.”
13-05: “Was reckless.”

43-06: It does nothelp... there “there are even things”.
43-07: It does not help... there “there areeventhings”.
43-08: fm serry ... “I would like to havecome to pass”.
13-09: Do not carry out... “distinguished citizen”
18-10: “Genvenience is toa good”,
13-11: Thereis alsonothis top... __temper in which it lost”
13-12: Fro sorry .. “make it pass.”
18-19: “-— The same wind... haviegs divided and had ~~ by chance...”
18-14: This... “it isa draw.”
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