
WO 2009/134797PCT/US2009/041971 1 FACILITATING GROUP PLAY WITH MULTIPLE GAME
DEVICES CROSS-REFERENCE TO RELATED APPLICATION             This application claims the
benefit of U.S. Patent Application No. 12/112,386 filed April 30, 2008. 5 BACKGROUND Technical
Field              The following description relates generally to the field of game devices, and more
particularly to facilitating group play between multiple networked game devices. 10 Description of the
Related Art              Traditionally, gaming properties have devoted a large percentage of floor space to
game devices. Each game device presents players with individual games of chance, games of skill, or
combinations thereof on which a player may wager. Some game devices present a player of the game
device 15 with games that include group play bonus games. Group play bonus games are triggered,
from time to time, while a player of a game device is playing a primary game provided by the game
device. When a group play bonus game is triggered, a player of the game device that triggered the
bonus game participates in a common game or event with one or more other players playing 20 at
other game devices.             Although such game devices have achieved a certain level of popularity, it
would be desirable to provide improved group play functionality. BRIEF SUMMARY                 In one
embodiment, a computer-implemented method to provide 25 group play with multiple game devices is
described, the method comprising: for 



WO 2009/134797PCT/US2009/041971 2 each of a plurality of game devices, obtaining eligibility
information indicative of at least one characteristic related to a user of the game device; based at least
in part on the obtained eligibility information, determining which of at least some of the plurality of
game devices qualify to participate in a group play event 5 before the group play event is triggered;
based at least in part on a total number of game devices determined to qualify to participate in a group
play event, determining an adjustment to a value that is indicative of a probability of an occurrence of a
group play event, where the adjustment to the value accommodates a variation over time in the total
number of game devices that 10 are determined to qualify to participate in the group play event; and
causing an adjustment of at least one group play event generator based on the determined adjustment
to the value.              In another embodiment, a computer-readable medium is described, whose
contents enable a computing device to provide group play 15 with multiple game devices, by: for each
of a plurality of game devices, obtaining eligibility information indicative of at least one characteristic
related to a user of the game device; based at least in part on the obtained eligibility information,
determining which of at least some of the plurality of game devices qualify to participate in a group
play event before the group play event is 20 triggered; based at least in part on a total number of game
devices determined to qualify to participate in a group play event, determining an adjustment to a
value that is indicative of a probability of an occurrence of a group play event, where the adjustment to
the value accommodates a variation over time in the total number of game devices that are
determined to qualify to participate in the 25 group play event; and causing an adjustment of at least
one group play event generator based on the determined adjustment to the value.              In yet
another embodiment, a computing system configured to provide group play with multiple game devices
comprises: a memory; and a component that is configured to provide group play with multiple game
devices, 30 by: for each of a plurality of game devices, obtaining eligibility information 



WO 2009/134797PCT/US2009/041971 3 indicative of at least one characteristic related to a user of
the game device; based at least in part on the obtained eligibility information, determining which of at
least some of the plurality of game devices qualify to participate in a group play event before the group
play event is triggered; based at least in part on a 5 total number of game devices determined to
qualify to participate in a group play event, determining an adjustment to a value that is indicative of a
probability of an occurrence of a group play event, where the adjustment to the value accommodates a
variation over time in the total number of game devices that are determined to qualify to participate in
the group play event; and causing 10 an adjustment of at least one group play event generator based
on the determined adjustment to the value.              In still another embodiment, a
computer-implemented method to provide group play between multiple game devices that provide
interfaces for users to play primary games, bonus games and group play is described, the 15 method
comprising: for each of a plurality of game devices, obtaining eligibility information indicative of at least
one characteristic related to a user of the game device; based at least in part on the obtained eligibility
information, determining which of at least some of the plurality of game devices qualify to participate in
a group play event before the group play event is triggered; and for each of at 20 least some of the
game devices determined to qualify, initiating the group play event based at least in part on an
outcome of a bonus game occurring.              In another embodiment, a computer-readable medium is
described, whose contents enable a computing device to provide group play between multiple game
devices that provide interfaces for users to play primary 25 games, bonus games and group play, by:
for each of a plurality of game devices, obtaining eligibility information indicative of at least one
characteristic related to a user of the game device; based at least in part on the obtained eligibility
information, determining which of at least some of the plurality of game devices qualify to participate in
a group play event before the group play 30 event is triggered; and for each of at least some of the
game devices  WO 2009/134797PCT/US2009/041971 



4 determined to qualify, initiating the group play event based at least in part on an outcome of a bonus
game occurring.              In yet another embodiment, a computer system configured to provide group
play between multiple game devices that provide interfaces for 5 users to play primary games, bonus
games and group play comprises: a memory; and a component that is configured to provide group
play between multiple game devices, by: for each of a plurality of game devices, obtaining eligibility
information indicative of at least one characteristic related to a user of the game device; based at least
in part on the obtained eligibility information, 10 determining which of at least some of the plurality of
game devices qualify to participate in a group play event before the group play event is triggered; and
for each of at least some of the game devices determined to qualify, initiating the group play event
based at least in part on an outcome of a bonus game occurring. 15 BRIEF DESCRIPTION OF THE
DRAWINGS              In the drawings, identical reference numbers identify similar elements or acts.
The sizes and relative positions of elements in the drawings are not necessarily drawn to scale. For
example, the shapes of various elements and angles are not drawn to scale, and some of these
elements are 20 arbitrarily enlarged and positioned to improve drawing legibility. Further, the particular
shapes of the elements as drawn, are not intended to convey any information regarding the actual
shape of the particular elements, and have been solely selected for ease of recognition in the
drawings. Figure 1 is a is a network diagram illustrating an example 25 embodiment in which game
devices and a Group Play Coordinator interact via a network.              Figures 2A and 2B are
schematic diagrams that illustrate examples of interactions for providing group play with multiple
devices.  WO 2009/134797PCT/US2009/041971 5 



Figure 3 is a block diagram illustrating an example computing system suitable for executing an
embodiment of a software system for providing group play with multiple game devices.
Figure 4 is a flow diagram illustrating an example embodiment of 5 a Group Play Coordinator routine.
Figures 5A and 5B are a flow diagram illustrating an example embodiment of a game device routine.
DETAILED DESCRIPTION In the following description, certain specific details are set forth in 10 order
to provide a thorough understanding of various disclosed embodiments. However, one skilled in the
relevant art will recognize that embodiments may be practiced without one or more of these specific
details, or with other methods, components, materials, etc. In other instances, well-known structures
associated with game devices, networks, integrated circuits, and computing 15 devices have not been
shown or described in detail to avoid unnecessarily obscuring descriptions of the embodiments.
Unless the context requires otherwise, throughout the specification and claims which follow, the word
"comprise" and variations thereof, such as "comprises" and "comprising," are to be construed in an
open, 20inclusive sense, that is, as "including, but not limited to." Reference throughout this
specification to "one embodiment" or "an embodiment" means that a particular feature, structure or
characteristic described in connection with the embodiment is included in at least one embodiment.
Thus, the appearances of the phrases "in one embodiment" or "in 25 an embodiment" in various
places throughout this specification are not necessarily all referring to the same embodiment.
Furthermore, the particular features, structures, or characteristics may be combined in any suitable
manner in one or more embodiments.  WO 2009/134797PCT/US2009/041971 



6 As used in this specification and the appended claims, the singular forms "a," "an," and "the" include
plural referents unless the context clearly dictates otherwise. It should also be noted that the term "or"
is generally employed in its sense including "and/or" unless the context clearly dictates 5 otherwise.
The headings and Abstract of the Disclosure provided herein are for convenience only and do not
interpret the scope or meaning of the embodiments. Techniques are described for, among other
things, providing 10 group play events with multiple networked game devices, each of such group play
events involving participation of one or more game devices that qualify to participate in the group play
event. In some embodiments, such group play events may be initiated by any of one or more game
devices that qualify to participate in the group play events, such that when any one of the one or more
15 qualifying game devices initiates a group play event, all of the one or more qualifying game devices
participate or are invited to participate in the group play event. In particular, in at least some
embodiments, the described techniques include automatically adjusting a likelihood at which a group
play event may be initiated by each of the one or more qualifying game devices, such as to 20
accommodate for a dynamically changing number of game devices that qualify to participate in a
group play event at any given time. For example, a group play event may be initiated as a result of a
probabilistic triggering event generated by any of one or more game devices that qualify to participate
in the group play event, and in some embodiments, a probability of the triggering 25 event being
generated on any of the one or more qualified game devices may be adjusted such that an overall
probability of the one or more qualified game devices participating in the group play event remains
relatively consistent regardless of how many game devices qualify to participate in the group play. In
addition, in at least some embodiments, the described 30 techniques include automatically initiating a
group play event as a result of an 



WO 2009/134797PCT/US2009/041971 7 occurrence of one or more outcomes of a bonus game
presented to a player of at least one of a plurality of game devices qualified to participate in the group
play event. For example, in some embodiments, each of a plurality of game devices may provide to a
player of the game device one or more primary 5 games, one or more bonus games, and one or more
games that include group play events. In such embodiments, one or more of various events may
trigger a bonus game to occur for a player of a game device, such as while the player is interacting
with a primary game provided by the game device. Furthermore, in such embodiments, at least some
of the bonus games include intermediate 10 bonus games that may trigger group play events based
upon the occurrence of one or more potential outcomes of the at least some intermediate bonus
games. Additionally, in some further embodiments, a likelihood that such outcomes may be generated
may be adjusted to accommodate for a dynamically changing number of game devices that qualify to
participate in 15 group play events at any given time, such as at a time when an intermediate bonus
game is triggered by one of the qualifying game devices.              Figure 1 shows an example
embodiment in which a plurality of game devices and a Group Play Coordinator are interacting over a
network, with an illustrated embodiment of the Group Play Coordinator provided to 20 coordinate
group play events with multiple of the plurality of game devices. In particular, the illustrated example
includes a number of example game devices 120a-120n (collectively 120) that may each be interacting
with each other and/or with a Group Play Coordinator 110 via a network 100. The network 100 may
be, for example, a local area network (LAN) or a wide area network 25 (WAN). In some embodiments,
the network 100 may be, for example, a private network, such as a corporate network, a university
network, or a casino gaming network that is wholly or partially inaccessible to unprivileged devices or
users. In other embodiments, the network 100 may be a publically accessible network of linked
networks, such as the Internet. In still other embodiments, the game  WO
2009/134797PCT/US2009/041971 8 devices 120 may be communicatively coupled to the Group Play
Coordinator 110 by any means known in the art for data communication. 



Each of the game devices 120 may function as a user interface to provide one or more games to a
player (not shown) of the game device, 5 including, for example, primary games, bonus games, and
games that include group play features. In some embodiments, the primary games provided by each
of the game devices 120 may include one or more games of chance, such as, for example,
mechanical or video reel-spinning games, video keno, video poker, mechanical or video roulette,
bingo, lottery, craps, blackjack, mechanical 10 or video wheel games, etc. In other embodiments, the
primary games provided by the game devices may include games of skill or games of chance involving
at least some amount of player skill. In some embodiments, one or more outcomes of the one or more
games provided by a game device may be randomly generated, such as based in part on a random
number generator. 15 The primary game may be usefully identified as the game that the player has
initially selected to play or on which the player has placed a primary wager.              Each of the game
devices 120 may also provide one or more awards to a corresponding player of the game device, such
as, for example, free plays, extended plays, extra lives, bonus rounds, prizes, coupons, payouts 20
(e.g., credit, currency, vouchers, etc.), etc., and such awards may be awarded as a potential outcome
of playing a primary game, a bonus game, or a group play event. In some embodiments, the game
devices 120 may each accept wagers from a player of the game device such that the player may
wager on one or more potential outcomes of presented games and potentially win an 25 award based
on the outcome (e.g., a slot machine, etc.).              As previously noted, game devices 120 may each
also provide one or more bonus games to a player of the game device. Bonus games may be similar
to any one of the primary games, or may be a different game. In addition, bonus games may include
games executed solely for the participation 30 of a player interacting with the primary game of a game
device. For example, a  WO 2009/134797PCT/US2009/041971 9 



bonus game may include an interactive game to be played by the player of the game device, such as a
bonus level of a primary game; an automatic award for the player of the game device; a presentation
of a bonus sequence (e.g., video, audio, etc.) for the player of the game device; etc. In addition, in
some 5 embodiments, bonus games may include one or more group play features that include multiple
game devices, such as, for example, competitive or cooperative games involving players of multiple
game devices; automatic awards provided to players of multiple game devices (e.g., such as at a
coordinated time); a presentation of a bonus sequence for players of multiple 10 game devices; etc.
Bonus games may be presented to players of game devices in various ways in various embodiments.
For example, in some embodiments, a bonus game may be presented to a player of a game device on
the game device, such that the player interacts with the game device to participate in the 15 bonus
game. In other embodiments, a bonus game may be presented to a player of a game device on one or
more other devices other than the game device.             A bonus game may be initiated based on an
occurrence of one or more triggering events in various embodiments. For example, a bonus game 20
may be triggered by an occurrence of one or more outcomes of a primary game (e.g., a resulting
combination of symbols on a payline of a reel game, etc.); a random event independent of an outcome
of a primary game (e.g., based on a value generated by a random number generator, etc); an amount
of time a player has played one or more game devices; a number of games played by a 25 player; a
point total achieved by a player (e.g., score); a level achieved by a player; an expiration of a timer; one
or more events occurring external to a game device (e.g., triggered by a network controller, etc.); an
amount wagered by a player; a cumulative amount wagered by a player of a game device and/or one
or more other players of one or more other game devices; etc.  WO 2009/134797PCT/US2009/041971
10              In various embodiments, various aspects related to triggering events for bonus games may
be configurable, such as aspects related to how often a triggering event occurs for a game device, etc.
For example, a provider of a game device (e.g., a casino operator, a device manufacturer, etc.) may
set 



5 a configurable value used by a game device to generate a bonus game triggering event (e.g., a timer
value, a probability value, a target score value, a value for a random number generator, etc.). In
addition, in some embodiments, at least some aspects of triggering events may be configurable by a
player of a game device, such as via a configuration user interface provided by the game 10 device
prior to and/or during game play.              In some embodiments, aspects related to bonus game
triggering events may be automatically configured based at least in part on one or more dynamic
factors. For example, a likelihood that a bonus game triggering event is to occur may be adjusted on
the basis of factors related to one or more 15 players of one or more game devices, such as player
activity at the one or more game devices, a number of players playing one or more game devices,
status associated with one or more of the one or more players, etc. In some embodiments, aspects
related to bonus game triggering events may be automatically configured by a game device based on
one or more dynamic 20 factors. In some embodiments, a Group Play Coordinator 110 may
automatically interact with one or more game devices to configure bonus game triggering events
based on dynamic factors.              As previously noted, the game devices 120 may each provide
games that include one or more group play features, involving participation of 25 one or more other
game devices in a group play event. For example, multiple game devices, such as networked game
devices 120, may be associated into one or more groups (e.g., logical and/or physical groups), such
that each group consists of multiple game devices configured to participate, from time to time, in one
or more group play events with one or more other game devices in the 30 group. In some
embodiments, each of the multiple game devices in a group WO 2009/134797PCT/US2009/041971 1
may only participate in a group play event if the game device is eligible to do so at the time the group
play event is initiated, such as based on one or more eligibility factors or criteria (discussed below).
Group play events may generally include multiple game devices 5 participating in a common event in a
coordinated manner. For example, group 



play events may include games, such as bonus games, that are provided to players of multiple game
devices in a simultaneous or near simultaneous manner based upon a common triggering event. In
some embodiments, a group play event may include an interactive game provided to each of one or 10
more respective players of multiple game devices, such that one or more outcomes of the group play
event may be determined based upon one or more interactions of the one or more respective players
during the interactive game. In some embodiments, such interactive games may include, for example,
competitive games, cooperative games, head-to-head games, etc. 15 Furthermore, in some
embodiments, group play events may not provide interactive games for players of multiple game
devices, but may instead provide automatic events for multiple game devices, such as, for example,
an automatic award provided to a respective player of each of multiple game devices upon the
occurrence of the group play event (e.g., a game device triggering a group 20 jackpot). Group play
events may be initiated for multiple game devices based on the occurrence of one or more triggering
events. For example, in various embodiments, a group play event may be triggered based on an
occurrence of one or more outcomes of a primary game of one or more of the 25 multiple game
devices (e.g., a resulting combination of symbols on a payline of a reel game, etc.); an occurrence of
one or more outcomes of a bonus game of one or more of the multiple game devices; a random event
independent of an outcome of a primary or bonus game; an amount of time one or more players have
played one or more of the multiple game devices; a number of games 30 played by one or more
players of one or more of the multiple game devices; a  WO 2009/134797PCT/US2009/041971 12
number of the multiple game devices being played by one or more players; a point total (e.g., score) or
level achieved by one or more players of one or more of the multiple game devices; an expiration of
one or more timers; one or more events triggered by a device or computing system other than the
multiple game 



5 devices (e.g., triggered by a network controller, etc.); an amount wagered by one or more players of
one or more of the multiple game devices; a cumulative amount wagered by one or more players of
one or more of the multiple game devices; etc. In at least some of the embodiments described below,
a bonus 10 game that has a potential outcome that may trigger a group play event may be generally
referred to as an "intermediate bonus game." In various embodiments, one or more aspects of
triggering events for a group play event may be configurable in various ways similar to those described
above with respect to bonus games. 15In one embodiment, each of game devices 120 may participate
in a group play event only if the game device qualifies to participate in the group play event at the time
of the event, such as, for example, based on one or more eligibility factors (discussed below). A group
play event may be initiated by an occurrence of a triggering event by any of one or more game devices
that 20 qualify to participate in the group play event. In such cases, when any one of the one or more
game devices that qualify to participate in a group play event triggers a group play event, the group
play event is initiated for all the game devices that qualify. A number of game devices that qualify to
participate in a group play event at any given time may change over time based in part on the 25 one
or more eligibility factors at that given time.              In some embodiments, a likelihood of any one of
one or more game devices that qualify to participate in a group play event triggering a group play
event may be dynamically adjusted based at least in part on a total number of game devices that
qualify to participate in the group play event at any given 30 time. For example, in some embodiments,
the likelihood of any one game  WO 2009/134797PCT/US2009/041971 13 



device triggering a group play event may be increased or decreased based at least in part on how
many game devices qualify to participate in a group play event at any given time. This may be done,
for example, to maintain a consistent likelihood of a group play event being initiated for all qualifying
game 5 devices at any given time, regardless of how may game devices qualify to a participate in the
group play event, and thus qualify to trigger the group play event, at any given time.              As one
illustrative example embodiment, a game device from a group of game devices may provide an
intermediate bonus game that includes 10 a spinning wheel game with one outcome of the wheel
game indicating a group play feature, such that if the spinning wheel lands on the one outcome, a
group play event is triggered for a number of game devices that qualify to participate in the group play
event from the group of game devices. A probability of the spinning wheel landing on the one outcome
that triggers a group play event 15 may be adjusted based in part on the number of game devices that
qualify to participate. For example, the intermediate bonus game may be configured to have a one in
thirty chance (e.g., a probability of 1/30) of occurring for each qualified game device, and the group
play event may be configured such that any qualified game device has a target probability of one in
sixty (e.g., a 20 probability of 1/60) of participating in a group play event. The probability of an
intermediate bonus game landing on the one outcome (and, thus, triggering the group play event) may
be adjusted such that the target probability remains approximately consistent regardless of how many
game devices qualify to participate in the group play event. For example, if one game device qualifies
25 to participate in a group play event, then the probability of the wheel landing on the one outcome
may be set to a one in two chance (e.g., a probability of 1/2), such that a player of the one qualified
game device has a one in thirty chance of participating in the intermediate bonus game and a one in
two chance of triggering a group play event based on the outcome of the intermediate bonus 30 game;
if two game devices qualify to participate, then the probability of the  WO
2009/134797PCT/US2009/041971 14 



wheel landing on the one outcome may be set to one and four (e.g., a probability of 1/4), such that a
player of either of the two game devices each has a one in thirty chance of participating in the
intermediate bonus game and a one in four chance of triggering a group play event based on the
outcome of the 5 intermediate bonus game; etc. The following table illustrates this example for up to
eight qualified game devices: Probability of intermediate bonus game occurring for a game device
Number of game devices qualifying to participate in group play event Probability of intermediate bonus
game triggering group play event Target probability for group play event to occur for qualifying game
devices 1/30 1 1/2 1/60 1/30 2 1/4 1/60 



1/30 3 1/6 1/60 1/30 4 1/8 1/60 1/30 5 1/10 1/60 1/30 6 1/12 



1/60 1/30 7 1/14 1/60 1/30 8 1/16 1/60  Thus, in such an example, the probability of the group play
event being triggered by any of a number of qualifying game devices approximates the target
probability of one in sixty, regardless of the number of qualifying game 10 devices.             It will be
appreciated that the preceding illustrative example embodiment is just one of many potential
embodiments, and the described techniques may be applied in various other embodiments in various
other ways. For example, in some embodiments, a likelihood of any one of one or more 15 game
devices that qualify to participate in a group play event triggering a group 



play event may be dynamically adjusted based on one or more of various  WO
2009/134797PCT/US2009/041971 15 formulas, or may be selected from a stored table consisting of
predetermined values, etc. In other embodiments, the likelihood may be adjusted for other purposes,
other than maintaining a single target probability, such as, for example, the likelihood may be adjusted
to maintain a range of target 5 probabilities, etc. In addition, in some embodiments, a likelihood of any
one of one or more game devices that qualify to participate in a group play event triggering a group
play event may be dynamically adjusted based on other factors in addition to or instead of a number of
game devices that qualify to participate in the group play event at any given time, such as, for example
10 based on factors similar to those described with respect to bonus games (e.g., player activity,
player status, wager levels, etc.). In addition, a likelihood may be adjusted based of a combination of
eligibility scores (discussed in more detail below) maintained by one or more game devices, such that
a group play event may be made more likely to occur when a combination of eligibility scores 15 is
relatively high and less likely to occur when a combination of eligibility scores is low. Eligibility scores
can reflect a variety of parameters, for example, a rate of wagering, an amount wagered, or a value
indicative of a worth of a customer to the facility. In some embodiments, one or more aspects
governing 



20 performance of a group play event for each of one or more game devices participating in the group
play event may be configured prior to execution of the group play event for the one or more
participating game devices. For example, such aspects governing performance may be related to a
type of award to provide to a respective player of each of the participating game devices; an 25
amount to award a respective player of each of the participating game devices; a source from which to
award a respective player of each of the participating game devices; a paytable identifier; a number of
free games to provide to a respective player; a number of choices that a respective player may select;
etc. At some time after a group play event has been initiated for 30 multiple game devices, a group
play event may be terminated upon the  WO 2009/134797PCT/US2009/041971 16 occurrence of one
or more events in various embodiments. For example, a group play event may terminate upon
completion of a game objective or an occurrence of an outcome by any or all participating game
devices; after a predetermined number of turns by participants of the group play event; upon 5 the
expiration of one or more timers; or by any other event indicating that a group play event is to be
terminated. In some embodiments, group play events may be terminated by any of one or more of the
participating game devices, or by another device or computing system, such as by a device or
computing system executing an embodiment of the Group Play Coordinator. 10Each of the game
devices 120 may maintain an eligibility score indicative of whether the game device is eligible to
participate in a group play event on behalf of a respective player of the game device. In other
embodiments, eligibility information for each of game devices 120 may be maintained remotely from
the game devices, such as for example, by an 



15 embodiment of the Group Play Coordinator 110. Whether a game device is eligible to participate in
a group play event may be based on one or more of the following factors: an amount of time a player
has played a game device; a rate at which a player is playing the game device; an amount of time that
has passed since a player last participated in a group play event; a status related to 20 a player of the
game device (e.g., player club status, etc.); a level obtained by the player of the game device; a score
achieved by a player of the game device; an amount a player has wagered; an amount a player has
been awarded; an outcome of a game provided by the game device; a state of the game device (e.g.,
tilt; money on a credit meter; etc.); a relative success rate of 25 the player; etc.              As one
illustrative example embodiment, an eligibility score may be a measurement of a rate at which a player
has been wagering at a game device, such as, for example, at a slot machine with a spinning game. In
such an embodiment, an eligibility score may be determined as follows: The eligibility score (ES) is set
to zero when:  WO 2009/134797PCT/US2009/041971 17 (1) the credit meter of the slot machine
drops to zero; (2) the player is currently participating in a group play event; or (3) a time limit has been
exceeded since the player last wagered. At the time that the player makes a wager on the game
device, the eligibility score is calculated using the formula: B + ES'  (L-t) Where: B = the amount of the
wager 



ES' = the previous eligibility score L = a predetermined window of time (e.g., the length of an average
spin plus a grace period) t = the amount of time since the player last wagered (e.g., the time since the
end of the last spin)              In other embodiments, an eligibility score may representative of other
aspects of a player of a game device, and/or may be determined using other methods. In some
embodiments, an eligibility score may be a Boolean value that indicates whether a game device being
played by the player is 5eligible or not.              As previously noted, in some embodiments, each of
the game devices 120 may accept wagers from a player of the game device and provide potential
awards to the player on the basis of one or more outcomes of a game provided by the game device to
the player. For example, a game device may 10 provide a game of chance to a player, such as, for
example, mechanical or video reel-spinning games, video keno, video poker, mechanical or video
roulette, bingo, lottery, craps, blackjack, mechanical or video wheel games, etc. In some such
embodiments, each of the game devices 120 may contribute a percentage of a wager made by a
player of the game device to one or more 15 progressive pools of funds (e.g., a progressive jackpot),
from which one or more players of one or more game devices may be awarded. In some  WO
2009/134797PCT/US2009/041971 18 embodiments, at least some of the game devices 120 may each
maintain one or more progressive pools. In other embodiments, one or more progressive pools may be
maintained by an embodiment of the Group Play Coordinator 110 or some other device or computing
system connected to network 100, in 



5 addition to or instead of the game devices 120.              The eligibility score related to a game device
may be used in some embodiments to determine an award to provide to a player of a game device as
a potential result of participating in a group play event. In particular, in some embodiments, an
eligibility score may be used to determine an 10 apportionment from one or more progressive pools to
award each player of a respective game device participating in the group play event. For example, an
eligibility score may be used to determine a proportional share of one or more progressive pools. In
another embodiment, an eligibility score may determine which of one or more paytables to use to
award a player of a game device. 15As one illustrative example embodiment, the following method
may be used to determine which of several paytables each game device should use to award a player
of the game device, such that the determination of which paytable to use is approximately proportional
to each player's respective eligibility score: (1) take the integer portion of a specified bonus pool
amount 20 (leaving any fractional portion to seed the next pool); (2) assign 1 point to each of a number
of eligible game devices and subtract the assigned number of points from the integer portion; and (3)
while there are still points remaining in the integer portion: (a) divide each eligible game device's
eligibility score by the total number of points assigned to that game device, (b) assign 1 point to the 25
eligible game device that has the highest remaining eligibility score, (c) subtract 1 point from the
remaining integer portion. Each game device may use its respective assigned point total to index a
paytable, which in turn may be used to award a respective player of the game device. It will be
appreciated that this example embodiment was provided for illustrative purposes, and other methods
30 may be used in other embodiments.  WO 2009/134797PCT/US2009/041971 19              In some
embodiments, the Group Play Coordinator 110 performs at least some of the described techniques in
order to facilitate group play with the game devices 120. For example, as described in greater detail
with respect to Figures 2A and 2B, one or more of the game devices 120 may interact with 5 the
Group Play Coordinator to initiate a group play event with one or more of the other game devices 120.
For example, an event that triggers a group play event may be generated by any of one or more of
multiple game devices 120, and in such cases, when a game device generates such a triggering
event, the game device may notify the Group Play Coordinator of the occurrence of the 10 triggering
event. The Group Play Coordinator may then notify one or more game devices from the multiple game
devices that a group play event has been triggered, such that the one or more game devices may
participate in the group play event. In addition, the Group Play Coordinator may determine which of
multiple game devices 120 qualify to participate in a group play event (e.g., 



15 such as based upon eligibility scores of the devices). In some embodiments, the Group Play
Coordinator may provide parameters to each of the game devices governing one or more aspects of
the performance of the group play event for each of the game devices, including, for example,
parameters related award types, award amounts, award sources, paytable identifiers, selectable 20
choices, number of game devices participating in the group play event, etc.              The Group Play
Coordinator 110 may interact with one or more game devices to adjust a likelihood of the one or more
game devices triggering a group play event. For example, as described in more detail elsewhere, the
Group Play Coordinator may determine an adjusted probability value based on 25 a number of game
devices that qualify to participate in a group play event, and may provide the value to one or more
game devices for use in triggering a group play event. In some embodiments, the Group Play
Coordinator may configure other aspects of group play events as well as configure aspects related to
bonus game triggering events.  WO 2009/134797PCT/US2009/041971 20 In one embodiment, the
Group Play Coordinator 110 may determine an apportionment of an award for a player of a game
device that qualifies to participate in a group play event, such as based upon respective eligibility
scores of one or more game devices (e.g., using techniques described 5 elsewhere, etc.). In some
embodiments, the Group Play Coordinator 110 may maintain one or more progressive pools from
which to award respective players of one or more game devices.              In some embodiments,
multiple game devices participating in a group play event may each provide information related to the
group play event 10 to one or more other game devices participating in the group play event, or to one
or more other devices or computing systems, such as an embodiment of the Group Play Coordinator.
For example, each of one or more game devices participating in a group play event may report
intermediate or final results of the group play event to the illustrated Group Play Coordinator 110. The
Group Play 15 Coordinator may in turn provide the results received from one or more game devices
participating in a group play event to each of the other game devices participating in the group play
event, such that each game device may display to a player of the game device information on how
other players are performing in the group play event. In addition, in some embodiments, the Group
Play 



20 Coordinator may display the results of the group play event on one or more overhead displays,
such as those visible to nonparticipants, etc. In some embodiments, the Group Play Coordinator may
also obtain intermediate and final result information from each of the one or more game devices that
participated in a group play event to determine an overall outcome of the group 25 play event, for
example, such as to determine an amount to award each participant.              Although Figure 1
presents game devices 120 as separate game devices, it will be appreciated that game devices 120
may be physically located together, such as in a common housing or a bank of game devices, or may
30 each be spread across a common geographical location. In other WO
2009/134797PCT/US2009/041971 21 embodiments, game devices may be located in different
geographical locations, such as, for example, in different buildings, properties, etc. In addition,
although some embodiments have been described in which game devices each provide games for a
single player of the game device, in other embodiments 5 one or more of the game devices may each
provide games to one or more players. Furthermore, although the illustrated embodiment of the Group
Play Coordinator has been described in various embodiments as a separate device or computing
system from the one or more game devices, in some embodiments, an embodiment of the Group Play
Coordinator may instead be 10 included on one or more game devices.              For illustrative
purposes, some embodiments are described below in which specific types of devices interact in
specific manners. These examples are provided for illustrative purposes and are simplified for the sake
of brevity, and it will be appreciated that the inventive techniques may be used in a wide 15 variety of
other situations, some of which are described below.              Figures 2A and 2B illustrate examples of
how a Group Play Coordinator 210 and multiple game devices 220a-220n (collectively 220) may
interact to provide group play. For purposes of this example, the game devices 220 may each function
as user interfaces to provide one or more primary 20 games, bonus games, and games that include
group play features. In addition, each of the example game devices 220 may further provide, from time
to time, one or more intermediate bonus games to a respective player of the device, wherein each
intermediate bonus game may trigger a group play event on the basis of an occurrence of at least one
potential outcome of the intermediate 



25 bonus game. In addition, each of the game devices 220 maintains an eligibility score indicative of
whether a respective player of the game device is eligible to participate in a group play event.
In particular, Figure 2A depicts a number of game devices 220 interacting with a Group Play
Coordinator 210. At some time prior to interaction 30 241, a player of a first game device 220a has
been interacting with a primary  WO 2009/134797PCT/US2009/041971 22 game provided by the first
game device 220a, and based upon the occurrence of a bonus game triggering event, an intermediate
bonus game has been triggered (e.g., such as based upon by an occurrence of an outcome of a
primary game, etc.). In interaction 241, the first game device 220a interacts 5 with the Group Play
Coordinator 210 to indicate that the intermediate bonus game has been triggered. This indication
serves as a request from the first game device 220a for an adjusted probability value that may be use
in setting a likelihood that the intermediate bonus game triggers a group play event based on one or
more outcomes. In some embodiments, the first game device 220a 10 may provide additional
information in interaction 241, such as, for example, information related to the intermediate bonus
game (e.g., identifier, type, number of options, etc.), the potential group play feature (e.g., identifier,
type, etc.), eligibility score, etc. In some embodiments, the first game device 220a may not interact
with the Group Play Coordinator upon the triggering of an 15 intermediate bonus game, such as, for
example, if the first game device 220a determines that it does not qualify for a group play event.
After receiving the indication in interaction 241, the Group Play Coordinator obtains eligibility scores
from each game device in the group of game devices 220, here illustrated by interactions 243, 245,
and 247, with the 20 first game device 220a, a second game device 220b, and an nth game device
220n, respectively. As discussed in more detail elsewhere, an eligibility score may be a value
indicating whether a user of a game device and hence the game device itself is eligible to participate in
a group play event, and may be based on one or more of several factors (e.g., an amount of time the
player has 



25 played, a rate at which the player is playing, an amount of time that has passed since the player
last participated in a group play event, a status of the player, a level obtained by the player through
game play, a score achieved by the player, an amount the player has wagered, an amount the player
has won, a player worth, success rate, skill level, etc.).  WO 2009/134797PCT/US2009/041971 23
In other embodiments, the eligibility scores may have been provided to the Group Play Coordinator
210 at a time prior to interaction 241, such as for example, based on one or more of the game devices
220 periodically providing the eligibility scores to the Group Play Coordinator, or the 5 Group Play
Coordinator periodically polling the game devices for such information. In some embodiments, the first
game device 220a may send its eligibility score along with the indication that an intermediate bonus
game has been triggered. In some embodiments, the eligibility scores of one or more game devices
220 may be maintained by the Group Play Coordinator 210, 10 rather than by the one or more game
devices 220. In some embodiments one or more of the game devices 220 may not return eligibility
scores to the Group Play Coordinator 210, such as, for example, if no one is playing the one or more
game devices. After the Group Play Coordinator 210 obtains eligibility scores 15 from the game
devices, it determines which of the game devices 220 qualify to participate in the potential group play
event, such that the qualified devices may participate in the group play event if the group play event is
triggered by an outcome of the intermediate bonus game triggered by the first game device 220a. After
the Group Play Coordinator 210 determines which of the devices 20 qualify (if any), it determines an
adjusted probability value for triggering the group play event, based at least in part on how many of the
game devices 220 qualify to participate in the group play event, such as by one of the techniques
described elsewhere. The Group Play Coordinator 210 returns the adjusted probability 



25 value to the first game device 220a in interaction 249, such that the adjusted probability value may
be used to set the likelihood that the intermediate bonus game will trigger a group play event. In
addition, the first game device 220a may adjust any other outcomes of the intermediate bonus game in
accordance with the provided adjusted probability value, such as, for example, to maintain 30 the
proportional odds of the other events occurring with respect to each other.  WO
2009/134797PCT/US2009/041971 24 In some embodiments, the adjusted probability value may
indicate that there is no likelihood of triggering a group play event (e.g., such as a probability of 0),
such that the group play event may not be triggered by the intermediate bonus game. After the first
game device 220a receives the probability value and 5 makes any appropriate adjustments, it may
provide the intermediate bonus game to the player of the first game device 220a, such as by executing
the intermediate bonus game on behalf of the player. In some embodiments, additional information, in
addition to the adjusted probability value, may be provided to the first game device 220a via interaction
249, such as, for 10 example, information related to other aspects of the intermediate bonus game
(e.g., the type of group play event that may be triggered, a number of options to provide a player of the
intermediate game, etc.), etc..              In some embodiments, the Group Play Coordinator 210 may
provide information to each of one or more other game devices 220 indicating 15 that the game device
qualifies to participate in a potential group play event. For example, the Group Play Coordinator 210
may inform the nth game device 220n that it is qualified to participate in a potential group play event
via optional interaction 250. For purposes of this example, the second game device 220b was
determined not to qualify for the group play event, and, thus, does not 20 receive notification. In some
embodiments, the Group Play Coordinator 210 may update an overhead display, or other signage,
with information related to the potential group play event.              Although, specific embodiments
have been described above, it will be appreciated that the inventive techniques may apply in a wide
variety of 



25 other embodiments. In some embodiments, for example, the first game device 220a may initiate
interaction 241 at some time prior to triggering an intermediate bonus game or based upon the
occurrence of another event (e.g., such as periodically, etc.). For example, a game device 220 may
initiate an interaction to request an adjusted probability value from the Group Play 30 Coordinator 210
for use in adjusting the likelihood of an occurrence of another  WO 2009/134797PCT/US2009/041971
25 event that triggers a group play event, such as one or more triggering events described elsewhere
(e.g., an occurrence of an outcome of a primary game, etc.). In addition, a game device 220 may store
a provided adjusted probability value for later use (e.g., such as for use when an intermediate bonus
game is 5 triggered at a future time, etc.), etc. In addition, in another example embodiment, the Group
Play Coordinator 210 may automatically determine an adjusted probability value and provide the
adjusted probability value to one or more game devices without prompting from the one or more game
devices (e.g., such as periodically, etc.). In addition, although the first game device 10 220a is
depicted as triggering an intermediate bonus game, and a subsequent group play event, it will be
appreciated that any of the game devices 220 may instead, or in addition to the first game device
220a, trigger an intermediate bonus game and/or a group play event. Figure 2B continues the example
of Figure 2A at a time 15 subsequent to interaction 249 of Figure 2A. In this example, the first game
device 220a executes an intermediate bonus game on behalf of a player of the first game device 220a,
wherein the chances of the intermediate bonus game resulting in an outcome that triggers a group
play event are adjusted in accordance with the adjusted probability value provided by the Group Play
20 Coordinator 210 in interaction 249 of Figure 2A. For the purposes of this example, the outcome
generated by the execution of the intermediate bonus game, in accordance with the provided
probability value, indicates that a group play event has been triggered. The first game device 220a
notifies the Group Play Coordinator 210 via interaction 251 that the group play event has been 



25 triggered. In some embodiments, if an intermediate bonus game results in a non-triggering
outcome, the game device may notify the Group Play Coordinator 210 that the group play event failed
to occur. In such cases, the Group Play Coordinator 210 may notify the qualified game devices 220 or
update overhead displays as appropriate to indicate the results.  WO
2009/134797PCT/US2009/041971 26              After the Group Play Coordinator 210 receives
notification of the group play event being triggered in interaction 251, the Group Play Coordinator 210
interacts with the one or more game devices 220 that qualify to participate in the group play event to
initiate the group play event. In this example, the first 5 game device 220a and the nth game device
220n were determined to qualify to participate in this group play event, and, accordingly, the Group
Play Coordinator 210 initiates the group play event on the first game device 220a and the nth game
device 220n in interactions 253 and 255, respectively. In some embodiments, the Group Play
Coordinator 210 may pass 10 one or more parameters to one or more of the game devices 220
determined to qualify to participate in the group play event, such as for use by the one or more game
devices 220 to govern one or more aspects related to the performance of the group play event (e.g.,
aspects related to award type, award amount, award source, paytable identifier, number of interactive
selection available for a player 15 of the game device, etc). For example, in some embodiments, the
Group Play Coordinator 210 may determine a potential award for each respective player of the game
devices 220 that qualify to participate in a group play event based on eligibility scores obtained from
the game devices 220 (e.g., using one or more techniques described elsewhere, etc.), such as in
interactions 243, 245, and 20 247 of Figure 2A. An embodiment of the Group Play Coordinator 210
may provide information about the potential awards to each of the game devices 220 as one or more
parameters governing the group play event, such that the game devices 220 may award the respective
players upon completion of the group play event based on the provided information. 25After the group
play event has been initiated on one or more game devices 220 that qualify to participate in the group
play event, each of the qualified game devices 220 executes the group play event on behalf of a user
of the game device. In various embodiments, the group play event may be synchronized by one or
more various techniques. For example, in some 



30 embodiments, the Group Play Coordinator 210 may synchronize the start of the WO
2009/134797PCT/US2009/041971 27 group play event by notifying each qualified game device 220
that the group play event is imminent, such as, for example, by providing one or more parameters to
the game devices 220, and then instructing all the game devices 220 to begin the group play event
after all the game devices 220 have notified 5 the Group Play Coordinator 210 that they are ready to
participate in the group play event (e.g., such as after each game device 220 has wound down a
primary game, etc.).              After the group play event has been executed for the one or more game
devices 220 that qualify to participate in the group play event, the game 10 devices 220 may exchange
intermediate result information with the Group Play Coordinator 210, such as via optional interactions
257 and 259. The Group Play Coordinator 210 may provide this information and/or other information
related to the group play event to one or more of the game devices 220, such that the one or more
game devices 220 may control various aspects of the 15 group play event or update displays provided
for players of the game devices 220 (e.g., such as to display the progress of other participants in the
group play event). In some embodiments, the Group Play Coordinator 210 may also use the
information provided by the game devices during the group play event to control various aspects of the
group play event, such as to determine when to 20 terminate the group play event, etc. In some
embodiments, the Group Play Coordinator 210 may display various aspects related to the provided
intermediate results information on one or more overhead displays, etc.              The first game device
220a and the nth game device 220n may notify the Group Play Coordinator 210 that the group play
event has completed 25 on each respective game device, such as via interaction 260 and optional
interaction 259, respectively. In addition, in these interactions, the game devices 220 may provide final
results of the group play event to the Group Play Coordinator 210. The Group Play Coordinator 210
may summarize results of the group play event and provide the summarized results to the one or more
30 game devices 220 that participated in the group play event, such as via WO
2009/134797PCT/US2009/041971 28 



interactions 261 and 263. The Group Play Coordinator 210 and the game devices 220 may update any
displays with the final results information as appropriate. After completion of the group play event, the
game devices 220 5 that participated in the group play event may each provide an award to a player of
the game device as appropriate, such as, for example, based on the parameters provided to the game
device from the Group Play Coordinator 210. In some embodiments, the final summarized results
provided by the Group Play Coordinator 210 to the game device may indicate an award to be provided
to a 10 player of a game device. In addition, after the group play event has been completed, the game
devices 220 that participated in the group play event may return to a normal mode of operation, such
as, for example, return to providing one or more primary games for players of the game devices 220.
In some embodiments, when a game device 220 triggers an event 15 related to a potential group play
event, such as when a game device 220 triggers an intermediate bonus game, a group play event
identifier may be generated for use in messaging between the one or more game devices 220 and the
Group Play Coordinator 210. The generated group play event identifier may be a timestamp, an
alphanumeric value, or other value, etc., and may be 20 associated with the particular group play
event. In various embodiments, the group play event identifier may be generated by a game device
220 triggering the event or by the Group Play Coordinator 210. The generated group play event
identifier may be provided with any message exchanged between the various game devices 220 and
Group Play Coordinator 210 related to the group 25 play event, and may be used for purposes related
to managing multiple group play events by a single Group Play Coordinator 210, resolving precedence
conflicts arising from near simultaneously generated events, managing failure recovery, etc. Figure 3
is a block diagram illustrating an example computing 30 system suitable for performing techniques for
providing group play with multiple  WO 2009/134797PCT/US2009/041971 



29 game devices. In particular, Figure 3 illustrates a Group Play Coordinator computing system 300
suitable for executing an embodiment of a Group Play Coordinator, as well as various game device
computing systems 350, and other computing systems 380. In the illustrated embodiment, the Group
Play 5 Coordinator computing system 300 has components that include a CPU 305, various I/O
components 310, storage 320, and memory 330. The I/O components include a display 311, a network
connection 312, a computer-readable media drive 313, and other I/O devices 315 (e.g., a mouse,
keyboard, speakers, overhead displays, etc.). 10In this illustrated embodiment, a software Group Play
Coordinator program 335 is executing in memory 330 to provide a Group Play Coordinator, which
interacts with the game device computing systems 350, and the other computing systems 380, over a
network 390 using network connection 312 (e.g., via a LAN, WAN, wireless network, cellular network,
etc.). In particular, 15 one of the game device computing system 350 may interact with the Group Play
Coordinator 335, such as via a game controller 360 executing in memory 357 of a game device
computing system 350, in order to indicate that an intermediate bonus game has been triggered by the
game device computing system and to obtain an adjusted probability value to adjust a probability that
an 20 outcome of the intermediate bonus game triggers a potential group play event on behalf of a
player (not shown) of the game device and/or one or more other players of other game device
computing systems. Upon receiving a request for an adjusted probability value, the Group Play
Coordinator 335 obtains eligibility information from each of one or more game device computing
systems 350, 25 such as by interacting with a game controller 360 of the game device computing
system, to determine whether a player of the game device qualifies to participate in the group play
event. The Group Play Coordinator 335 determines how many of the game device computing systems
qualify to participate in the group play event and determines an adjusted probability value 30 based at
least in part on how many of the game devices qualify. The Group  WO
2009/134797PCT/US2009/041971 30 Play Coordinator 335 may then provide the adjusted probability
value to the game controller that indicated that the intermediate bonus game was triggered. Upon
receiving an indication that the group play event was triggered from the game controller, the Group
Play Coordinator may then initiate the group play 5 event by interacting with one or more game device
computing systems 350 that were determined to qualify for the group play event. The Group Play
Coordinator 335 may store various information related to group play events in storage 320, such as,
for example, the obtained eligibility information. In addition, an optional game controller program 337
may be executing in memory 



10 330 in some embodiments, such as if the Group Play Coordinator computing system also functions
as a game device.              In the illustrated embodiment, game device computing system 350 has
components that include a CPU 351, various I/O components 354, storage 352, and memory 360. The
I/O components may include components 15 similar to those described with respect to the Group Play
Coordinator Computing system 300 (e.g., a display, a network connection, a computer-readable media
drive, and other I/O devices, etc.). A software game controller 360 executes in memory 357 to provide
one or more games to a player interacting with the game device computing systems, including primary
games, 20 bonus games, intermediate bonus games, and group play games. In addition, game
controller 360 interacts with the Group Play Coordinator 335 to obtain adjusted probability values for
triggering group play events, such as upon an occurrence of an intermediate bonus game. The game
controller 360 also interacts with the Group Play Coordinator 335 to notify the Group Play 25
Coordinator 335 that the group play event has been triggered. The game controller 360 may also
interact with the Group Play Coordinator 335to provide eligibility information maintained by the game
device computing system to the Group Play Coordinator 335 for use in determining which of the game
devices qualify and an adjusted probability value. The storage 351 may store various  WO
2009/134797PCT/US2009/041971 31 information related to group play events, for example,
information related to an eligibility score for the game device.              In some embodiments, other
computing systems 380 may be provided, including one or more other Group Play Coordinator
computing 5 systems, game device computing systems, and/or computing systems related to
management of game devices (e.g., computing systems provided to manage game device computing
systems, etc.), etc.              In some embodiments, a game device computing system 350 may include
various input devices through which a player may interact with the 10 game device, including one or
more player-activated buttons, touch-sensitive bezel, joystick, trackball, mouse, game pad, tablet,
scanner, etc. In addition, a game device computing system may also provide a currency acceptor
configured to accept currency from a player of the device, including one or more coin slots, bill
acceptors, etc. In another embodiment, the game device computing system 



15 may also include a card slot for receiving a financial card issued by a financial institution. In
addition, a game device computing system may be configured to include a voucher printer to encode
and dispense vouchers.              Those skilled in the art will appreciate that the computing systems
300, 350 and 380 are merely illustrative and are not intended to limit the scope 20 of the embodiments
of the present disclosure. For example, the systems may instead be executed by multiple interacting
computing systems or devices, and may be connected to other devices that are not illustrated,
including through one or more networks such as the Internet, via the World Wide Web ("Web"), or
other electronic communications network (e.g., cellular based network, public 25 switched telephone
network). More generally, computing system or device may comprise any combination of hardware or
software that can interact in the indicated manners, including (without limitation) desktop or other
computers, network devices, PDAs, cellphones, wireless phones, pagers, electronic organizers,
Internet appliances, television-based systems (e.g., using set-top 30 boxes and/or personal/digital
video recorders), game consoles, media players WO 2009/134797PCT/US2009/041971 32 and
various other consumer products that include appropriate intercommunication capabilities. In addition,
the functionality provided by the system 340 may in some embodiments be distributed in various
components. Similarly, in some embodiments, some of the functionality of the Group Play 5
Coordinator 335 and the game controller 360 may not be provided, and/or other additional functionality
may be available.              Those skilled in the art will also appreciate that, while various items are
discussed or illustrated as being stored in memory or on storage while being used, these items or
portions of them may be transferred between 10 memory and other storage devices for purposes of
memory management and data integrity. Alternatively, in other embodiments some or all of the
software systems or components of those systems may execute in memory on another device and
communicate with the illustrated computing systems via inter- computer communication. Furthermore,
in some embodiments, some or all of 15 the systems and/or components may be implemented or
provided in other manners, such as at least partially in firmware and/or hardware, including, but not
limited to, one or more application-specific integrated circuits (ASICs), standard integrated circuits,
controllers (e.g., by executing appropriate instructions, and including microcontrollers and/or
embedded controllers), field- 



20 programmable gate arrays (FPGAs), complex programmable logic devices (CPLDs), etc. Some or
all of the systems, components and/or data structures may also be stored (e.g., as executable or other
machine-readable software instructions or structured data) on a computer-readable medium, such as a
hard disk, a memory, a network, or a portable media article to be read by an 25 appropriate drive or
via an appropriate connection. The systems, components and data structures may also be transmitted
via generated data signals (e.g., as part of a carrier wave or other analog or digital propagated signal)
on a variety of computer-readable transmission mediums, including wireless-based and
wired/cable-based mediums, and may take a variety of forms (e.g., as part of a 30 single or
multiplexed analog signal, or as multiple discrete digital packets or  WO
2009/134797PCT/US2009/041971 33 frames). Such computer program products may also take other
forms in other embodiments. Accordingly, embodiments of the present disclosure may be practiced
with other computer system configurations. Figure 4 shows an example embodiment of a Group Play 5
Coordinator routine 400. The routine may be provided by, for example, execution of the Group Play
Coordinator 110 of Figure 1 and/or the Group Play Coordinator 335 of Figure 3, such as to coordinate
group play events with multiple game devices. The illustrated embodiment of the routine 400 begins at
block 405, where an indication is received of information related to a group play 10 event and/or of
other indications. The routine continues to block 410 to determine whether a game device has
triggered an intermediate bonus game or is requesting an adjusted probability value, such that the
requesting/triggering game device may adjust a likelihood of generating a potential group play event
based in part on the adjusted probability value. If so, the routine continues to 15 block 412 to optionally
generate a group play event identifier for use in messaging with one or more game devices related to
the potential group play event. The routine then continues to block 414 to obtain eligibility information
from one or more game devices, such as eligibility scores maintained by each of the game devices.
Each eligibility score obtained from a game device may 20 be used to determine whether the game
device is eligible to participate in a potential group play event. An eligibility score may be based on
factors related 



to a player's activity at a respective game device, including, for example, an amount of time that the
player has played, an average amount wagered by the player, a rate at which the player is playing,
etc. Alternatively or additionally, 25 the eligibility score may be based on some other characteristic of
the player, for example, a status level assigned to the player under a loyalty program (e.g., player club
card, etc.). In some embodiments, the obtained eligibility information may be stored for later use by the
Group Play Coordinator, such as for use in determining an award for each of the eligible game
devices.  WO 2009/134797PCT/US2009/041971 34              After block 414, the routine continues to
block 416 to determine which of the one or more game devices are eligible to participate in the
potential group play event based on the obtained eligibility information. For example, the eligibility
information obtained from the game devices may each 5 indicate whether a respective game device is
eligible or not based on various criteria. The routine then continues to block 418 to determine an
adjusted probability value that is an adjustment to a probability of the potential group play event
occurring based in part on how many game devices were determined to be eligible in block 416. For
example, the adjusted probability value may be 10 determined such that the potential group play event
may be triggered to occur by any of a number of eligible game devices with a likelihood that
approximates an overall target probability for the group play event to occur, regardless of how may
game devices are eligible, such as by using one or more techniques describe elsewhere herein. Such
may be referred to as normalizing the 15 probability over the number of eligible game devices. After
block 418, the routine continues to block 420 to provide the determined adjusted probably value to one
or more of the eligible game devices. In particular, the adjusted probability value may be provided to at
least the game device that triggered the intermediate bonus game, such that the game device may
adjust a likelihood of 20 the intermediate bonus game generating the potential group play event based
in part on the adjusted probability value.              If it was instead determined in block 410 that the
received request or indication did not trigger an intermediate bonus game or request an adjusted
probability value, the routine may continue instead to block 430 to determine 25 whether a group play
event was triggered by a game device. In the illustrated embodiment, a game device may trigger a
group play event from one or more events that occur on the game device, including, in particular, the
occurrence of an outcome of an intermediate bonus game. For example, a game device that 



indicates in block 410 that the game device triggered an intermediate bonus 30 game, may later notify
the Group Play Coordinator that the outcome of the  WO 2009/134797PCT/US2009/041971 35
intermediate bonus game triggered the group play event. In some embodiments, the Group Play
Coordinator may determine which of multiple group play events is referenced by the received
triggering indication based on an associated group play event identifier provided with the request, such
as an 5 identifier generated in optional block 412. In the illustrated embodiment, if it is determined that
a group play event is triggered, the routine may continue to block 432 to optionally determine an award
for each of the one or more eligible game devices based at least in part on the eligibility information
obtained in block 414, and to provide information related to the award to each appropriate 10 eligible
game device. For example, in some embodiments, awards may be apportioned from one or more
progressive pools based on eligibility scores provided by the one or more game devices, such as using
various techniques described elsewhere herein. The determined award information may be provided to
the game devices in the form of one or more parameters indicative 15 of one or more of various
aspects of awards to be provided to a player of the game device, including, for example, one or more
of award types, award amounts, award sources, paytable identifiers, etc. The game devices may use
the award information to award a player upon completion of a group play event. After optional block
432, the routine may continue to block 434 to initiate the 20 group play event on the eligible game
devices.              If it was instead determined in block 430 that the received indication did not trigger a
group play event, the routine may proceed to block 440 to determine whether intermediate status
information related to a group play event is received from a game device participating in the group play
event. 25 If so, the routine may continue to block 442 to optionally provide the received status
information to one or more other game devices participating in the group play event. The Group Play
Coordinator may also update one or more displays with information related to the status of the group
play event. If it was instead determined in block 440 that status information is not received, the routine
may 



30 continue to block 450 to determine whether an indication is received that the  WO
2009/134797PCT/US2009/041971 36 group play event has completed. If so, the routine may proceed
to block 452 to terminate the group play event. In some embodiments, the Group Play Coordinator
may notify one or more other game devices that the group play event has been completed and that the
one or more other game devices should 5 terminate the group play event. In other embodiments, a
group play event may not be terminated until after an indication is received from all participants in the
group play event that the event has completed. After a group play event is terminated, the routine may
proceed to block 454 to optionally obtain final result information from each of the participants in the
group play event, such that the 10 results may be summarized and provided back to each of the
participants. The results summary may be used by each of one or more game devices to determine an
award for a player of the game device. The Group Play Coordinator may also update one or more
displays with information related to the summarized results. If it was instead determined at block 450
that a 15 received indication did not indicate that a group play event was completed, the routine may
continue to block 490 to perform other indicated operations as appropriate.                After blocks 420,
434, 442, 454, or 490, the routine may continue to block 495 to determine whether to continue. If so,
the routine may return to 20 block 405, and if not may continue to block 499 and ends.              Figures
5A and 5B show an example embodiment of a game device routine 500. The routine may be provided
by, for example, execution of one of game devices 120 of Figure 1, one of the game device game
controllers 360 of Figure 3, and/or one of the game device game controllers 337 of Figure 25 3, such
as to provide group play with multiple game devices and a Group Play Coordinator. In the illustrated
embodiment, only a subset of the activities of each such game device and/or game device game
controller is illustrated, in particular for a subset of activities related to interactions with an embodiment
of a Group Play Coordinator (e.g., as described with respect to routine 400 of 



30 Figure 4). It will be appreciated that each such game device and/or game  WO
2009/134797PCT/US2009/041971 37 device game controller will further provide various
player-specific capabilities to players of the game device and take various corresponding actions,
which are not illustrated here for the sake of brevity. The illustrated embodiment of the routine 500
begins at block 505, 5 where an indication is received of a request from a Group Play Coordinator or
another indication related to group play events. The routine continues to block 510 to determine
whether an indication that an intermediate bonus game has been triggered is received. In the
illustrated embodiment, the game device executing the game device routine 500 may also be the
game device that 10 triggered the intermediate bonus game. If it is determined that the game device
triggered an intermediate bonus game, the routine may continue to block 512 to optionally generate a
group play event identifier for use in messaging with an embodiment of the Group Play Coordinator.
Next, the routine may continue to block 514 to provide an indication to the Group Play Coordinator that
the 15 intermediate bonus game has been triggered, so as the game device may obtain an adjusted
probability value to adjust the likelihood of the intermediate bonus game triggering a group play event.
If it was instead determined in block 510 that an intermediate bonus game was not triggered, the
routine may continue to block 520 to 20 determine whether a request for eligibility information has
been received from the Group Play Coordinator. In the illustrated embodiment, the Group Play
Coordinator requests eligibility information from a game device if at least one of multiple game
devices, potentially including the game device, requests an adjusted probability value from the Group
Play Coordinator (or triggers an 25 intermediate bonus game). If so, the routine proceeds to block 527
to provide eligibility information to the Group Play Coordinator, such as an eligibility score maintained
by the game device. If it was instead determined in block 520 that a request for eligibility information
was not received, the routine may continue to block 522 to determine whether an adjusted probability
value was received from 



30 the Group Play Coordinator. If so, the routine proceeds to block 524 to adjust WO
2009/134797PCT/US2009/041971 38 the probability of one or more group play triggering events. For
example, if the game device requested an adjusted probability in block 514 upon the triggering of an
intermediate bonus game, the game device may adjust the probability for the intermediate bonus
game triggering the group play event based on the 5 provided adjusted probability value. In other
embodiments, a game device may adjust the likelihood that one or more other events may trigger a
group play event based on the received adjusted probability value.              If it was instead determined
in block 522 that an adjusted probability was not received, the routine may continue to block 530 to 10
determine whether an indication has been received to begin an intermediate bonus game. If so, then
the routine may continue to block 532 to execute the intermediate bonus game. In some embodiments,
the routine may automatically proceed to block 530 from block 524, such as when an intermediate
bonus game is adjusted in accordance with a received adjusted 15 probability value. In other
embodiments, the game device may automatically provide an indication to itself that an intermediate
bonus game is to begin after adjusting an intermediate bonus game in accordance with a received
adjusted probability value in block 524. In block 534, the routine determines whether as a result of
executing the intermediate bonus game, an outcome of the 20 intermediate bonus game triggered the
group play event. If so, the routine may continue to block 536 to provide an indication to the Group
Play Coordinator that the group play event has been triggered. If not, the routine may proceed to block
540 to perform other appropriate actions, such as to provide an award to a player of the game device
based on the outcome of the intermediate bonus 25 game, to return to a primary game, to terminate a
player's session with the game device, etc.              If it was instead determined in block 530 that an
indication to begin an intermediate bonus game was not received, the routine may continue to block
550 to determine whether an indication has been received that another 30 event occurred to trigger a
group play event (e.g., an outcome of a primary WO 2009/134797PCT/US2009/041971 39 game, a
random event, etc.). If so, the routine may proceed to block 536 to provide an indication to the Group
Play Coordinator that a group play event has been triggered. If it was instead determined in block 550
that an indication of another triggering event was not received, the routine may continue to block 



5 555 to determine whether an indication has been received from the Group Play Coordinator to begin
a group play event. In the illustrated embodiment, the Group Play Coordinator may indicate to a game
device to begin a group play event by providing an indication that the event has been initiated. In some
embodiments, the Group Play Coordinator may synchronize the start of the 10 group play for one or
more game devices participating in the group play event. If an indication was received to begin the
group play event, block 560 optionally receives information related to the group play event from the
Group Play Coordinator, such as, for example, information related to a potential award to be provided
to a player of the game device as a potential result of the group 15 play event (e.g. a paytable
identifier, etc.).              In block 562 the routine executes the local group play event for a player of the
game device. In block 564, the routine optionally provides intermediate status information related to
the group play event to the Group Play Coordinator. At 566, the routine determines whether the group
play event 20 has completed, and if not the routine may continue to block 564. If so, the routine may
continue to block 568 to provide an indication to the Group Play Coordinator that the group play event
has completed. After block 568, the routine may continue to block 570 to optionally provide information
related to the results of the group play event to Group Play Coordinator. In block 572, the 25 routine
optionally awards a player of the game device. In some embodiments, the award may be based on the
award information received in block 560.              If it was instead determined at block 555 that an
indication to begin the group play event was not received, the routine may continue to block 575 to
determine whether an indication has been received to terminate the 30 group play event. If so, the
routine may continue to block 580 to terminate the 



WO 2009/134797PCT/US2009/041971 40 group play event, then proceed to block 570 to optionally
provide information related to the results of the group play event to Group Play Coordinator, and then
continue to block 572 to optionally award a player of the game device. If it was instead determined in
block 575 that an indication to terminate a group 5 play event was not received, the routine may
continue to block 585 to determine whether an indication of information related to summarized results
of the group play event was received. If so, the routine may continue to block 572 to optionally award a
player of the game device. In addition to optionally awarding the player, the game device may update
one or more displays 10 provided to a player of the game device with information associated with the
summarized results of the group play event. If it was instead determined at block 585 that an indication
of information related to summarized results of the group play event was not received, the routine may
continue to block 590 to perform other indicated operations as appropriate. For example, the indicated
15 operation may indicate that intermediate status information related to a group play event has been
received by the game devices such that the game device may update one or more displays for a
player of the game device with the information. As another example, the indicated operation may
indicate that the game device is to execute a primary game, a bonus game, etc. 20After blocks 514,
524, 527, 536, 540, 572, or 590, the routine may continue to block 595 to determine whether to
continue. If so, the routine may return to block 505, and if not may continue to block 599 and ends.
Those skilled in the art will also appreciate that in some embodiments the functionality provided by the
routines discussed above may 25 be provided in alternative ways, such as being split among more
routines or consolidated into fewer routines. Similarly, in some embodiments illustrated routines may
provide more or less functionality than is described, such as when other illustrated routines instead
lack or include such functionality respectively, or when the amount of functionality that is provided is
altered. In addition, while 30 various operations may be illustrated as being performed in a particular
manner 



WO 2009/134797PCT/US2009/041971 41 (e.g., in serial or in parallel) and/or in a particular order,
those skilled in the art will appreciate that in other embodiments the operations may be performed in
other orders and in other manners. Those skilled in the art will also appreciate that the data structures
discussed above may be structured in different 5 manners, such as by having a single data structure
split into multiple data structures or by having multiple data structures consolidated into a single data
structure. Similarly, in some embodiments illustrated data structures may store more or less
information than is described, such as when other illustrated data structures instead lack or include
such information respectively, or when the 10 amount or types of information that is stored is altered.
From the foregoing it will be appreciated that, although specific embodiments have been described
herein for purposes of illustration, various modifications may be made without deviating from the spirit
and scope of the disclosure. In general in the following claims, the terms used should not be 15
construed to limit the claims to the specific embodiments disclosed in the specification and the claims,
but should be construed to include all possible embodiments along with the full scope of equivalents to
which such claims are entitled. Accordingly, the claims are not limited by the disclosure.  WO
2009/134797PCT/US2009/041971 42 CLAIMS What is claimed is:              1. A
computer-implemented method to provide group play with multiple game devices, the method
comprising: 



for each of a plurality of game devices, obtaining eligibility information indicative of at least one
characteristic related to a user of the game device;              based at least in part on the obtained
eligibility information, determining which of at least some of the plurality of game devices qualify to
participate in a group play event before the group play event is triggered;              based at least in part
on a total number of game devices determined to qualify to participate in a group play event,
determining an adjustment to a value that is indicative of a probability of an occurrence of a group play
event, where the adjustment to the value accommodates a variation over time in the total number of
game devices that are determined to qualify to participate in the group play event; and              causing
an adjustment of at least one group play event generator based on the determined adjustment to the
value.              2. The method of claim 1 wherein determining an adjustment to a value that is indicative
of a probability of an occurrence of a group play event includes determining at least one adjustment
value that makes an aggregate probability of any of the total number of the game devices triggering
the group play event at least approximate a target probability.              3. The method of claim 2
wherein determining at least one adjustment value that makes an aggregate probability of any of the
total number of the game devices triggering the group play event at least approximate a target  WO
2009/134797PCT/US2009/041971 43 probability includes determining a respective adjustment value
for each of the game devices.              4. The method of claim 3 wherein causing an adjustment of at
least one group play event generator based on the determined adjustment to the value includes
providing the adjustment value to a respective one of the game devices.              5. The method of
claim 3 wherein causing an adjustment of at least one group play event generator based on the
determined adjustment to the value includes providing the adjustment value for a random number
generator of a respective one of the game devices.              6. The method of claim 1 wherein
determining which of at least some of the plurality of game devices qualify to participate in a group
play event based at least in part on the obtained eligibility information includes determining at least
one of an amount of time that the user has played, an average amount wagered by the user, a rate at
which the user is playing, and a status level assigned to the user under a loyalty program.              7.
The method of claim 1, further comprising:              receiving an indication that the group play event
has been triggered, the triggering of the group play event based at least in part on the determined
adjustment; and 



in response to the received indication, initiating the group play event for each of at least some of the
game devices determined to qualify to participate in the group play event. 8.The method of claim 7,
further comprising:  WO 2009/134797PCT/US2009/041971 44              after initiating the group play
event, providing an award to at least one user of at least one of the at least some of the game devices
determined to qualify to participate in the group play event.               9. The method of claim 8 wherein
providing an award to at least one user of at least one of the at least some of the game devices
determined to qualify to participate in the group play event includes providing the award as an amount
apportioned from one or more progressive pools, and wherein the amount is based at least in part on
the obtained eligibility information.               10. The method of claim 8 wherein providing an award to
at least one user of at least one of the at least some of the game devices determined to qualify to
participate in the group play event includes apportioning an award amount from one or more
progressive pools based on an index value, the index value determined based at least in part on the
obtained eligibility information.               11. The method of claim 8 wherein providing an award to at
least one user of at least one of the at least some of the game devices determined to qualify to
participate in the group play event includes selecting one or more progressive pools from which the
award will be drawn based at least in part on the obtained eligibility information.               12. The
method of claim 7, further comprising: after initiating the group play event,                    receiving
information indicative of results of the group play event from at least some of the at least some of the
qualified game devices;                    summarizing the received information indicative of results of the
group play event; and                    providing information indicative of the summarized results
information to at least one of the at least some of the qualified game devices.  



WO 2009/134797PCT/US2009/041971 45              13. The method of claim 7 further comprising
providing group play information to each of the at least some of the qualified game devices, the group
play information at least in part governing aspects of the group play event.              14. The method of
claim 13 wherein the group play information includes at least one of a potential amount to award the
user, a pay table identifier, a number of free games, and a number of user selectable choices.
15. The method of claim 7, further comprising:              under the control of a game device determined
to qualify to participate in the group play event, receiving an indication that the group play event has
been initiated;                    executing the group play event based at least in part on the received
indication that the group play event has been initiated;                    providing an award to a user of the
game device based at least in part on the results of the group play event.              16. The method of
claim 15 wherein providing an award to the user of the game device determined to qualify to
participate in the group play event includes providing the award as an amount apportioned from one or
more progressive pools, and wherein the amount is based at least in part on the obtained eligibility
information.              17. The method of claim 15 wherein providing an award to the user of the game
device determined to qualify to participate in the group play event includes apportioning an award
amount from one or more progressive pools based on an index value, the index value determined
based at least in part on the obtained eligibility information.  WO 2009/134797PCT/US2009/041971 46



18. The method of claim 15 wherein providing an award to the user of the game device determined to
qualify to participate in the group play event includes selecting one or more progressive pools from
which the award will be drawn based at least in part on the obtained eligibility information.              19.
The method of claim 1, further comprising: under the control of a game device,                    assigning a
value indicative of the determined adjustment to an occurrence of an outcome of an intermediate
bonus game to be played by the user of the game device, the intermediate bonus game different from
a primary game played by the user and different from the group play event; and                    indicating
that the group play event has been triggered as a result of the occurrence of the outcome of the
intermediate bonus game.              20. The method of claim 1, further comprising: under the control of
a game device,                    assigning a value indicative of the determined adjustment to an
occurrence of a triggering event via the game device, the triggering event indicative of triggering the
group play event;                    based at least in part on the triggering event occurring, providing an
indication that the group play event has been triggered.              21. The method of claim 1, further
comprising: under the control of a game device,                    maintaining the eligibility information
indicative of at least one characteristic related to the user of the game device; receiving information
indicative of the determined adjustment;                    assigning a value indicative of the determined
adjustment to an occurrence of a triggering event on the game device, the triggering event indicative of
triggering the group play event;  



WO 2009/134797PCT/US2009/041971 47                    based at least in part on the triggering event
occurring, providing an indication that the group play event has been triggered; receiving an indication
that the group play event has been initiated; and executing the group play event for the user.
22. The method of claim 1, further comprising:              for each of at least some of the game devices
determined to qualify to participate in the group play event, providing information indicative of the
determined eligibility to the game device.              23. A computer-readable medium whose contents
enable a computing device to provide group play with multiple game devices, by:              for each of a
plurality of game devices, obtaining eligibility information indicative of at least one characteristic related
to a user of the game device;              based at least in part on the obtained eligibility information,
determining which of at least some of the plurality of game devices qualify to participate in a group
play event before the group play event is triggered;              based at least in part on a total number of
game devices determined to qualify to participate in a group play event, determining an adjustment to
a value that is indicative of a probability of an occurrence of a group play event, where the adjustment
to the value accommodates a variation over time in the total number of game devices that are
determined to qualify to participate in the group play event; and              causing an adjustment of at
least one group play event generator based on the determined adjustment to the value.              24. A
computing system configured to provide group play with multiple game devices, comprising: a
memory; and 
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a component that is configured to provide group play with multiple game 

devices, by: 

for each of a plurality of game devices, obtaining eligibility 

information indicative of at least one characteristic related to a user of the game device; 

based at least in part on the obtained eligibility information, 

determining which of at least some of the plurality of game devices qualify to participate 

in a group play event before the group play event is triggered; 

based at least in part on a total number of game devices 

determined to qualify to participate in a group play event, determining an adjustment to 

a value that is indicative of a probability of an occurrence of a group play event, where 

the adjustment to the value accommodates a variation over time in the total number of 

game devices that are determined to qualify to participate in the group play event; and 

causing an adjustment of at least one group play event generator 

based on the determined adjustment to the value.

48 a component that is configured to provide group play with mutiple game devices, by:
for each of a plurality of game devices, obtaining eligibility information indicative of at least one
characteristic related to a user of the game device;                     based at least in part on the obtained
eligibility information, determining which of at least some of the plurality of game devices qualify to
participate in a group play event before the group play event is triggered;                     based at least in
part on a total number of game devices determined to qualify to participate in a group play event,
determining an adjustment to a value that is indicative of a probability of an occurrence of a group play
event, where the adjustment to the value accommodates a variation over time in the total number of
game devices that are determined to qualify to participate in the group play event; and
causing an adjustment of at least one group play event generator based on the determined adjustment
to the value. 


