A Gam ng Machine And A Network System For Distributed Gam ng FlI ELD OF

| NVENTI ON The present invention relates broadly to a gam ng nachi ne adapt ed
t o r esporwot20100T1@st er nal gane server inplenenting an ercerncabosgames to a
network system for distributed gaming, to an external game server for
connecting to a network of two or nore gam ng machines, to a card reader
nodul e for coupling to a gam ng nmachine, to a nethod of executing a
distributed gane in a network of two dr nore gam ng machines, to a conputer
readabl e data storage nedi um havi ng stored thereon conputer code neans for
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machi nes, and to a conputer readabl bp storage medi um havi ng stored

t hereon conputer code neans for |nstruc ng a conputer processor of an
external ganme server to execute a nethod of executing a distributed gane in
a network of two or nore gam ng nmachi nes. BACKGROUND I n the entertainnment
gam ng i ndustry, an entertainnment |evel of a player is typically linked to

the egt eFiEl DOMNINVENTION Ng pl ayed by the player on a gaming nmachine. In
ot her words, the entertainnment |evel of the player is typically related to
the progress and/or result of the entertai nnent gane. To enhance the
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thereon computer code means for instructing a computer processor of a gamlng
machine to execute a method of participating in a distributed game in a network of

15 two or more gaming machines, and to a computer readable data storage medium
having stored thereon computer code means for instructing a computer processor of an
external game server to execute a method of executing a distributed game in a
network of two or more gaming machines.

20
BACKGROUND

in the entertainment gaming industry, an entertainment level of a player is

typically linked to the entertainment game being played by the player on a gaming

25 machine. In other words, the entertainment level of the player is typically retated to
the progress and/or result of the entertainment game.

To enhance the entertainment level of the player, side games or feature

games have been implemented in gaming machines. However, the feature games

30 are typically activated based on events of the entertainment game. Thus, if the

player is not able to achieve desired events of the entertainment game or if the

entertainment game is not progressing satisfactorily, the feature games cannot be
activated and therefore, cannot add to the entertainment level of the player.



probl em can arise such that additional resources and | abour are used to
re-programor re-configure gam ng machines if any changes are nade to the
ent ert ai nwerbiogeam@®@3. Hence, in view of the above, thereprexisstasaoneed for a
gam ng machi ne adapted to respond to an external game server inplenenting
an external gane, a network systemfor distributed gam ng, an external ganme
server for connecting to a network of two or nore gam ng nmachi nes, a card
reader nodule for coupling to a gam n@ machi ne, a nethod of executing a
distributed gane in a network of two or nmore gam ng nachi nes, a conputer
readabl e data storage nedi um having stored thereon conputer code neans for
i nstructi ng aFudhgotoes, gsrtbe dsatane giimes ayarbasgd romcénemts b thexedtattainmenet hod of
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present invention, there is provided a gam ng nmachi ne adapted to respond to

an external gane server inplenenting an external gane, the gam ng machine
conprising, ai8eeudR Wew of Hierahovethpreaxisisp need fo aDamnamachie astaptedk t o
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15  execute a method of participating in a distributed game in a network of two or more
gaming machines that seek to address at least one of the above problems and a
computer readable data storage medium having stored thereon computer code means
for instructing a computer processor of an external game server to execute a method of
executing a distributed game in a network of two or more gaming machines.

20
SUMMARY

In accordance with a first aspect of the present invention, there is provided a
25 gaming machine adapted to respond to an external game server implementing an
external game, the gaming machine comprising, a network interface for establishing
a communication link to the external game server; an external game participation
(EGP) module configured for receiving a machine usage query from the external
game server; for determining a machine usage status of the gaming machine and

30 for transmitting a machine usage response to the external game server.

Results of the external game may be independent of an entertainment game
executed by the gaming machine.



machi ne based on determ ni ng whet her an entertai nnent gane is ongoing in
the gam ng nachi ne. The machi ne usage response nay conprise an
i denti fi caoi2or/a7meBci a of the gam ng machi ne. The EGP mpdmise20mypocionpri se a
functional hardware unit. The functional hardware unit may conprise an
Application Specific Integrated Crcuit (ASIC). The EGP nodul e may be
i npl emented as a software application installed on the gam ng machi ne. The
sof tware application may be downl oaded via the network interface. The EGP
nodul e may fucth onprise a display nodul e. for_displaving,results of the
ext er nal ganeﬁ.bﬁe%GEcnggweomaY tﬁf%%ﬂﬁe(%g’ %ﬁ'ﬂ?eysaﬂ?egﬁ% ﬁgthr%%'i“rlpeg may be
one sel ectaxtirferttaved oprdeigrmining agiresencefofagane aard igardand)reag@ehi ne, a sl ot
machi ne and an el ectronic gam ng table. The gam ng nmachine nmay be in the
form of a handhel d comuni cati ons device. In accordance with a second
aspect of theTpeds@Rt modvlennaydeterine a snagohing deabeastatiswof khesgaming f or
di St 5 DUbRArfRTbAd b by S S GnteBinfidrt Gife RAGRIGHTY YPihe
connected to a network for I mpl ementl ng an external” gane; t or nore
gam ng m@eémingemagpfect ed to the network, each gami ng machi ne conprising, a
network interface for establishing a communication link to an external gane
server; an external game participation (EGP) nodule configured for
recei ving a maPRiMICNRAYEAGR)EASPONES MAhECBRIIES AR idepifisationy ipdicia phihe
det er m nigaghiry MAEMhBE uUsage status of the gam ng machine and for
tran'ﬁhﬁtti ng a machi ne usage response to the external gane server. The
external gane server may be configured to send respective nmachi ne usage
queri es to t hahg®BGMthodarthag sodpridde furedtivhalkhardwarei v, r especti ve machi ne
usage responses fromthe gam ng machi nes of the network; execute a
processi ng

The functional hardware unit may comprise an Application Specific Integrated

Circuit (ASIC).
15
The EGP module may be implemented as a software application instalied on
the gaming machine.
The software application may be downloaded via the network interface.
20

The EGP module may further comprise a display module for displaying
results of the external game on a screen of the gaming machine.

The gaming machine may be one selected from a group consisting of an
25 arcade gaming machine, a slot machine and an electronic gaming table.

The gaming machine may be in the form of a handheld communications

device.

30 In accordance with a second aspect of the present invention, there is
provided a network system for distributed gaming, the system comprising, an
external game server connected to a network for implementing an external game;
two or more gaming machines connected to the network, each gaming machine
comprising, a network interface for establishing a communication link to an external



for the external gane based on the recei ved machi ne usage responses; and
determ ne one or nore winners of the external ganme based on the processing.
The ext erwel2opg@amesoser ver may be configured to execute tlpeTsSchasmadsogane
based on the two or nore gam ng machines to sel ect one or nore gam ng

machi nes; send respective nmachine usage queries to the selected one or nore
gam ng nmachi nes; receive respective nachlne usage responses fromthe

sel ected one or nore gam ng machi nes; 4and deternining one or nore w nners

of the ﬁg&%%‘ Qﬁe%mﬂt%%% B%ﬁ&SS&% f:de PRHIL0R emg@reaergm@é@%ﬁt For

each ga hT he, Fes gane nmay De 1 ndependerit of an
entertai annmhlgama@aeuewéuomyhe Hategaahgag\meme'héor %terrarnmge@ma@n@ gani ng

machi ne, 55 ter %a%gﬂﬁ&‘ﬁﬁénaﬂé’f& t@ﬁmnﬂﬁg YSRGS éééb% RbEpdie gami ng

machi ne ba d on a presence a gane card in card reader.

For at | &ate exringgamgsemehi ne, the EGP nodul e may determ ne a machi ne

usagegstatus of the gam ng nmachi ne based on determ ni ng whet her an

entertai nment _gane i s ongoing in the gam ng machi ne. For each gam ng
Y

machi ne, the NAeHRXRINALdaBer LEWIBaY Hry Facsto gand d%?RqCF'Y%QTEICBWel ndi ci a

of the g@aaggtg qUSY fdethe Rfiming rﬂ;aeﬁamescmemga@t\mwkmaweees;sémv&%dmﬁul e may
conprise a tunctional hardware unit. tional hardvx%re unit ma
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nodul e may further conprise a display nodule for displaying results of the
ext er nal ganmerRQ e%e%ﬁélegé]mg fsem? nga%@go%qpé@?o execute the external game
based on the two or more gaming machines to select one or more gaming
machines; send respective machine usage queries to the selected one or more
15 gaming machines; receive respective machine usage responses from the selected
one or more gaming machines; and determining one or more winners of the external

game based on the received machine usage responses.

For each gaming machine, results of the external game may be independent

20 of an entertainment game executed by the gaming machine.

For at least one gaming machine, the EGP module may determine a machine
usage status of the gaming machine based on determining a presence of a game

card in a card reader.

25
For at least one gaming machine, the EGP module may determine a machine
usage status of the gaming machine based on determining whether an
entertainment game is ongoing in the gaming machine.
30 For each gaming machine, the machine usage response may comprise an

identification indicia of the gaming machine.

For at least one gaming machine, the EGP module may comprise a

functional hardware unit.



One or nore of the gam ng machines may be selected froma group consisting
of an arcade gam ng nmachine, a slot machine and an el ectronic gam ng table.
One or nowe 20fo/t7n@3gam ng machi nes may be in the form ofca/sicansvedsds
conmuni cations device. In accordance with a third aspect of the present
invention, there is provided an external ganme server for connecting to a
network of two or nore gam ng nmachi nes, the gane server conprising, a
network interface for sending respect®ve machi ne usage queries to the

gam ng machi nes of the network and for receiving respective nmachi ne usage
responses fromthe gam ng machi nes of the network; and a processor for
executing an &keduntiibnalduaedviere athitonay emraprissdanrApplicaton Spgeific ategages. The
pr ocessolx; ) (' ruct the network interface to send respective nachine
usage queries to the gam ng nmachi nes of the network and the network
interface to receive respective machi ne usage responses fromthe gam ng

machi ges of t kg, Qf\&&ﬁroiﬁe ﬁ%ngﬁ n%cﬂfngcﬁ%slf.)éPWdlﬁgh &fge'}% Hhrerfteq A8'5°

wi nners of the external gane Trom anbngst one or nore gar% ng machi nes of

t he net wepltwale anpligatipniintalles grotetdamingmavhing. usage response. The processor
may execute the external ganme and sel ect one or nore gam ng nmachi nes from
anmongst the two or nore gam ng nmachi nes of the network; and the processor
may instruct t'Ae SpBWaiSrapPlicAtionaRkbe dovalnaded yigdbe newarkiiefeceusage queri es
to the selected one or nore gam ng machi nes and the network interface to

receiyve respegtive machi ne usage responses fromthe sel ected one or nore
gam Y machi nESF €aHHIARRIIPRERR dhe derdiemay fyrkersromrsise adisRaYs of t he

ext er nal ngsiuke deirp&lsﬁlﬁ]ﬂiﬁﬁ_&*esmltbeoﬁ%@@x%}nﬂngarﬁé S IE s€aBh & fRaCHampgy Whi ch
provi ded a positive nmachi ne usage response. In accordance with a fourth

aspect ofmd E‘epresent invention, there is provided a card reader nodul e for
coupling to a gam ng nmachi ne, the card reader nodul e

One or more of the gaming machines may be selected from a group
15  consisting of an arcade gaming machine, a slot machine and an electronic gaming
table.

One or more of the gaming machines may be in the form of a handheld
communications device.
20
In accordance with a third aspect of the present invention, there is provided
an external game server for connecting to a network of two or more gaming
machines, the game server comprising, a network interface for sending respective
machine usage queries to the gaming machines of the network and for receiving
25 respective machine usage responses from the gaming machines of the network; and
a processor for executing an external game based on received machine usage
responses.

The processor may instruct the network interface to send respective machine

30 usage queries to the gaming machines of the network and the network interface to

receive respective machine usage responses from the gaming machines of the

network; and the processor may determine one or more winners of the external

game from amongst one or more gaming machines of the network which provided a
positive machine usage response.



conprising, a first communication elenment for establishing a conmmunication
link to the gam ng machi ne; a second conmuni cation el enent for establishing
a communiwet2hmn7idodak to an external ganme server; an ext eCTAG208W80494
participation (EGP) nodul e configured for receiving a nmachi ne usage query
fromthe external gane server; for determ ning a nmachi ne usage status of
the gam ng nachine and for transmtting a machi ne usage response to the
external ganme server. The first conmmufication el enent and the second
comuni cation element may be integrated via a network interface. In
accordance wwth a fifth aspect of the present invention, there is provided
a nethod of eXezyrocegsar dit ekénutedhgaxternal gamet and lsetdct tane or mwee gami ng

machi nes a%ﬂ?ﬂ@ﬁ%ﬂng ﬁ&‘ﬁpé&méﬁ ﬁe%c?g hﬁ;*?é@ Fﬁniﬁ%ﬁﬂb&% RN d Bl F r om

each garr? an ext ane ser ; each gam ng 'machi ne,
recei vi ngn@tmmomcnescusagxe lrcpjmcytrfer oemone indetfagentd septheespertiver mashing an

ext ergal 9@%‘; qhéids' & R isBiactddBhe rH?drHB% ng rr‘ﬁé?;'h éaar'iHiQIlﬂé WetbrrYe

status o gam ng nmachi ne using the transmtting a
machi ne tﬁ%%t@?@ertegsem% respective @b@p@nﬁa{sagaﬁ@sweéuﬂoutthegseel%ectepe ®dul e.

Resul ts F’H(oré Bﬁmﬂ‘lgsﬁwébiQHéﬁcbrgﬁt'ﬁ% ;ﬂ‘@é’eslggr hAeRISFaRE ofk @%&@tvﬂﬁﬁé’bmm gane
execut ed each ‘gam ng machi ne. The determ ning a machi ne usage Status may

be bas ed”@rﬁ’ﬂ%rf‘é'r 9AE ﬁ'@"ha'iﬁ‘f-’éggrfﬁ% SBIECiRIRNRCCAPEE SFMAIIARENINESWMBIEN The

det erm npﬂg,d@d@ﬁdg.tmmmgga@tmsmebe based on determ ni ng whet her an
entertai nment ganme is ongoing in the gam ng machi ne. The machi ne usage-

response nmay conprise an identification indicia of the gam ng machi ne. For

at | east one @aem'cbgialﬂiﬁé Wwithea fdubte dspectrafdhe ﬁra@yit moemdrﬁme'ae islmt/iideaal
ware uni conppri s ation

har d\_/va_r eaum% aéé] t orng u nas 0 a gaming machine, carg rea rpnodue
speci fi c?IFHeST u? QURdpEYO a g ) it

comprising, a ﬁrst communication element for establishing a communication link to

the gaming machine; a second communication element for establishing a

15 communication link to an external game server; an external game participation

(EGP) module conﬁgured‘ for receiving a machine usage query from the external

game server; for determining a machine usage status of the gaming machine and

for transmitting a machine usage response to the external game server.

20 The first communication element and the second communication element
may be integrated via a network interface.

In accordance with a fifth aspect of the present invention, there is provided a

method of executing a distributed game in a network of two or more gaming
25 machines, the method comprising, establishing a communication link from each

gaming machine to an external game server, and at each gaming machine,

receiving a machine usage query from the external game server using an external

game participation (EGP) module; determining a machine usage status of the

gaming machine using the EGP module; and transmitting a machine usage
30 response to the external game server using the EGP module.

Results of the distributed game may be independent of an entertainment
game executed by each gaming machine.



For at | east one gam ng nmachine, the EGP nodul e may be inplenented as a
software application installed on the gam ng nmachi ne. The software

appl i cat iwo 20en07b@3downl oaded vi a t he communi cati on |i niecT/Roe00smbé0d Mmay
further conprise displaying results of the external gane on a screen of
each gam ng nmachine. One or nore of the gam ng nmachi nes may be sel ected
froma group consisting of an arcade gam ng nachine, a slot machine and an
el ectronic ganing table. One or nore &f the gaming nmachines nmay be in the
formof a han I icati vice, LN r e W .Sl xt h aspect
of the pr esentq’ n?név%ée?\rﬁ%a & ﬁ‘grc ﬁﬂ?s&%%ﬁaté’a %%E%%pg%e%% %éﬂtgg%ﬁ’én"a%taa

st or age pEeSenne hba pamesiand ik cardreaderconput er code neans for instructing a
conput er processor of a gam ng machine to execute a nmethod of participating
in a distributed gane in a network of two or nore gam ng machi nes,

t hemet hod conphe sdaiermieisg ad|madtiingy usage status dnay & based onodetermaingni ng

machi e WhefHar aX chidiin aﬁf‘éi‘é%ﬁ’goiﬁﬁ%&%ﬁéﬁgr&%&hﬁ%@hi ne usage query

fromthe external ganme server usin extern ganme participation (EGP)
nodul e; determning a nmachine usage status of the gam ng nachine using the
EGP nodul e;  amde ihadhirie LsadedrebpBRsS) SorAgse &% Ridhtificdtiont RBickxbefaal gane
server using the EGP nodule. In accordance with a seventh aspect of the

pr esent igﬁvgf&'”lnﬁﬁr,“”?-here is provided a conputer readable data storage

medi um havi ng stored thereon conputer code nmeans for instructing a conputer
processor of an external gane server o exec a hod of executing a

di st?ébut ed gg% q)§n|e35tné’f’g09?<m6‘9 Mashiee. ?egégm"ﬁg CAPHELTRIRE Ret hod
conpri si hgctiesdl dlardwadre mgita conmuni cation |ink to each gam ng machine from
the external gane server; transmtting a machi ne usage query fromthe

external ganme server to each gam ng nmachi ne usi ng an external ganme
parti ci pati onTH&EGPctiomal llaedvesre tuné ngEyncamgprisecdn Applichtien Spetifio thiegrateei ng

Circuit (ASIC).
15
For at least one gaming machine, the EGP module may be implemented as a
software application installed on the gaming machine.
The software application may be downloaded via the communication link.
20

The method may further comprise displaying results of the external game on
a screen of each gaming machine.

One or more of the gaming machines may be selected from a group
25 consisting of an arcade gaming machine, a slot machine and an electronic gaming
table.

One or more of the gaming méchines may be in the form of a handheld
communications device.
30
In accordance with a sixth aspect of the present invention, there is provided a
computer readable data storage medium having stored thereon computer code means
for instructing a computer processor of a gaming machine to execute a method of
participating in a distributed game in a network of two or more gaming machines, the



configured to determ ne a nmachi ne usage status of the gam ng machi ne; and
recei ving machi ne usage responses transmtted to the external gane server
usi ng t hewoespaoiérse EGP nodul es. BRI EF DESCRI PTI ON OF PHEE/SGBWSI0NES4

Enbodi nents of the invention will be better understood and readily apparent

to one of ordinary skill in the art fromthe following witten description,
by way of exanple only, and in conjunction with the drawi ngs, in which:
Figure 1 is a schematic di agramillus@rati ng an external game network in an
exanpl e eERRR dBRbr #blighih %mhemhﬁ&w R FBRCthE RNYAE Wiadthing Bani ng
machi ne I n an exanp s'd n‘E) ollghr;e%a gure 3 shows a sc\hégrratsl?c drawi ng of an

ext er nal a@@@f@sg@ﬂﬁ §E0'SF. oﬁr}?gfetcélvﬁ}ﬂo? HBAchiRg Y5Ree SHBY I PRRHhe BXIRIPR 4 is a

fl owchar gamk! dedratiding oh ERERR gaheeessﬁmdaﬂsn qedmtﬂhbbm&edemmgw ad
network of two or nore gam ng nmachines in an exanp ?@% gure 5

i s a schBfabing Hpaam gt of P9 cBRERIBPR Hﬂ'“game

| pl egrenframgniimgeX AMERhmeaisage irggtinse ftb ghd extereal gameasméramtg thetE)tBPVI ew

di agram i | I ustrating a renovable card reader for use in an exanple

enbodi mefMedulg; gure 6(b) is a schematic front view diagramillustrating the
renovabl e card reader. DETAI LED DESCRI PTION I n an exanpl e enbodi nent, a

I b d
Tachi ne. An_ ot BrrragEmanhs Aol petY BB Wtk H%Rh, HRE S (e
entert ai pnrwmiedgamampetecmmﬂablbsihta Etnragymeplum havmlg atnregiaﬂeremn ¢omputerent ed
USi ng, an cﬁ%trﬁé%' fogﬁtgﬁu:ﬁuﬁé\égdgm%ut%%eg%&tof%X% fem: aﬁgu%%gn}e?’toeé@aut%am ng

machi ne. 0 act eriodic rntervals.
a method of executing a distributed game in a network of two or more gaming

machines, the method comprising, establishing a communication fink to each
gaming machine from the external game server; transmitting a machine usage query
from the external game server to each gaming machine using an external game

15 participation (EGP) module of the gaming machine, the EGP moduie being
configured to determine a machine usage status of the gaming machine; and
receiving machine usage responses transmitted to the external game server using
the respective EGP modules.

20 :
BRIEF DESCRIPTION OF THE DRAWINGS

Embodiments of the invention will be better understood and readily apparent
to one of ordinary skill in the art from the foliowing written description, by way of
25 example only, and in conjunction with the drawings, in which:

Figure 1 is a schematic diagram illustrating an external game network in an

example embodiment.

30 Figure 2 is a schematic perspective view of a gaming machine in an example
embodiment.

Figure 3 shows a schematic drawing of an external game system according
to another example embodiment.



In one exanpl e enbodi nent, at the draw gane activation period, the external
gane server determ nes whether or not there is a player playing at each
gam ng newbizom/bedoer e conducti ng the draw ganme. The dr arcgsceodssobased only
on gam ng machi nes currently having players playing thereat. Thus, al
prizes are awarded at the current draw gane activation period. In an

al ternative exanpl e enbodi nent, at the draw gane activation period, the
external game server conducts the dr aw gane based on all avail abl e gam ng
machi nes, ie. w thout checking whether there are players playing at the

gam ng machi nes. One or nore gam ng machines are sel ected. The external

game servert hdrig@erism ﬂ%@'@rﬁ/\h“t’ﬁrq ing s B1ethadceef Y@eHiing Awtistiibited gamget er mi ne

whet her . @f a Retwdrk 8f fivd &r rfore! giihg PhathinE iRlin @REMpREABSAfMeERT NG machi ne.
On one hand, if there is a ayer playing at a sel ected gam ng machine,

prizes fromthe draw gane are awarded to the player. This gam ng machine is

termegl as a \AFrymeé 564 atsb@erﬂéﬁwrgm 6fa Bompiitar BEhtENEY BRNTIMS MabRine @t t he
aying at a sel ected gam ng nachi ne,

ot her hand, here is no

prizes fr‘rBHlFF"I‘?Eh'Bﬁ SWeé%mBlecéE‘r"lbﬁT‘ﬁEtr be "snowbal | ed" to be awarded at the
next draw gane activation period or the external gane server pr oceeds to
draw anot her gam n Chl ne, as el ecte an n hi ne_and ec | ng that
this selected t?é’ﬁ? %&a r’r‘ﬁc%sﬁ'éerﬁaé ppi“"gyesag ﬂﬁtrgfng ﬁeredﬁ?ﬁaﬁge Rchi ne,
such t hateader feruseds anrcgampier eebodimeni. nni ng gam ng machi nes at the current
draw,game activation period. Some portions of the description which follows
are explicitly or inplicitly presented in terns of algorithns and
functional or Figund6(D)ds rsghewatic fronbyiewatiagrpay ilusttating dhe dermavakile bad a
conput er feppry. These al gorithmc descriptions and functional or synbolic
representations are the means used by those skilled in the data processing
arts to convey nost effectively the substance of their work to others
skilled in the art. An algorithmis here, and generally, conceived to be a
sel f-consi stent sequence of steps |leading to a desired result. The steps
are ﬂ%osPErTéﬂhEPﬂ?és‘BﬁlPT'@h'l mani pul ati ons of physical quantities, such as
el ectrical, magnetic or optical signals capable of being

in an example embodiment, a player can be registered as playing an
- entertainment game at a gaming machine. An external game, such as a draw game,
that is independent of the entertainment game is conducted.
20 '
For example, a draw game is implemented using an external game server or
module or system coupled to each gaming machine. The draw game can be
programmed to activate at periodic intervals.

25 In one example embodiment, at the draw game activation period, the external
game server determines whether or not there is a player playing at each gaming
machine before conducting the draw game. The draw game is based only on
gaming machines currently having players playing thereat. Thus, all prizes are
awarded at the current draw game activation period.

30

In an alternative example embodiment, at the draw game activation period,
the external game server conducts the draw game based on all available gaming
machines, ie. without checking whether there are players playing at the gaming
machines. One or more gaming machines are selected. The external game server
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i nvention. Furthernore, one or nore of the step _ e conputer program
may be pRICCBISHASRMSHO SapPYaYIrBest efedively theasHbstange af thair wprk to pihers skibreint er
program fRyark AnSdigdréh is here, and generally, conceived to be a self-consistent sequence

of steps leading to a desired result. The steps are those requiring physical manipulations
20 of physical quantities, such as electrical, magnetic or optical signals capable of being
stored, transferred, combined, compared, and otherwise manipuiated.

Unless specifically stated otherwise, and as apparent from the following, it will be
appreciated that throughout the present specification, discussions utilizing terms such as

" o« LI ” oK

25 “calculating”, “determining”, “generating’, “initializing”, “outputting”, or the like, refer to the
action and processes of a computer system, or similar electronic device, that
manipulates and transforms data represented as physical quantities within the computer
system into other data similarly represented as physical quantities within the computer
system or other information storage, transmission or display devices.

30

The present specification also discloses apparatus for performing the operations
of the methods. Such apparatus may be specially constructed for the required purposes,
or may comprise a general purpose computer or other device selectively activated or

reconfigured by a computer program stored in the computer. The algorithms and
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15  can use different control flows without departing from the spirit or scope of the invention.

Furthermore, one or more of the steps of the computer program may be
performed in parallel rather than sequentially. Such a computer program may be stored
on any computer readable medium. The computer readable medium may include

20 storage devices such as magnetic or optical disks, memory chips, or other storage
devices suitable for interfacing with a general purpose computer. The computer readable
medium may also include a hard-wired medium such as exemplified in the Internet or
Intranet systems, or wireless medium such as exemplified in the GSM mobile telephone
system. The computer program when loaded and executed on such a general-purpose

25  computer effectively results in an apparatus that implements the steps of the preferred

method.

The invention may also be implemented as hardware modules. More particular,

in the hardware sense, a module is a functional hardware unit designed for use with

30 other components or modules. For example, a module may be implemented using
discrete electronic components, or it can form a portion of an entire electronic circuit

such as an Application Specific integrated Circuit (ASIC). Numerous other possibilities

exist. Those skilled in the art will appreciate that the system can also be implemented

as a combination of hardware and software modules.



machine e.g. whether a player is currently playing at the gam ng nachine.
In the exanpl e enbodi nent, the check is based on sensing whether a gane
card is iweentwadiéonto the player terminal via a game cardTiseadsroowdd of the
gam ng nmachine e.g. 106, 108. In the exanple enbodinent, if no game card is
sensed in the gane card reader, the gam ng machi ne feeds back a negative
machi ne usage response to the gane server 104. On the other hand, if a gane
card is sensed in the game card readeri2 the gam ng nachine feeds back a
positive machine usage response to the ganme server 104. The machine usage
responses are transmtted to the gane server 104 coupled with respective

i denti fi cati orFigurdifcisa scmeguatiblaiayuafaemmraﬂf\? Tahﬁé)&?ﬁialt@hn:j@ﬁbﬂw&ﬁ[)' 102 Gh ;?ﬁ,
108. I n thi e rver, 104 Iles alist o ers w

posi tive %a%%ﬁ%’eu%'ﬁg%&ﬁs%g’ﬁ‘& er%et‘gﬁ'% l@ﬁ%&%ﬁ?%@ YRA% SFAfTE W{TR" ttl?f"ys | D
nunber s @xanipe embodinientt the gansarpémer tdd dunativihs dshan ékwmdagmeé_egrpér ses
rando ' : [ nthe list a awar di n rizes
Lo the piEiHEAmBRRIE o HBE s RUREE 302 Bokd'S purSliy 37 BRER I« fe
sel ect ed O 3ORPemachingaraly.n$0&f 185 do phezgameaserer 104 sachutiae playersret hods.

For exa | , AATREREY, I,tS lected ID
nunber S”Pg@;aﬁi’ngptgragrte gﬁé (gﬂg g[ahgﬁ‘gpper atﬁic;%rrs %ééigﬁ’t iéfl%gmpbrel %’Iétg%tdz%tt%gﬁepl ayers
at the ré’é%cﬂqf‘?% Haerigapingaachineses.g. 18661080@an pé tirthatforre|of arbadeus _
credits mmachifesavar ded by the ganme server 104 to the players at the gam ng
machipnes e.g. 106, 108 corresponding to the selected ID nunbers. Thus, in
the anpl e enbodi nent, the draw gane and the results of the draw gane are

i ndependent ofin tthe &MaRNé AnBRIHhetaHR @rio@fédiht&%k!‘%&%é‘%eﬁegwcﬂ@& 108
and entr)é into the draw gane is based on registration of the presence of a
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or ' esul o6 15 RS bR ERRAERY S5hnisE. DOPna sRch GAMRS FHENREnE Ao Rachi nos
e. g. 1406,10808. check is carried out to determine a machine usage status of the gaming
machine e.g. whether a player is currently playing at the gaming machine. In the
example embodiment, the check is based on sensing whether a game card is
inserted into the player terminal via a game card reader 110 of the gaming machine
e.g. 106, 108.
20
In the example embodiment, if no game card is sensed in the game card
reader, the gaming machine feeds back a negative machine usage response to the
game server 104. On the other hand, if a game card is sensed in the game card
reader, the gaming machine feeds back a positive machine usage response to the
25 game server 104. The machine usage responses are transmitted to the game server
104 coupled with respective identification indicia, e.g. ID numbers, of the gaming
machines e.g. 106, 108. in this way, the game server 104 compiles a list of ID
numbers with positive machine usage responses and conducts the draw game with
the ID numbers on the list.
30
In the example embodiment, the draw game comprises randomly selecting
one or more 1D numbers on the list and awarding prizes to the players at the gaming
machines e.g. 106, 108 corresponding to the selected ID numbers. Awarding of the
prizes can be via a number of methods. For example, in one method, the game
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machi nes, ie. w thout checking whether there are players playing at the
gam ng machi nes. In the exanple enbodi nent, at periodic intervals, the ganme
server 104 generates a draw gane activation conmand. Upon generation of the
draw gane activation conmand, the gam1;-3server 104 conpiles a list of ID
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words, prizes|pgptieiaxdfmbid SmBbaniint iRit8sE Bt c&{du\eﬁﬁgﬂr@drgﬁgs% bl nes
e.g. 106, 108. As for selected gam ng nmachi nes e.g. 106, 108 transmtting
negaﬂ?vem gaming machines currently having players playing at the gaming machines, the
draw game is conducted with ID numbers of all available gaming machines, ie.

without checking whether there are players playing at the gaming machines.

In the example embodiment, at periodic intervals, the game server 104
20 generates a draw game activation command. Upon generation of the draw game
activation command, the game server 104 compiles a list of ID numbers of all
available gaming machines and conducts the draw game with the ID numbers on
the list. In the example embodiment, the draw game comprises randomly selecting
one or more 1D numbers on the list as selected gaming machines.
25
After selecting the gaming machines, the game server 104 transmits a
machine usage query to each of the linked selected gaming machines e.g. 106, 108.
At each selected gaming machine e.g. 106, 108, a check is carried out to determine
a machine usage status of the gaming machine e.g. whether a player is currently
30 playing at the gaming machine. In the example embodiment, the check is based on
sensing whether a game card is inserted into the player terminal via a game card
reader 110 of the gaming machine e.g. 106, 108.



machi ne usage responses, ie. if there is no player playing at a sel ected
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gam ng machi nes e.I%.g 106, 108.Figure 2 is a schematic perspective view of a
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(Fi gt e djaw gdine apdivatiop peridu. Adtef@lively sthe game server 104 proceeds to draw
another gaming machine as a selected gaming machine (and said another gaming
machine has a player playing at the gaming machine, ie. having a positive machine
usage response), such that all prizes can be awarded to winning gaming machines
at the current draw game activation period.
20 .

Awarding of the prizes can be via a number of methods. For example, in one
method, the game server 104 transmits the ID numbers of winning gaming
machines having positive machine usage responses to an operator and the operator
presents the prizes to the players at the respective winning gaming machines e.g.

25 106, 108. Alternatively, bonus credits may be awarded by the game server 104 to
the players at the winning gaming machines e.g. 106, 108.

Thus, in the example embodiment, the draw game and the results of the

draw game are independent of the entertainment game at each gaming machine

30 e.g. 106, 108 and winning the draw game is based on registration of the presence of

a player playing at the gaming machine. Advantageously, additional entertainment

can be provided to the players at the gaming machines via the bonus prizes/credits

awarded by the draw game, regardiess of the progress or results of the
entertainment games being played at the gaming machines e.g. 106, 108.



conprises a nenory (not shown) for storing a unique identification nunber
corresponding to the gam ng nachi ne 200. The renovabl e gane card reader 206
can be i ¥0a0104d1408 t he gam ng nmachi ne 200 in a nunber SCTHGROWOH4 WaYS,
as woul d be appreciated by a person skilled in the art. One exanple is to
provi de a mating connector each in the renovabl e gane card reader 206 and
the gam ng machi ne 200 for coupling the renmovable game card reader 206 to

t he gani ng machi ne 200. The mating cohdector can be in the formof a serial
port or a parallel port or a universal serial bus (USB) port. In the
exanpl e enbodi nent, the renovabl e gane card reader 206 conprises an
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turn of thfovable game card reader 206 and the gaming machine 200 for coupling the

removable game card reader 206 to the gaming machine 200. The mating connector

can be in the form of a serial port or a paraliel port or a universal serial bus (USB)

port. In the example embodiment, the removable game card reader 206 comprises

20 an external game participation (EGP) module (not shown) to facilitate
implementation of the external game.

The LCD screen 202 displays the entertainment game. The LCD screen 202

is incorporated with touch screen technology to allow a player to play the games

25 contained in the gaming machine 200. The keyset 204 of push buttons allows the
player to operate or initiate the gaming machine 200. The removable game card
reader 206 receives a game card or a stored-value card from the player for
buying/transferring credits to play the games in the gaming machine 200. The
stored-value card also allows the player to transfer unused credits from a previous

30 gaming session to play the games in the gaming machine 200. Any existing credits
are transferable both to and from the gaming machine 200 using the stored-value

card. The winnings button 208 allows the player to request for winnings from the
gaming machine 200 e.g. when the player stops playing the gaming machine. When

the winnings button 208 is activated, the player can select whether to transfer the



entertai nment gane i s governed based on an odds table stored or programred
in the gam ng machine 200. In the exanple enbodinent, the EGP nodule

recei ves wormanm7n@3usage query fromthe game gerver threagiscrons/obesak 214,
upon generation of a draw game activation conmand at the gane server. The
gam ng machine 200 uses the renovabl e gane card reader 206 to determ ne
whet her a stored-value card is inserted in the renovabl e gane card reader
206 for determning a machi ne usage st#tus of the gan1ng machi ne 200. The
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gam ng makdgamingOfactife PO@® i dentification nunber of the gam ng machine 200
Is selected as a wnner in the draw gane, the gane server awards the player
at the gam ng nachine 200 with a prize. Furthernore, the gane server can

notify the pl ayée m(bmpimwumm mémmmum;@ﬁm 4 hﬁ@h%‘héagetchuié a(rjn 2%
h a n o e wWih ca aye
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addi tion provided to the player via the bonus
prizes/ Crﬁ?&ﬁ‘gﬁg\&gﬁgﬁz‘d‘@aEﬁﬂeagPaw gane, regardl ess of the progress or

resuft®
The removable game card reader 206 comprises a sensor for sensing the

stored-value card. If the sensor returns a null result, the EGP module transmits a
negative machine usage response coupled with the identification number to the
game server. On the other hand, if the sensor senses that a stored-value card is

20 inserted in the game card reader 206, the EGP module transmits a positive machine
usage response coupled with the identification number to the game server.

In the example embodiment, the gaming machine 200 is entered into the

draw game at the game server if a stored-value card is inserted in the game card

25 reader 206, ie. a player is playing at the gaming machine 200. If the identification

number of the gaming machine 200 is selected as a winner in the draw game, the

game server awards the player at the gaming machine 200 with a prize.

Furthermore, the game server can notify the player of winning the draw game via

the link 214 to the gaming machine 200. For example, the notification of the win can

30  Dbe displayed on the screen 202 of the gaming machine 200 or on a LCD display
- screen (not shown) on the removable game card reader 206.

Thus, in the example embodiment, the draw game is independent of the
entertainment game at the gaming machine 200. Entry into the draw game is based



of the entertainment gane being played at the gam ng nmachi ne 200. In

anot her exanpl e enbodi ment, the draw game is conducted including the gam ng
nmachi ne 200 2M0 o8 first checking whether a stored-val BETS&2ASI08049hser t ed
in the gane card reader 206. If the gami ng machine 200 is selected as a

sel ected gam ng machine in the draw gane, the gane server sends a nachine
usage query to the EGP nodule through the link 214. If the EGP nodul e
transmts a positive nachine usage response to the game server, the game

server awards the player at the selected gamn chi 2 ' rize
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sel ec,%ed gam ng nmachi ne (and said anot her gam ng machi ne has a pl ayer

playing at the gam ng nmachine, ie. having a positive machi ne usage
response), sulbharidiisr exampte embodieent bivediawdzame & apndvciry GalHAiRg thechi nes
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enbodi ne are descri bed as being in the form of
ar cade nmcihremne Hmereeﬁer 206. Vlﬁ 1hle gRening Rasting 200 insRletiRe a§FHEC!REChI nes

can incl ng%mgtrﬂgéhlﬁé ﬁ'\cl%EQﬂé\ﬁ Jid, 48 arﬁ'egéérr\ﬁér:’seﬁhg\usmacrﬁﬁélegﬁd Guetyawi ng of

an exter ame s 0 accor di ng to angther exa odi ment. Th
syst &n 300 theoREPi @@@U@tbﬂougﬁlth?ﬂ'"ﬁfz@aﬂfH’& m?é|5|93 sng 43 PSS mé eache

coupl ed hpycRReqshEE rﬁ@dpoﬁ@@% el gt gérvenithe Jafe SEreergavarag trmpiayerest 302,
304, 306 and the gane unit %} ni cate v espective network
i nt er f acE® sRieFiediSaMEG PAIRRAPH, cﬂﬂzﬁé?"éhl? *{fﬁ}g{ uni t. The ganing

machi nes 302, 304, 306 may be |nplenented in a varlety of different ways.

For exanple, one or of th a na e as
e R B b da R EmE Sl A berBgksd
machiges nfdcﬁlhtermgé rgsponsg tb e gamerser\m fel h‘ether@ne norplamr@ktwngaat i§&ni ng
machi nes 304 a . « "
ga mmg machlne 200, prizes from the draw game can be “snowballed” to be
awarded at a next draw game activation period. Alternatively, the game server
proceeds to draw another gaming machine as a selected gaming machine (and said
another gaming machine has a player playing at the gaming machine, ie. having a
20 positive machine usage response), such that ail prizes can be awarded to winning

gaming machines at the current draw game activation period.

in the above example embodiments, the gaming machines are described as
being in the form of arcade machines. However, it will be appreciated that the gaming

25  machines can include other electronic devices.

Figure 3 shows a schematic drawing of an external game system 300
according to another example embodiment. The system 300 comprises a plurality
of gaming machines 302, 304, 306, each coupled to an external game server or unit

30 308. The gaming machines 302, 304, 306 and the game unit 308 communicate via
respective network interfaces provided on the gaming machines and the game unit.
The gaming machines 302, 304, 306 may be implemented in a variety of different
ways. For example, one or more of the gaming machines 302 are implemented as
physical gaming machines such as arcade gaming machines, slot machines,



I npl emented as virtual gam ng machi nes on desktop devices. One or nore
ot her gam ng nmachi nes 306 are i nplenented as virtual gam ng machi nes on
port abl e wendhal7gsodevi ces such as nobi | e phones, Per sonwrelr/sB2gistoads94
Assistants (PDAs) or the like. The virtual gam ng nachi nes 304, 306 may be
i npl emented via the Internet, interactive TV or other service networks. The
coupling between the gane unit 308 and the respective gam ng nmachi nes 302,
304, 306 may be inplenented in a vari 8y of different ways, including via
the Intern

ele

I ] 308
conprise§ aE'BQ@faﬂl%él'ﬁg %‘8‘% S%rgﬂﬁorﬂ'vgdéfﬁ’%?%w%%%w ﬁ’ga@‘ﬂi%ér?%‘fﬁéﬂt gane
and ot heimplefrentesat agnirtsxabganmg' miachimes$ iomndeskeog dgyices; Ohe or esqgrecdthere gam ng

i . t Ll Se essor
312 coup RN, MaEnadaae, Bl Mitermbheel ARt et SRFe Sy bR
peri odi ¢ hendheiddiewices rsudgssandbm\alnmiesg F;arskm]i Digital agselstanm (FfmAs)re?] pective
e
gani ng W%@Ehé%ﬁaﬁggﬁmlﬁoﬁacﬁﬁeﬁg Qnsdwgw%eg@g%hgfggeﬂ i€ §intethd:

dat abase 31 am ng rrac I'nes conprises an
ext er nal ijeraetivedM erthri spoice(etyrkerdde! eoupting bgtwe@a the gameosind08ard machi ne

usage qu%é’résb@éﬂv%*b”enﬂﬁ&‘?né&ﬂﬁes% 359%6@%%%&1&9@%%9% vt f}ggf status

of the gam ng nachine and for transmtting a nmachine usage res e to the
dat abase dffet@ntyrayg HeclyaiRg visihe Infemnet s via athep Wi Ed%W'r?!?és\V‘ieM gam ng
machi nes 304, 306, the EGP nodul e may be inplenented as a software

appl i@;ttion i tall ed qn_ the r\qam ng nmachi nes. The software application can

be doWnl oaded TDF MR t3fecamrrsesct dalrRass 17 f%é&"’}gr@?a%’cf%ﬁu?tﬁ@ gani ng
nmachi nes anAegefrhl Ngariie amd aith@t iicormeationheluBer ad Nafdnayed SidahtdyiRy atHeng at

t he respectiv am n n 6 etransmttedtothe
uni t 308 EV 9%‘“3&?@\1}% f@?@gaﬁe%%sf é‘F@eEﬁé § IPTMaHEY éogr%""iﬂrﬁ’??ﬁg at t he
gani ng rmc:h:eesm wcou’&ﬂdd t3 Bite diatabiabe 31®Efwcziohd6cm~@t mr&(temaegémest gr g

i r t he, external ,ganme cap be awarded to
S rars. Seligdle o} tont it AGS ARG Prib it Bn 8B GaPPEL Doct | ve
machithe owmhimes @Q@oﬁf&% $08 nksedtdmnethe infomodtionf stored ip thecaetaibaseS3A M.

Each of the gaming machines 302, 304, 306 comprises an external game
participation (EGP) module configured for receiving a machine usage query from the
game unit 308; for determining a machine usage status of the gaming machine and

20 for transmitting a machine usage response to the database 310 of the game unit
308. For example, for the virtual gaming machines 304, 306, the EGP module may
be implemented as a software application installed on the gaming machines. The
software application can be downloaded via the respective network interfaces
provided on the gaming machines. Accordingly, information on whether the players

25 are playing at the respective gaming machines 302, 304, 306 are transmitted to the
game unit 308. Thus, the game unit 308 registers that players are playing at the
gaming machines 302, 304, 306 via the respective network interfaces or
communication links. Prizes awarded by the external game can be awarded to
players on the respective gaming machines 302, 304, 306 based on respective

30  machine usage responses under the control of the processor 312.

The processor 312 awards the prizes based on results of the external game
and independent of the entertainment games implemented on the respective gaming
machines 302, 304, 306. The external game can be implemented as or based on a



The processor 312 awards the prizes based on results of the external ganme
and i ndependent of the entertai nnent ganes inplenented on the respective
gam ng mewbi2ne78®2, 304, 306. The external gane can bePCESGeosd@d4 as or
based on adraw e.g. lottery draw executed by the processor 312. It will be
appreci ated that the external gane system 300 thus provides a distributed
external gam ng environnent with a centralized external ganme database for
conducting an external gane and amardﬂﬁg prizes to players on the
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400 for illustrating a rrethog of executing a distributed gane in a network

of two oRWaEsHiRg gEzASHg RiaKeRs AR dhe resRPCtvRAANIRD BIRSHINERSRE. 3Ot 0Fep 402, a
comugi cation link fromeach gam ng machine to an external game server is
established. At step 404, at each am'sn&Emachi_ne, a machi ne usage query is

recei ved fronit K& 3BQVEr$@MRYE FEbod £ 19FMIRe Sackings arg SreC PR3 pat i on
(EGP) no@king-linkéd & &Rafiibserddr s?amh. Al88] the exasipleiembedifRety are desagsedst at us
of the gam ng nachi %a Iﬁﬁget erm neq.usi g% thea!%Gﬁyrrrgdul e At step 408, at
ea;:h galmf"‘ﬁé‘a grnere e | ﬂfﬁ@ggg% %dsell Siﬁ% |§ 9 géﬁﬁfrﬁddto theI
external gane server using the nodul e The above descri bed exanpl e
enbogj,nent s be ,i.opl e t .of ' ' that i
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schemat i eateryal sgpame senveri guestablishede At ostpit404, rasdeach §amirgn mashierar®pl e

and o RoaERR LUy B R RBE R S o e e By R AT e
nunbdp ofgame participation (EGP) module. At step 406, at each gaming machine, a machine
usage status of the gaming machine is determined using the EGP module. At step
408, at each gaming machine, a machine usage response is transmitted to the
external game server using the EGP moduie

20 The above described example embodiments may be implemented on any
form of device or machine that is a computer controlled gaming machine. They may
be implemented as software, such as a computer program being executed within the
gaming machine, and instructing the gaming machine to conduct the gaming
process of the example embodiments.

25

The gaming machine may comprise a computer module 502, schematically
shown in Figure 5. The computer module 502 in an example implementation
includes a processor 504, a Random Access Memory (RAM) 506 and a Read Only
Memory (ROM) 508. The computer module 502 also includes a number of

30 Input/Output (I/0O) interfaces, for example 1/O interface 510 to a display 512.

The components of the computer module 502 typically communicate via an
interconnected bus 514 and in a manner known to the person skilied in the relevant
art.



I nput/Qutput (I/0O interfaces, for exanple I/Ointerface 510 to a display
512. The conponents of the conputer nodule 502 typically conmunicate via an
i nt er connwotzet)/u®3514 and in a manner known to the per ®om/ssrodsioedsos n t he
rel evant art.The application programis typically supplied to the operator
of the gam ng machi ne encoded on a data storage nedi um such as a CD- ROM or
a flash nenory nodul e such as a mem)ré card/stick and read utilizing a
correspondi ng data storage nedi um dri @ of a data storage device 516. The
application programis read and controlled in its execution by the
processor 504, Internedi ate storage of program data nmay be acconplished

usi ng RAM 506ThFia@E’f"éat'G‘(‘aBr°9r§”h'ssgflﬁ?&?ﬁ¥ iSEPPIISd toi & QnesdterRf the aamingti ng a
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a schemati c Lereon vi ew di a})gr am i | gustra%é n@_ t he renovabl e card reader 600.
The car d MELFTUBRS 2 BIFHION Edistick agd e LB 3, curaspopdingidatp siPrassi t 604,
a nets\ormédmmlra‘riaee:f@r ﬂmme@gerdmﬁd gﬁ@GThéiaﬁﬁlr&ﬁMﬁ (aaaég&b?hse reed g 608 and
a processi at .610 having installed there an _externa me

Dot o papnEpIRE et el B8 fee<isat BE4 cBfbRaRiG Stitees B8 Ppwsemssor
circuit datmagbeaacéppplisbat usingFHaiFoec | ntegrated Circuit (ASIC) or a

dedi cated chip such as an ASIC chip. The card reading circuit 604 conprises
a card reading processor 612 and a card sensor 614. The conponents of the
renovabl e car Higuea®éa) 80D schematic top wiew diaguam lilluststing @. repidab@lBardThe EGP

modul§ CADLRPEBD sk iflan Rk@hoIPAMbEaiRht | b) it A dnthaflk SBRAVENO
results g% t ﬁe_ext er_snall algar’r‘e gn g“sc?'@ﬁe%t'(@%%}?%) 'E%%%?‘gg%?’% g‘)’%w Fi gure
2) of theiageam ilystiaiing the rempeatle card reader6®00 further conprises a LCD
di spl ay 622, speakers 624, 626 and a wirel ess comuni cati on nodul e 628. The
EGP nodul e is_configured for receiving a machi ne usage query from an
external gane T88 o6t eape SQMemprisfsR CardnetilRe asd eeasting disculib0de gani ng
nmachi ne aggvdriefintbFfadts Bt cbhidbtér PBE BOBE U ARERr/ASRBESE rheudid Bo8x4Rl gal gane
server.
? é processing slot 610 having installed thereon an external game participation (EGP)
module. The EGP module can be a dedicated processor circuit such as an
Application Specific integrated Circuit (ASIC) or a dedicated chip such as an ASIC
chip. The card reading circuit 604 comprises a card reading processor 612 and a
card sensor 614. The components of the removable card reader 600 communicate
.20 viabus lines e.g. 616, 618. The EGP module can comprise a display module 620 for
facilitating displaying results of the external game on a screen (compare LCD screen
202 of Figure 2) of the gaming machine. The card reader 600 further comprises a

LCD display 622, speakers 624, 626 and a wireless communication module 628.

25 The EGP module is configured for receiving a machine usage query from an
external game server; for determining a machine usage status of the gaming
machine and for transmitting a machine usage response to the external game
server.

30 The card slot 602 is configured to receive game cards or stored-value cards.
The card slot 602 can comprise, but is not limited to, a magnetic swipe unit for
reading magnetic cards. The card reading circuit 604 enables reading and writing of
the game cards or stored value cards. The connector port 606 enables the
removable card reader 600 to be connected to an electronic device such as a



The card slot 602 is configured to receive ganme cards or stored-val ue
cards. The card slot 602 can conprise, but is not limted to, a nagnetic
swi pe uniwof2oro/a7e@di ng magneti c cards. The card readi ngPcCIrsGaids/ 06044 enabl es
reading and witing of the gane cards or stored val ue cards. The connector
port 606 enables the renovable card reader 600 to be connected to an

el ectroni c device such as agam ng nmachi ne. The port 606 can be in the form
of a serial port or a paraIIeI port 021a USB port The port 606 can
conprise fir tion
COTBr S oA AbcRATTHAL 63K 508 ot S lne Bl ST LTINS, SRRILIRLES

est abl i shi P nmlmﬁ]?nﬂ cpnﬂl &06] cak camprize ex ffiestnedmyanicater veemethdor
meno! v/ dgkaRsing A ke datioR” B 481 the! gahRd MHalfihe' IR4 | 9N sQlordata for

use by the conpo ents 0 e car reader e card sensor
pr ovi ded cPEMUsésadiph ¢lemnenttfer esfabliishingca camenunicatiopdinkdp dlee extethal gaimeser t ed

into ghe sgakH ﬁ'le%eﬁ@&/déligﬁaéeQQo&hlé @b§¥s Bﬁ)%lde%l fBF Q\Sgﬁi%f%trgh oPLg¥ ng

i nformati on such as results of an external game con he ext er nal

gane ser Jruseintheifgmponanis ofithe pardfeaderfGthdine cadrsengorié l@afﬁvﬁ@dmachl ne

and avai r&bé,easm\grwnaﬁeda arref catd rz:lr%y&éd-vzhue S8 3 RisBribed fhto @r?eﬁc%esrar ovi ded
for out pﬁﬂé _{n}(\;%‘] |c and sound fects corresponding to
n

entert ai G‘Fplﬁh§2§dﬁ1pﬁ%"'qﬁ&fﬂr fisplaig inferaation SHS'r‘rﬁﬁrfF‘%ldisl @n nodul e

628 corrplanseaembegbﬁenwndebfeeuw lthe te&tgrnéaaghrﬁeaé@r@rcwrﬁﬁg Bints SR/
readr exa W rel ess mruni cati.on nodul e an enabl e

raa 402 SRBEREaR SR P tag (BT TR B Ay AP Tt Sredis of  Blayer
comuni ¢ TheospeakeiE) 624, 626 agarmomae@l forl Butpulittig WsEs and/B6 tseand @fffeceser ti ng

ta.th d t 60 I hol d th dat th
Wi rol 6o CRBRHRER ool 5Bt B BT e SR 6 SE0ES BRI o267 SHEo e card
reader 660mmuNiEAtion ohaellld N628& scmm’se‘si @tedirpnichecircaity rtkatdicag @hablessor
612. It skill t
Vari at| ogehiasdhRs T AR P bdtnBE! BaRSESs Skt ibal R Fentdlh o
showitSi nenables ﬁ%ﬁﬁit{o | EF%WBOGU niﬂensﬁmtlornomlRFﬂls)paJWmmgmcatmrm tdre reyar-field or
scope of cBﬁ'\?nd ?@rt@ O%é”\%/ F%Sﬁ{btﬁgpwomemg{eea%e&tms@m%dé gERES are.

t her ef or e, ere respects t
card mto the card slot 602, a player can hold the game card at the wireless

communication module 628 for contactless communication. The card reader 600 is
controlled in its execution by the card reading processor 612.
20
It will be appreciated by a person skilled in the art that numerous variations
and/or modifications may be made to the present invention as shown in the specific
embodiments without departing from the spirit or scope of the invention as broadly
described. The present embodiments are, therefore, to be considered in all respects to
25  be illustrative and not restrictive.

For example, in the example embodiments, activation of the external game is
described to occur at periodic intervals. However, the activation can also be carried
out at random timings. For random activation, for example, the external game server

30 or unit or processing module may comprise a processor that generates a random
number and compares the random number to a list of pre-determined numbers. If
the random number appears on the list, the externai game activation command is
generated.



be illustrative and not restrictive. For exanple, in the exanple

enbodi nents, activation of the external gane is described to occur at

peri odi c wotermaies However, the activation can al so bepcarsGzes/ o4 at
randomtim ngs. For random activation, for exanple, the external gane
server or unit or processing nodule may conprise a processor that generates
a random nunber ‘and conpares the random nunber to a list of pre-determ ned
nunbers. |f the random nunber appears28n the list, the external gane
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furtAér Encotsalrgpme servareomyami. dtgwill be apprecnated that the link is not limited to a
physical cable link and can include a wireless link.

Further, the link in the example embodiments is described to be between a

game server or unit and a gaming machine. However, it will be appreciated that the

20 example embodiments are not limited as such and can be modified to include a link
directly from the game server or unit to the EGP module for determining whether a
player is playing at a gaming machine (ie. without further processing via the gaming

machine).

25 Further, the external game is not limited to a draw game but can include e.g.
any game of chance or game of skill that can provide the player with additional
entertainment and is independent of the entertainment game played at the gaming
machine.

30 In addition, the prizes awarded by winning the external game are not limited to

credits and can include game points, loyalty points etc.

The gaming machines may be implemented as physical or virtual gaming
machines, such as via the Internet, interactive TV, Local Area Network (LAN)-based or



machine). Further, the external gane is not limted to a draw gane but can
i nclude e.g. any gane of chance or gane of skill that can provide the

pl ayer wiwb 2atdi7idgoenal entertai nment and i s i ndependent pofi/siGh@s/000494
entertai nment gane played at the gam ng machine. In addition, the prizes
awar ded by wi nning the external gane are not |limted to credits and can

i ncl ude gane points, loyalty points etc. The gam ng nachi nes nay be

i npl enented as physical or virtual gazd ng nachi nes, such as via the

Internet, interactive TV, Local Area Network (LAN)-based %{1 Ber service
net wor ksotheheervice natuorksa khe yirtal gamieg Maghinge mayecmalamnayt &%k 8p

devi ces @évud%@rérabér%biéeaé\ﬁ&% FbO Gadmgl ﬂh@crﬁlﬁé‘dﬁim@émemh eReptyeidaingaringsi cal
gam ng machi nes, althou%élpt ouch screen keys have, been descyri bed I{’}'Ft he

exanpl e BABYAESeAlROUIR: FEh 876N JFeYSsfia ageer?ec‘?‘?éﬁ” 4 kePE §FBRIFI / push
handl es %Mo@h&ﬁtsb&haﬁﬁﬁuét&swuab{ ab eedpanieal I@stoalpnm’dusmhadesgaay agonachi ne.

Furt her I tho h the am n Chl ne. i.s scri bed generally as
i mpl émng? H@edgtﬁ Pay 8‘? AR %ﬂ@“’@ﬁf‘éﬁc?'g\ennent gane canyt ake

different forns and graphi cal represent ations of ganes including, but not

limted to, bl.e ganes,,.car anes, .n [ anes S dal
games, rederrp'[élﬁ"g‘ﬁa 'gg'ﬁesam'{?é'ﬁ'&l% "émJR"ea ﬁmg gganege&%ésolt gé?h%Pé?@ agemjsen"ent
ganes et impleriérdingi amnentertairondsit rgameotm erﬂqrtaimmenttgamgbm takel dlﬁf?rQﬂt farmsent gane

rul es. Qnaag%f)h %Inreg}egeptg‘t? r@%?%egﬁ§%cj|% ot Bgtﬁm’ﬁ;]éar{l?' t%b@{&é?r% sp s that

t he wi nners ternal are noti W n v aying the
Wi n IQ)cagamesatnuﬂmrdlgameaysmseme%fm?ﬂd gm?ﬁac@ﬁﬂép’@@nﬁmem s or the

di spl ay g,hgf%egf i, f 59@%&6‘%@@&#&39&@ete*omewnmg Eorbinbtidie

appreci a hat t ation nis not limted as such and can
i ncl ude owhalsofhsrgpyemed hydiffefephgansarulesich as the external gane server
di spl aying wi nners of the external gane on a central | zed display (e.g. a

| arge LCD or Edasma display in an entertai nnent co g CLAIMS 1. A gam ng
machi ne adapt an{'}'qneéﬁaﬁBe?’bd%??”E% BrihgIegaREe Yrp pentd inat the winers

15  of the external game are notified of the win via displaying the win locally at the display
screens of the respective gaming machines or the display screens of the respective card
readers. However, it will be appreciated that the notification of the win is not limited as
such and can include other forms of notification, such as the external game server
displaying winners of the external game on a centralized display (e.g. a large LCD or

20 plasma display in an entertainment complex).



i npl enenting an external gane, the gam ng nmachi ne conprising, a network
interface for establishing a conmunication link to the external gane
server; amoextoar’Tm@B game partici pation (EGP) nodul e conPChsGeasioor494
receiving a machi ne usage query fromthe external gane server; for

determ ning a machi ne usage status of the gam ng nachi ne and for
transmtting a machi ne usage response to the external gane server. 2. The
ganming machine as claimed in claimi1,24herein results of the external gane
are indeﬁ nﬂ)zgt of an entertai nnment game executed by the gam ng nmachine. 3.
The gam EA hine as clainmed in clains 1 or 2, wherein the EGP nodul e
determ nes a nmachi ne usage status of the gam ng machi ne based on

determ ning a, presgnce .of a i ' j-ng
machi ne as cl &i me igr?"g?%i%&iﬂ%? a%tgc\}\ﬁgrrgfﬁﬂﬁtecr E%%%rr%raéﬁ %Jlﬂgt%?vrgrnes a
machi ne ingAgeestirat arsextérahgamentheg@aming mashipeempsisinget er m ni ng whet her an
ent erd ai NNt , GRS ALAGE Yor [dLiddientig MniFRGHARn fink 18 o@Hidaimchi ne
as clfainmed in"any one 0 e precedl ng=cl al ns, erei n the nmachi ne usage
responsegamapseivess an identification indicia of the gam ng nmachine. 6. The

gam ng machi ng, a54&ha Hgﬂﬁgg?@g%sf@&? (E&R hﬁo@tﬁl@cé‘cgﬂﬁggi_réa' forMeceiiRr gi n the

EGP nodul e conprises a hardware unit. 7. The gam ng nmachi ne as
cl ai med mackingi yaage quesy &iom thee exigheali9Ame SRYEHWRF CetRIMINIEY FHMashigean
APPLi Cat |, 04pe 08l ok thel GUrRilohshifd adidr teASRinga nidthireAiaye agsdnsae as
clained 1n"any one of Clains 1 to 5, wherein the EGP nodule is inplenented
as al&of tafheEXignaliogme ¥Hvémst al | ed on the ganing machine. 9 . The ganing
machine as clained in claim8, wherein the software application is
downl oaded via the_network interface. . . . :

2. The gaming machine as claimed in claim 1, wherein results of the

external game are independent of an entertainment game executed by the gaming

machine.
15
3. The gaming machine as claimed in claims 1 or 2, wherein the EGP
module determines a machine usage status of the gaming machine based on
determining a presence of a game card in a card reader.
20 4, The gaming-machine as claimed in claims 1 or 2, wherein the EGP

moduie determines a machine usage status of the gaming machine based on

determining whether an entertainment game is ongoing in the gaming machine.

5. The gaming machine as claimed in any one of the preceding claims,
25 wherein the machine usage response comprises an identification indicia of the

gaming machine.

6. The gaming machine as claimed in any one of the preceding claims,
wherein the EGP module comprises a functional hardware unit.

30
7. The gaming machine as claimed in claim 6, wherein the functional

hardware unit comprises an Application Specific Integrated Circuit (ASIC).



10. The gam ng machine as clainmed in any one of the preceding clains,
wherein the EGP nodule further conprises a display nodule for displaying
resul ts oWotom/@xdosr nal gane on a screen of the gam ng mrackicnes/oddsos The
gam ng machine as clainmed in any one of the preceding clains, wherein the
gam ng machine is one selected froma group consisting of an arcade gam ng
machi ne, a slot machine and an el ectronic gam ng table. 12. The gam ng
machine as clained in any one of claim@ 1 to 10, wherein the gam ng nachi ne
is in the for? of ?ﬂhhandhel d cgm‘mni catiocgs devi ce. ]'3,. A neéwork system
for distribut& garifigaMPE MArONEASIRTITSINAY AiF e5@@Msal IQanwhe@in er
connect edh¢ EGP netduter is ifnplenhemésaierd sofgvare applieatival ingtadd oh Wee ganiiiy €

gam ng ”%%Ehﬂfes connected to the network, each gam ng nachi ne conprising, a
network interrace for establishing a communication link to an external gane
server; an external ganme participation (EGP) nodul e configured for

recei ¥i ng a hi n S . er a server; tor
ot or 5 ni'ng o mcni e Gand athihe 4 LammEL AT BXHRRETL I jegpare
t ransmi t BPRECAIORdT ApwrRloadet¢a thes petwork interfdte. ext ernal gane server. 14. The
systemas clainmed in claim13, wherein the external ganme server is

configured to send_respective nmachi ne usage queries to the gam ng machi nes

of the networ KOr ecdh§ @aming arachine ameln isageone ohthesprecediogndaimsgani ng
machi nes wiferdil @hd B FEdURX RFMEL cAmPRRSES i ﬂBd&!Q%ﬁéi&Efagﬁ’xlg (daffk based

on the received machi ne usage responses; and determ ne on nore w nners
of tAE e gﬁ%ﬁ‘”@é‘r@'ﬁ%%& e the gaming machine.

11. The gaming machine as claimed in any one of the preceding claims,
wherein the gaming machine is one selected from a group consisting of an arcade
‘gaming machine, a slot machine and an electronic gaming table.

15 ‘

12. The gaming machine as claimed in any one of claims 1 to 10, wherein

the gaming machine is in the form of a handheld communications device.

13. A network system for distributed gaming, the system comprising,
20 an external game server connected to a network for impiementing an
external game;
two or more gaming machines connected to the network, each gaming
machine comprising,
a network interface for establishing a communication link to an
25 external game server;
an external game participation (EGP) module configured for receiving
a machine usage query from the external game server; for determining a
machine usage status of the gaming machine and for transmitting a machine
usage response to the external game server.
30
14. The system as claimed in claim 13, wherein the external game server
is configured to
send respective machine usage queries to the gaming machines of the
network;



processing. 15. The systemas clainmed in claim 13, wherein the external
gane server is configured to execute the external ganme based on the two or
nore gamwg 20ne0ieyes to sel ect one or nore gam ng machi resSGaasdos@spect i ve
machi ne usage queries to the selected one or nore gam ng nachi nes; receive
respective machi ne usage responses fromthe sel ected one or nore gam ng
machi nes; and determ ning one or nore winners of the external gane based on
t he recei ved machi ne usage responses. 266. The system as clainmed in any one
of clainms 13 to 1

' \/56a wherein for. each %arri ng rr%&hi ne, results of the
external gane areq FERpENGHRCPE XRaQH fRSACHPRREAM RRgINeRH sy Ok he
gam ng ndbénetworkt7. The systemas clainmed in any one of clains 13 to 16,
wherein for a i chine, the EGP nodyl e determ nes a
machi ne usageteé%‘gﬁ%tsa %@%%?%%t%eg}gaﬁl F8MSRRedeD ﬁ@tr&cﬁ’i"ﬁ? MPANSr esence
of a ganasgge tespansescand reader. 18. The systemas clainmed in any one of
cl ai 13 to rej r I o] ] chi ne,, the EGP . nodul e
dete?ﬁi nes a #gtcemmri:‘% S’Igggfgpsrpgﬁeusvﬁ @?ér? hgpgtg%in%)gg%ggkégr@e b%assgg gp the
det er m niPARFERABEher an entertai nnent ganme is ongoing in the gam ng
machi ne. 19. The systemas clainmed in any one of clains 13 to 18, wherein
for each gam ng machi ne, the nmachi ne usage response conprises an
i denti fi cati od®i ndiTB¢ gYefem aeclgimachig orith] hevherein tie @xteyral gamessarvari ned i n
any one o cafiglieitd3 to 19, wherein for at |east one gam ng nachine, the
EGP npdul e conprises a functional hardware unit. 2 1. The system as cl ai ned
in cl'dim 20, GKEUS e REtermal gamenbasad erike Bvo or more gaming machines to

select one or more gaming machines;
send respective machine usage queries to the selected one or more gaming
machines; |
receive respective machine usage responses from the selected one or more
15 gaming machines; and v
determining one or more winners of the external game based on the received
machine usage responses.

16. The system as claimed in any one of claims 13 to. 15, wherein for
20 each gaming machine, results of the external game are indeperident of an
entertainment game executed by the gaming machine.

17.  The system as claimed in any one of claims 13 to 16, wherein for at

least one gaming machine, the EGP module determines a machine usage status of

25 the gaming machine based on determining a presence of a game card in a card
reader.

18.  The system as claimed in any one of claims 13 to 16, wherein for at

least one gaming machine, the EGP module determines a machine usage status of

30 the gaming machine based on determining whether an entertainment game is
ongoing in the gaming machine.



unit conprises an Application Specific Integrated GCrcuit (ASIC). 22. The
systemas clained in any one of clains 13 to 19, wherein for at |east one
gam ng nmewbiom/o7idee EGP nodul e is inplenmented as a sof t merscamslobe@ii on
installed on the gam ng machi ne. 23. The systemas clained in claim22,
wherein the software application is downl oaded via the network interface.
24. The systemas clained in any one of clainms 13 to 23, wherein for each
gam ng nmachi ne, the EGP nodul e further27corrpri ses a display nodule for

di splaying resuglts xternal gane on a screen t nm _ng machi ne.
25 P Tha syst entas a1 AET A FeRoRCEn PP & ARS8 NSRBI IR o
more of teAehgaming madhlnenetbmmasmheatsegefrespmnsegcmpnsasnam dtientdicatioran

ar cade 9%1&90% n rrachi ne and an el ectronic gam ng table. 26.
The system as clal ?n any one of clainms 13 to 24, wherein one or nore of

the gam ng machines is in the formof a handheld comuni cati ons device. 27.

An exgernal ga@e SEhY& sl af RIMHRES 'upgn)t/ %n@d? é’ﬂﬂékwct r%rrelm&ealgam ng

machi nes, the ganme server conprising, network 1 nter or sendr ng
respecti \l%aﬁ‘rﬁﬁﬁ Pamingmgehinedhe ESR G'OQH'@ QPAMRTISGS ﬁé@mtwegl hﬁrd‘{VH@ wrét wor k and
for receiving respective machi ne usage responses fromthe gam ng nachi nes
of the network; anda processor for executing an external gane based on

recei ved machPie udBgSYsieshansiaimeddn ciaip 20 wheseip e fupstienali hasdware cl ai m

27, wher el cohripeOE 2pPlicatibs SHEEiis IntEgraet ®Rdit (agiEy. f ace to send
respﬁétl ve machine usage queries to the gam ng machines of the network and

t he twork interface to receive respective nachi ne usage responses from
t he gam ng nma@Ri neThefsystem aet:mﬁdsd iraagy bhe dpcRAS IBItod, wnéréiﬁ&ofoae or

i f th t t hi
of the iR SeE G r BoPen B e VBRI ABPEERgIAT dpdngetare

application installed on the gaming machlne

15 23.  The system as claimed in claim 22, wherein the software application is
downioaded via the network interface.’

24. The system as claimed in any one of claims 13 to 23, wherein for
each gaming machine, the EGP module further comprises a display module for
20 displaying results of the external game on a screen of the gaming machine.

25. The system as claimed in any one of claims 13 to 24, wherein one or
more of the gaming machines is selected from a group consisting of an arcade
gaming machine, a slot machine and an electronic gaming table.

25

26. The system as claimed in any one of claims 13 to 24, wherein one or

more of the gaming machines is in the form of a handheld communications device.

27.  An external game server for connecting to a network of two or more
30 gaming machines, the game server comprising,
a network interface for sending respective machine usage queries to the
gaming machines of the network and for receiving respective machine usage
responses from the gaming machines of the network; and



29. The gane server as clainmed in claim27, wherein the processor executes
the external ganme and sel ects one or nore gam ng machi nes from anongst the
two or nowe 2gmmi7n@3nachi nes of the network; and the proeessorodsnsimucts the
network interface to send respective nachi ne usage queries to the sel ected
one or nore gam ng nmachines and the network interface to receive respective
machi ne usage responses fromthe sel ected one or nore gam ng machi nes; and
the processor deternines one or nore #Bnners of the external gane from

anongst the sgl ; ' | i ' .positive
machigne usagesr@?%%%gg%%%%eimégr%?%{a%gﬁo %Ie%sygrgﬁcg%ﬁ\lﬁr?gﬁ%gﬂg%gam ng
machi ne, UBREE BPENTRSader nodul e conprising, a first conmunication el enent
for establishing a conmunication link to the gam ng nachine; a second
comuni cation_el engnt for establishing a communication |ink to an external
game server; &b ex{B® @AMy SHRE/9HAT CEIPaE i iBnclainGr7, whrIEle thenPrapesser f or

(r]I ecei §i ngws&ua@cﬂnbn?ewsﬂgﬁsta%%yttof §éH6} Fﬁemm%hi&ggﬂ%%eg%&rgoifO{he

eterm ni_ng.a machi ne ysage status o e gam : _

transni tsﬁﬁg“ga"}?& WPﬁé#Jegg@tW%p%ﬂ?s@et BEWoEk iNtEERGRaIC HRAPYESEOBHRFVS 1. The
card r eadechimed usayed fespofse Gron tifd YaMin® madiih& bf the rdwéerk; GRANIHAI cati on
el ement and the cond conmmuni cation el ement are integrated via a network

i nterfac@ o525 THoRP 7€ eXBRMR Ve 8f B8RPy aadomamongst@itk of two
or nore gamong gamaiy mashinédof thet remokompith providedea ipabitive matgird usage

comi cpég’ gnséi nk from each gam ng machine to an external gane server; and
at each gal% ng nmachi ne, receiving a nmachi ne usage query fromthe external
ganme server using an external gane participation (EGP) nodul e;

29. The game server as claimed in claim 27, wherein the processor
executes the external game and selects one or more gaming machines from
amongst the two or more gaming machines of the network; and the processor

15 instructs the network interface to send respective machine usage queries to the
selected one or more gaming machines and the network interface to receive
respective machine usage responses from the selected one or more gaming
machines; and the processor determines one or more winners of the external game
from amongst the selected one or more gaming machines which provided a positive

20 machine usage response.

30. A card reader module for coupling to a gaming machine, the card
reader module comprising,
a first communication element for establishing a communication link to the
25 gaming machine;
a second communication element for establishing a communication link to an
external game server;
an external game participation (EGP) module configured for receiving a
machine usage query from the external game server; for determining a machine
30 usage status of the gaming machine and for transmitting a machine usage response
to the external game server.



determ ning a nmachi ne usage status of the gam ng nmachi ne using the EGP
nodul e; and transmtting a nachi ne usage response to the external gane
server uswA@otmg1®&P nodul e. 33. The nethod as cl ai ned PETESIGAN0S108¢94 wher ei n
results of the distributed gane are independent of an entertai nment gane
executed by each gam ng nmachine. 34. The nethod as clainmed in clains 32 or
33, wherein the determning a machi ne_usage status is based on determ ning
a presence of a ganme card in a card ré8der. 35. The nethod as clained in
claims 32 or 33, Whes ehpy rrgfdetﬁ%samném;ﬁnaaqh'aanv%agewﬁ}éﬁL{ﬁe'fﬁstbased on
det ermi ni ng whet her an entertai nment game IS ongoing in am ng machi ne.
36. The RRTABHICEYOR Plgmestand thmsecond Canremrmaf@n@zements%e 'r\vtﬁgrlaéedqwa Re
machi ne Hefdek (MeseRse conprises an identification indicia of the gam ng
machi ne. 37. The nethod as claimed in any one of clainms 32 to 36, wherein
for at |east one gam ng machi ne, the EGP nodul e conprises a functional
har dvgr e unit 338. Aheethed Bf)éb(e'i:%tlﬁé al difflbited Yatend netWoek 6f ol draméranct i onal
hardware _unit conpris Application Specific Integrated Grcuit (ASIC).
39. The ARTHEMA %?saa"f?e FethPdAQNRSISN%Gf clains 32 to 36, wherein for at
| east one ganéstgbli‘m&igl élecmtﬁlmldéﬁBnrmElliﬂoﬁ) each gamigembctin@lo ansxtdrngr e
applicati orr% |Sn§\;teal 'Wdt 6 am n? machi ne. 40. The nethod as clained in
cIa|m39 aNFSreIsh TN SEFY R4 MB&%tion is downl oaded via the
COITITUI’II cation | i nkrecdivihg aTdmachraemsdgaquetya‘rcrmdwe‘ axtemal gameckenarasimg 32 to
rther c t t he external gane on a screen
of eja(?:]h gam ngﬁgn%{gﬁ{anga'q%?%%&%&(ﬁod éﬁoclal med in any one of clainms 32
to 41, wherei n onedaetermining a machine usage status of the gaming machine using the

EGP module; and
transmitting a machine usage response to the external game server
using the EGP module.

15
33. The method as claimed in claim 32, wherein results of the distributed
game are independent of an entertainment game executed by each gaming
machine.
20 34, The method as claimed in claims 32 or 33, wherein the determining a

machine usage status is based on determining a presence of a game card in a card

reader.

35. The method as claimed in claims 32 or 33, wherein the determining a
25 machine usage status is based on determining whether an entertainment game is
ongoing in the gaming machine.

36. The method as claimed in any one of claims 32 to 35, wherein the
machine usage response comprises an identification indicia of the gaming machine.
30
37. The method as claimed in any one of claims 32 to 36, wherein for at
least one gaming machine, the EGP module comprises a functional hardware unit.



nore of the gam ng machines is selected froma group consisting of an
arcade gam ng machine, a slot machine and an el ectronic gam ng table. 43.
The net howloasioal7aéoaed i n any one of clainms 32 to 41, wheceiSc2as®o®w4 nor e of
the gam ng machines is in the formof a handheld communi cati ons device. 44.
A conputer readabl e data storage nedi um having stored thereon conputer code
means for instructing a conputer procgésor of a gam ng machine to execute a
nmet hod of participating in a distributed game in a network of two or nore

gam ng machi ngg, thee AREtAGE as AEHES i Biairf W78 NHePdlh M8 furfzBBMaI Hafd@lar@n | i nk
fromthe gam ng machine to an_external gane_server: and receiving a machine

usage quifiyCcPMBrsasRN ARplicatiaN Spasitc disarated sirawt (ARIGxt er nal gane
participation (EGP) nodul e; determ ning a nmachi ne usage status of the

gam ng nachi ng_usi t he E dul e; and trapsm.tti machi ne usage

response to tﬁ% ex?’g‘? H%ﬁth%‘fg%rg%@?%‘gf“ 8ayY Rpet é%sﬁgaﬁse.‘”i‘@fe'%f@oﬁput er

readad| eledat anst gamyey MracHima, hthel EGRtrabeulet Reimpleneatgautaer ac ssfevareans f or

i nstructing. a cong t"e(rj(?;%rﬁcessor of .an external game server to execute a
IPRERISE gRd

met hod ofPREEHLR ¢ OBTNGI"3HM®® i n a network of two or more ganing

machi nes, the nmethod conprising, establishing a communication link to each

gam ng machi ng~fr A r. 1 {tdn chine usage
query fromt hgo‘ext?gpf'éna e“g‘%;‘}ngé ggawgc?ﬂf%lggwéc ' gg%eﬁ'g%{rrea%%w%e%?f) E%aq'gﬁ

ext er nal isglovwnigagedivia thet gaonmymiGRiontodul e of t he gani ng nachi ne, the EGP
nmoduje being configured to determine a nmachine usage status of the gam ng
machi ne; and receiving machi ne usage responses transmtted to the external
ganme server uél.ng The meibpdcas \laimep ifpany egne of claims 32 to 40, further

comprising displaying results of the external game on a screen of each gaming
machine.

15 42. The method as claimed in any one of claims 32 to 41, wherein one or
more of the gaming machines is selected from a group consisting of an arcade
gaming machine, a siot machine and an electronic gaming table.

43. The method as claimed in any one of claims 32 to 41, wherein one or
20  more of the gaming machines is in the form of a handheld communications device.

44. A computer readable data storage medium having stored thereon
computer code means for instructing a computer processor of a gaming machine to
execute a method of participating in a distributed game in a network of two or more

25 gaming machines, the method comprising,
establishing a communication link from the gaming machine to an external
game server; and
receiving a machine usage query from the external game server using
an external game participation (EGP) module;
30 determining a machine usage status of the gaming machine using the
EGP module; and
transmitting a machine usage response to the external game server
using the EGP module.
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45. A computer readable data storage medium having stored thereon
computer code means for instructing a computer processor of an external game server
to execute a method of executing a distributed game in a network of two or more
gaming machines, the method comprising,

establishing a communication link to each gaming machine from the external
game server;

transmitting machine usage query from the external game server to each
gaming machine using an external game participation (EGP) module of the gaming
machine, the EGP module being configured to determine a machine usage status of
the gaming machine; and

receiving machine usage responses transmitted to the external game server
using the respective EGP modules.



