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ELECTROMECHANICAL HYBRID GAME

CROSS REFERENCE TO RELATED APPLICATIONS

[0001] The present application claims the benefit of U.S. Provisional Application
No. 61/426,653, filed September 30, 2011, the contents of which are hereby
incorporated by reference in its entirety.

FIELD OF THE INVENTION
[0002] The present invention is generally related to gaming and more specifically
to skill-based gaming using an electromechanical game.

BACKGROUND

[0003] The gaming machine manufacturing industry has traditionally developed
gaming machines with a gambling game. A gambling game is typically a game of
chance, which is a game where the outcome of the game is generally dependent
solely on chance (such as a slot machine). A game of chance can be contrasted
with a game of skill where the outcome of the game may depend upon a player’s skill
with the game. Gambling games are typically not as interactive and do not include
graphics as sophisticated as an entertainment game, which is a game of skill such
as a video game.

SUMMARY OF THE INVENTION

[0004] Systems and methods in accordance with embodiments of the invention
operate an electromechanical (EM) hybrid game. One embodiment includes an
electromechanical hybrid game, including: a gambling game including a real world
engine configured to provide a randomly generated payout for the gambling game;
and an entertainment game including: an electromechanical game system that
manages an electromechanical game including an actuator that physically affects an
element of the electromechanical game, where outcomes of the electromechanical
game are based upon mechanical actions performed within the electromechanical
game; an entertainment game user interface that senses an action by a player
during play of the electromechanical game that affects the outcome of the
electromechanical game; and a game world engine that manages the entertainment

game and communicates gameplay gambling event occurrences based upon a
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player’s skillful execution to the gambling game; where the entertainment game is
configured to provide outcomes upon a player's skillful execution of the
electromechanical game; and where the gameplay gambling event occurrences
trigger the randomly generated payout for the gambling game; and where
electromechanical game system is configured to operate the actuator based on an
outcome of the randomly generated payout for the gambling game.

[0005] In a further embodiment, the entertainment game user interface is
configured to display an outcome of the entertainment game.

[0006] In another embodiment, the outcomes of the electromechanical game are
based upon a consumption of at least one element used to further game play and
the action by a player is a choice made that affects the consumption of at least one
element.

[0007] In a still further embodiment, the actuator operates differently dependent
upon a setting for an entertainment game difficulty level.

[0008] In still another embodiment, the electromechanical game system is
configured to operate the actuator to increase a game difficulty level upon a loss
outcome of the gambling game.

[0009] In a yet further embodiment, the electromechanical game system is
configured to operate the actuator to decrease a game difficulty level upon a win
outcome of the gambling game.

[0010] In yet another embodiment, the game world engine is configured to award
game world credit based upon a player’s skillful execution of the electromechanical
game.

[0011] In a further embodiment again, the electromechanical hybrid game is
network connected to communicate with remote servers.

[0012] In another embodiment again, the electromechanical hybrid game is
network connected to communicate with a server selected from the group consisting
of: a real world engine server, a game world patron management server, a game
world engine server and an electromechanical game system server.

[0013] In a further additional embodiment, the real world engine server is
configured to provide a randomly generated payout for the gambling game in
communication with a hybrid game’s real world engine.

[0014] In another additional embodiment, the game world engine server is

configured to communicate with an electromechanical hybrid game’'s game world
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engine and manage the entertainment game and communicate gameplay gambling
event occurrences based upon a player’s skillful execution to the gambling game.
[0015] A still yet further embodiment includes a method of operating an
electromechanical hybrid game including: detecting the presence of real world
credits in a player account accessed by the electromechanical hybrid game;
monitoring operation of an electromechanical game system using a game world
engine for a gameplay gambling event; communicating a gameplay gambling event
from the game world engine to a real world engine, where the game world engine is
configured to provide a randomly generated payout from a gambling game from a
wager of real world credits based upon the gameplay gambling event; and operating
an actuator that physically affects an element of the electromechanical game based
on an outcome of the randomly generated payout for the gambling game.

[0016] In still yet another embodiment, the actuator is operated to increase a
game difficulty level upon a loss outcome of the gambling game.

[0017] In a still further embodiment again, the actuator is operated to decrease a
game difficulty level upon a win outcome of the gambling game.

[0018] A still another embodiment again includes displaying the outcomes of the
electromechanical game via a user interface.

[0019] In a still further additional embodiment, the outcomes of the
electromechanical game are based upon a consumption of at least one element
used to further game play and the action by a player is a choice made that affects
the consumption of at least one element.

[0020] A still another additional embodiment includes awarding game world credit
based upon a player’s skillful execution of the electromechanical game using the
game world engine.

[0021] A yet further embodiment again includes a machine readable medium
containing processor instructions, where execution of the instructions by a processor
causes the processor to perform a process including: detecting the presence of real
world credits in a player account; recording skillful execution of an electromechanical
game, where outcomes of the electromechanical game are based upon mechanical
actions performed within the electromechanical game; monitoring operation of an
electromechanical game system for a gameplay gambling event; randomly
generating a payout from a gambling game from a wager of real world credits based
upon the occurrence of the gameplay gambling event; and operating an actuator that
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physically affects an element of the electromechanical game based on an outcome
of the randomly generated payout for the gambling game.

[0022] In yet another embodiment again, the processor instructions include
operating the actuator to increase a game difficulty level upon a loss outcome of the
gambling game.

[0023] In a yet further additional embodiment, the processor instructions include
operating the actuator to decrease a game difficulty level upon a win outcome of the
gambling game.

BRIEF DESCRIPTION OF THE DRAWINGS

[0024] FIG. 1A illustrates an electromechanical (EM) hybrid game in accordance
with an embodiment of the invention.

[0025] FIG. 1B illustrates an electromechanical game system (EGS) of an EM
game in accordance with an embodiment of the invention.

[0026] FIG. 2A illustrates a network connected EM hybrid game in accordance
with an embodiment of the invention.

[0027] FIG. 2B illustrates communication connections between components of
the network connected EM hybrid game in accordance with an embodiment of the
invention.

[0028] FIG. 3 illustrates a process in which an EM hybrid game is utilized in
accordance with an embodiment of the invention.

[0029] FIG. 4 illustrates a hardware architecture diagram of a processing
apparatus used in an EM hybrid game in accordance with an embodiment of the

invention.

DETAILED DESCRIPTION

[0030] Turning now to the drawings, systems and methods for operation of an
electromechanical (EM) hybrid game are illustrated. In several embodiments, an EM
hybrid game a form of a hybrid game that integrates both a gambling game that
includes a real world engine (RWE) which manages the gambling game, as well as
an entertainment game that includes a game world engine (GWE) which manages
the entertainment portion of a game, and an electromechanical (EM) game system
(EGS) which executes an EM game for player entertainment. The EM game can be
any game that utilizes both mechanical and electrical components, where the game
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operates as a combination of mechanical motions performed by at least one player
or the EM game itself. Examples of EM games include (but are not limited to) table
soccer, table hockey, pool, table tennis, air hockey, skee ball and pop-a-shot arcade
basketball. EM games are distinguished from other arcade or video games because
a player does not interact with the game predominantly through a video screen and
software system, though software may play a limited role such as (but not limited to)
recording and displaying the score, operating a bill validator, or dispensing tickets or
coupons at the completion of game play. Various hybrid games are discussed in
Patent Cooperation Treaty Application No. PCT/US11/26768, filed March 1, 2011,
entitted "ENRICHED GAME PLAY ENVIRONMENT (SINGLE and/or MULTI-
PLAYER) FOR CASINO APPLICATIONS" and Patent Cooperation Treaty
Application No. PCT/US11/63587, filed December 6, 2011, entitled "ENHANCED
SLOT-MACHINE FOR CASINO APPLICATIONS" each disclosure of which is hereby
incorporated by reference in its entirety.

[0031] In many embodiments, an EM hybrid game is network connected and able
to access resources found on remote servers. These servers can include a RWE
server that generates random outcomes for a gambling game, GW patron
management server that manages EM hybrid game player accounts, GWE server
that manages entertainment game play and an EGS server that manages multiplayer
EM hybrid game play.

[0032] Although specific electromechanical hybrid games are discussed above,
electromechanical hybrid games can be implemented in a variety of ways
appropriate to the requirements of a specific application in accordance with
embodiments of the invention. Electromechanical hybrid games in accordance with
embodiments of the invention are discussed further below.

Electromechanical Hybrid Games

[0033] EM hybrid games in accordance with many embodiments provide high
levels of entertainment content in an entertainment game with a gambling
experience from a gambling game. These EM hybrid games provide for a random
outcome independent of player skill while ensuring that the player's gaming
experience (as measured by obstacles/challenges encountered, time of play and
other factors) is shaped by the player’s skill. An EM hybrid game in accordance with
an embodiment of the invention is illustrated in FIG. 1A. The EM hybrid game
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includes a RWE 102, GWE 112, EGS 120, gambling game user interface 122 and
entertainment game user interface 124. The two user interfaces may be part of the
same user interface but are separate in the illustrated embodiment. The RWE 102 is
connected with the GWE 112 and the gambling game user interface 122. The EGS
120 is connected with the GWE 112 and the entertainment game user interface 124.
The GWE 112 is connected also with the entertainment game user interface 124.
[0034] In several embodiments, The RWE 102 is the an operating system for the
gambling game of the hybrid game and controls and operates the gambling game.
The operation of a gambling game is enabled by real world credits (RWC) which can
be money, such as real funds, accretes and declinates real gambling credits based
on random gambling outcome, and where the gambling game is typically regulated
by gaming control bodies. In many embodiments, the RWE includes a real world
(RW) operating system (OS) 104, random number generator (RNG) 106, level “n”
real-world credit pay tables (Table Ln-RWC) 108, RWC meters 110 and other
software constructs that enable a game of chance to offer a fair and transparent
gambling game, and to contain the auditable systems and functions that can enable
the game to obtain gaming regulatory body approval.

[0035] A random number generator (RNG) 106 includes software and/or
hardware, algorithms and/or processes, which are used to generate random
outcomes. A level n real-world credit pay table (Table Ln-RWC) 108 is a table that
can be used in conjunction with a random number generator (RNG) 106 to dictate
the real world credits (RWC) earned as a function of game play and is analogous to
the pay tables used in a conventional slot machine. Table Ln-RWC payouts are
independent of player skill. There may be one or a plurality of Table Ln-RWC pay
tables 108 contained in a gambling game, the selection of which may be determined
by factors including (but not limited to) game progress a player has earned, and/or
bonus rounds which a player may be eligible for. RWC can be analogous to slot
machine game credits, which are entered into a gambling game by the player, either
in the form of money such as hard currency or electronic funds. RWCs can be
decremented or augmented based on the outcome of a random number generator
according to the Table Ln-RWC real world credits pay table 108, independent of
player skill. In certain embodiments, an amount of RWC can be required to enter
higher EGS game levels. RWC can be carried forward to higher game levels or paid
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out if a game cash out is opted for by a player. The amount of RWC required to
enter a specific level of the game need not be the same as another level.

[0036] In many embodiments, the GWE 112 manages the overall hybrid game
operation, with the RWE 102 and the EGS 120 effectively being support units to the
GWE 112. In several embodiments, the GWE 112 contains the mechanical,
electronic and software system for an entertainment game. The GWE 112 includes
a GW game operating system (OS) 114 that provides control of the entertainment
game. The GWE additionally contains a level “n” game world credit pay table (Table
Ln-GWC) 116 from where to take input from this table to affect the play of the
entertainment game. The GWE 112 can further couple to the RWE 102 to determine
the amount of RWC available on the game and other metrics of wagering on the
gambling game (and potentially affect the amount of RWC in play on the RWE). The
GWE additionally contains various audit logs and activity meters (such as the GWC
meter) 118. The GWE 112 can also couple to a centralized server for exchanging
various data related to the player and their activities on the game. The GWE 112
furthermore couples to the EGS 120.

[0037] In many embodiments, a level “n” game world credit pay table (Table Ln-
GWC) 116 dictates the GWC earned as a function of player skill in the nth level of
the game. The payouts governed by this table are dependent upon player skill and
game play at large and may or may not be coupled to a random number generator.
In several embodiments, game world credits (GWC) are player points earned or
depleted as a function of player skill, i.e. as a function of player performance in the
context of the game. GWC is analogous to the “score” in a typical game. Each
game has one or more scoring criterion, embedded within the Table Ln-GWC 116
that reflects player performance against the goal(s) of the game. GWC can be
carried forward from one level of game play to another, and ultimately paid out in
various manners such as directly in cash, or indirectly such as earning entrance into
a sweepstakes drawing, or earning participation in, or victory in, a tournament with
prizes. GWC may be stored on a player tracking card or in a network-based player
tracking system, where the GWC is attributed to a specific player.

[0038] In certain embodiments, the operation of the GWE does not affect the
RWE's gambling operation except for player choice parameters that are allowable in
slot machines today including but not limited to the wager amount, how fast the
player wants to play (such as but not limited to by shooting basketballs into a hoop)
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and/or agreement to wager into a bonus round. In this sense, the RWE 102 provides
a fair and transparent, non-skill based gambling game co-processor to the GWE 112.
In the illustrated embodiment, the communication link shown between the GWE 112
and the RWE 102 allows the GWE 112 to obtain information from the RWE 102 as to
the amount of RWC available in the gambling game. The communication link can
also convey a necessary status operation of the RWE (such as on-line or tilt). The
communication link can further communicate the various gambling control factors
which the RWE 102 uses as input, such as the number of RWC consumed per game
or the player’s election to enter a jackpot round. In FIG. 1, the GWE 112 is also
shown as connecting to the player's user interface directly, as this may be necessary
to communicate certain entertainment game club points, player status, control the
selection of choices and messages which a player may find useful in order to adjust
their entertainment game experience or understand their gambling status in the RWE
102.

[0039] In a number of embodiments, the communication link between an RWE
and a GWE can send information from the GWE to the RWE including (but not
limited to): occurrence of a gameplay gambling event where an entertainment game
event triggers a wager in the gambling game, RWC to wager per gambling game,
number of gambling games to play per minute, to enter or decline a bonus round,
any additional RWC given to a player by an operator of the EM hybrid game, and
information useful for auditing including (but not limited to) information related to the
type of GWE, player profile and status, Table Ln-GWC table, GWC points and other
information useful to an audio. Information that is sent from a RWE to a GWE can
include (but is not limited to) RWE or gambling game status, gambling play result,
Table Ln-RWC table information, gambling game patron/player system data,
possibility of bonus round entry, gambling game monetary denominations or RWE
game operating parameters.

[0040] In various embodiments, the EGS 120 manages and controls the
mechanical performance of the entertainment game as an EM game. In certain
embodiments, the EGS 120 accepts input from a player through a set of mechanical
controls that affects EM game play. In many embodiments, the EGS 120 can
exchange data with and accept control information from the GWE 112. In several
embodiments an EGS 120 can be implemented with any EM game, such as (but are
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not limited to) table soccer, table hockey, pool, table tennis, air hockey, skee ball and
pop-a-shot arcade basketball.

[0041] The EGS 120 operates mostly independent from the GWE 112, except
that via the interface, the GWE 112 may send certain GW game control parameters
to the EGS 120 to affect its play, such as (but not limited to) what the number of skee
balls available to be played, the presence of obstacles or obstructions on the field of
the EM game, opportunities for bonus scoring in the EM game (such as but not
limited to a basketball shot being worth three points instead of two), and the rate at
which a basketball hoop moves left to right to alter the difficulty of scoring. The EGS
120 can accept input from the GWE 112, make adjustments, and continue the play
action all the while running seamlessly from the player's perspective. The EGS's
operation is mostly skill based, except for where the EGS's algorithm may inject
complexities into the game by chance in its normal operation to create
unpredictability in the entertainment game. Utilizing this interface, the EGS 120 may
also communicate player choices made in the EM game to the GWE 112. The
GWE's job in this architecture, being interfaced thusly to the EGS 120, is to allow the
transparent coupling of entertainment software to a fair and transparent random
chance gambling game, providing a seamless perspective to the player that they are
playing a typical popular entertainment game (which is skill based). In certain
embodiments, the EGS 120 can be used to enable a wide range of games including
but not limited to table tennis, foosball, 9-ball or table hockey.

[0042] In numerous embodiments, a GWE and EGS can exchange data with
each other. Information sent from a GWE to an EGS can include (but is not limited
to) EGS game software, EGS game difficulty settings, game score enhancements,
cheats for an EGS game, character or player profile setup, equipment inventory and
random complexity mods. Information sent from an EGS to a GWE can include (but
is not limited to) player choices through an EGS user interface, character profile in
the entertainment game, game scores, random complexity rating, language selection
and tournament and multi-player information.

[0043] In several embodiments, the RWE 102 can accept a trigger to run a
gambling game in response to actions taken by the player in the entertainment game
as conveyed by the EGS 120 to the GWE 112, or as triggered by the GWE 112
based on its algorithms, background to the overall EM game from the player’s
perspective, but can provide information to the GWE 112 to expose the player to
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certain aspects of the gambling game, such as (but not limited to) odds, amount of
RWC in play, and amount of RWC available. The RWE 102 can accept
modifications in the amount of RWC wagered on each individual gambling try, or the
number of games per minute the RWE 102 can execute, entrance into a bonus
round, and other factors, all the while these factors can take a different form than
that of a typical slot machine. An example of a varying wager amount that the player
can choose can include (but is not limited to) play with a more expensive (in terms of
RWC) ball in a game of foosball. These choices can increase or decrease the
amount wagered per individual gambling game, in the same manner that a standard
slot machine player may decide to wager more or less credits for each pull of the
handle. In several embodiments, the RWE 102 can communicate a number of
factors back and forth to the GWE 112, via an interface, such increase/decrease in
wager being a function of the player's decision making. In this manner, the player is
always in control of the per game wager amount, with the choice mapping to some
parameter or component that is applicable to the entertainment game experience of
the EM hybrid game.

[0044] In many embodiments, a EM hybrid game integrates a gambling machine,
where the gambling game (i.e. RWE 102 and RWC) is not player skill based, while at
the same time allows players to use their skills at an entertainment game to earn
GWC, such as but not limited to club points, which a casino operator can translate to
rewards, tournament opportunities and prizes for the players. The actual exchange
of monetary funds earned or lost directly from gambling against a game of chance,
such as a slot machine, is preserved. At the same time a rich environment of
rewards to stimulate players can be established with the entertainment game. In
several embodiments, the hybrid game can leverage popular EM games to provide a
sea change environment for casinos to attract players with EM games that are more
akin to the type of entertainment which a younger generation desires. In various
embodiments, players can use their skill towards building and banking GWC which in
turn can be used to win tournaments and various prizes as a function of player
prowess.

[0045] In certain embodiments, hybrid games also allow players to gain entry into
subsequent competitions through the accumulation of game world credits (GWCQC)
that accrue as a function of the player's demonstrated skill at the game. These
competitions can pit individual players or groups of players against one another
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and/or against the casino to win prizes based upon a combination of chance and
skil. These competitions may be either asynchronous events, whereby players
participate at a time and/or place of their choosing, or they may be synchronized
events, whereby players participate at a specific time and/or venue.

[0046] FIG. 1B illustrates an EGS with an EM game in accordance with an
embodiment of the invention. An EM game 150 is connected to an EGS 152 via a
GW electromechanical entertainment game interface 154. The GW
electromechanical entertainment game interface 154 also connects an audio-visual
interface 156 to the EGS 152. The audio-visual interface 156 includes devices used
to communicate (164) instructions and game status to one or more players of the
electromechanical entertainment game 150 and to receive (166) inputs from the one
or more players. Examples of the audio-visual interface 156 can include (but are not
limited to) a monitor and/or a touch screen display 158, a bill validator (not shown),
player card reader 160 or a keyboard 162.

[0047] The electromechanical entertainment game 150 includes sensors (not
shown) that sense player actuation of controls, game play events and the position of
various game play elements. Examples of the sensors can include (but are not
limited to) goal sensors, ball position sensors, ball type sensors, rod position and
rotation sensors. The EGS 152 receives (168) signals from the sensors indicating
the player actuation of controls, game play events and the position of various game
play elements via the GW electromechanical entertainment game interface 154.
[0048] The EM game 150 also includes actuators (not shown) that can be
controlled (170) by the EGS 152 via the GW electromechanical entertainment game
interface 154. The actuators control various elements of the EM game 150 and can
affect the difficulty level of EM game 150 as described herein. For example, in the
case of a basketball themed game, the difficulty level of the EM game 150 can be
increased or decreased by affecting a rate at which a basketball hoop moves left to
right to alter the difficulty of scoring. In various embodiments, other elements may
be affected through the use of actuators such as goal size (such as but not limited to
a smaller or larger goal), available players (such as but not limited to a row of
foosball men or a table top hockey player), friction on the control mechanisms (such
as but not limited to foosball or table top hockey rods with variable resistance),
introducing into the game play a new or different element such as a ball or hockey
puck of a different color (such as but not limited to where a blue air hockey puck
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might correlate to higher RWC wagers than a red hockey puck), amount of time
available for game play (such as but not limited to where a game clock could run
faster or slower and affect the pace of wagers made), presence of special targets or
obstructions (such as but not limited to special targets that can be provided in skee
ball). Although particular factors are listed above that can relate an entertainment
game to a gambling game, any factor can be utilized to set a relationship between an
entertainment game and a gambling game as appropriate to the requirements of a
specific application in accordance with embodiments of the invention.

[0049] During game play, one or more players can use the audio-visual interface
156 to insert RWC (such as, but not limited to, vouchers, bills, coins, player or credit
cards) and make player selections (such as, but not limited to, the number of
players, side bets, form of competition, or RWC to be wagered) to configure the EM
game 150. The EGS 152 then receives the player inputs from the audio-visual
interface 156 via the GW electromechanical entertainment game interface 154.
When the one or more players begin playing the EM game 150, the EGS 152
monitors the game play of the EM game 150 by receiving sensor signals from the
sensors in the EM game via the GW electromechanical entertainment game
interface 154. When it is determined, such as through configuration or based on the
outcome of a gambling event, that the level of difficulty of the game play of the EM
game 150 is to be modified, the EGS 152 controls (170) one or more actuators of the
EM game 150 via the GW electromechanical entertainment game interface 154.
[0050] Although various configurations of EM hybrid games are discussed above,
EM hybrid games can be configured in any manner as appropriate to the
requirements of a specific application in accordance with embodiments of the
invention. Networked EM hybrid games are discussed below.

Network Connected Electromechanical Hybrid Game

[0051] EM hybrid games in accordance with many embodiments of the invention
can operate locally while being network connected to draw services from remote
locations or to communicate with other hybrid games. In many embodiments,
operations associated with an EM hybrid game can be performed across multiple
devices, such as (but not limited to) controllers of an EM game, user interfaces,
processing for calculating score or RWC and GWC tracking. These multiple devices

can be implemented using or in connection with a single server or a plurality of
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servers such that an EM hybrid game is executed as a system in a virtualized space,
such (but not limited to) where the RWE and GWE are large scale centralized
servers “in the cloud” coupled to a plurality of widely distributed EGS controllers or
clients via the Internet.

[0052] In many embodiments, an RWE server can perform certain functionalities
of a RWE of a hybrid game. In certain embodiments, a RWE server includes a
centralized odds engine which can generate random outcomes (such as but not
limited to win/loss outcomes) for a gambling game, thereby eliminating the need to
have that functionality of the RWE performed locally within the EM hybrid game. The
RWE server would be capable of performing a number of simultaneous or pseudo-
simultaneous runs in order to generate random outcomes for a variety of odds
percentages that one or more networked EM hybrid games may require. In certain
embodiments, an RWE of an EM hybrid game can send information to a RWE server
including (but not limited to) Table Ln-RWC tables, maximum speed of play for a
gambling game, gambling game monetary denominations or any promotional RWC
provided by the operator of the EM hybrid game. In particular embodiments, a RWE
server can send information to a RWE of an EM hybrid game including (but not
limited to) RWC used in the gambling game, player account information or play
activity and a profile associated with a player.

[0053] In several embodiments, a GWE server can perform the functionality of the
GWE across various hybrid games. These functionalities can include (but are not
limited to) providing a method for monitoring high scores on select groups of games,
linking groups of games in order to join them in head to head tournaments, and
acting as a tournament manager.

[0054] In a variety of embodiments, management of player account information
can be performed by a GWE patron management server separate from a GWE
server. A GWE patron management server can manage player account information,
including (but not limited to) data concerning players’ characters, players’ game
scores, players’ RWC and GWC and managing tournament reservations. Although a
GWE patron management server is discussed separate from a GWE server, in
certain embodiments a GWE server also performs the functions of a GWE patron
management server. In certain embodiments, a GWE of an EM hybrid game can
send information to a GW patron management server including (but not limited to)
GWC and RWC used in a game, player account information, play activity and profile
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information for players and synchronization information between a gambling game
and an entertainment game or other aspects of an EM hybrid game. In particular
embodiments, a GW patron management server can send information to a GWE of
an EM hybrid game including (but not limited to) entertainment game title and type,
tournament information, Table Ln-GWC tables, special offers, character or profile
setup and synchronization information between a gambling game and an
entertainment game or other aspects of an EM hybrid game.

[0055] In numerous embodiments, an EGS server provides a host for managing
head-to-head play, operating on the network of EGSs which are connected to the
EGS server by providing an environment where players can compete directly with
one another and interact with other players. Although an EGS server is discussed
separate from a GWE server, in certain embodiments a GWE server also performs
the functions of an EGS server.

[0056] Servers connected with EM hybrid games over a network in many
embodiments of the invention can communicate with each other to provide services
to an EM hybrid game. In several embodiments a RWE server can communicate
with a GWE server. A RWE server can communicate with a GWE server to
communicate any type of information as appropriate for a specific application,
including (but not limited to): configure the various simultaneous or pseudo
simultaneous odds engines executing in parallel within the RWE to accomplish the
EM hybrid game system requirements,_ determine metrics of RWE performance such
as random executions run and outcomes for tracking system performance, perform
audits, provide operator reports, and request the results of a random run win/loss
result for use of function operating within the GWE (such as where automatic
drawings for prizes are a function of EGS performance).

[0057] In several embodiments a GWE server can communicate with an EGS
server. A GWE server can communicate with an EGS server to communicate any
type of information as appropriate for a specific application, including (but not limited
to): the management of an EGS server by a GWE server such as the management
of an EM game tournament. Typically a GWE (such as a GWE that runs within a EM
hybrid game or on a GWE server) is not aware of the relationship of itself to the rest
of a tournament since in a typical configuration the actual tournament play is
managed by the EGS server. Therefore, management of an EM game tournament
can include (but is not limited to) tasks such as: conducting tournaments according
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to system programming that can be coordinated by an operator of the EM hybrid
game; allowing entry of a particular player into a tournament; communicating the
number of players in a tournament and the status of the tournament (such as but not
limited to the amount of surviving players, their status within the game, time
remaining on the tournament); communicating the status of an EGS contained in a
game; communicating the performance of its players within the tournament;
communicating the scores of the various members in the tournament; and providing
a synchronizing link to connect the GWEs in a tournament, with their respective
EGS’s.

[0058] In several embodiments a GWE server can communicate with a GW
patron server. A GWE server can communicate with a GW patron server to
communicate any type of information as appropriate for a specific application,
including (but not limited to) information for configuring tournaments according to
system programming conducted by an operator of an EM hybrid game, exchange of
data necessary to link a player’s profile to their ability to participate in various forms
of game play (such as but not limited to the difficulty of play set by the GWE server
or the GWE in the game they are playing on), determining a player’s ability to
participate in a tournament as a function of a player’s characteristics (such as but not
limited to a player's gaming prowess or other metrics used for tournament
screening), configuring the game contained GWE and EGS performance to suit
preferences of a player on a particular EM hybrid game, as recorded in their player
account, determining a player’s play and gambling performance for the purposes of
marketing intelligence, and logging secondary drawing awards, tournament prizes,
RWC and GWC into the player’s account.

[0059] In many embodiments, the actual location of where various algorithms and
functions are executed may be located either in the game contained devices (RWE,
GWE, EGS), on the servers (RWE server, GWE server, or EGS server), or a
combination of both. In particular embodiments, certain functions of a RWE server,
GWE server, GW patron server or EGS server may operate on the local RWE, GWE
or EGS contained with an EM hybrid game locally. In certain embodiments, a server
is a server system including a plurality of servers, where software may be run on one
or more physical devices. Similarly, in particular embodiments, multiple servers may

be combined on a single physical device.
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[0060] EM hybrid games in accordance with many embodiments of the invention
can be networked with remote servers in various configurations. A network
connected EM hybrid game in accordance with an embodiment of the invention is
illustrated in FIG. 2A. The EM hybrid game 212 is connected with a RWE server
202, GW patron management server 204, GWE server 206 and EGS server 208
over a network 210, such as (but not limited to) the Internet. Servers networked with
an EM hybrid game 212 can also communicate with each of the components of an
EM hybrid game and amongst the other servers in communication with the EM
hybrid game 212. Communication between components of network connected EM
hybrid games and various servers in accordance with an embodiment of the
invention is illustrated in FIG. 2B. Each of the EM hybrid games 268 include
components such as an RWE 260, GWE 262 and EGS 264. In turn the RWEs 260
and GWEs 262 are each in communication with to the RWE server 252, GW patron
server 252 and/or GWE server 256. Similarly, each EGS 264 is in communication
with the EGS server 258. Among the servers, the RWE server 252 is in
communication with the GW patron server 254 and the GWE server 256, the GW
patron server 254 is also in communication with the GWE server 256, and the GWE
server 256 is also in communication with the EGS server 258. In many
embodiments, the GW patron server 254 is subsumed within a GWE server 256. In
several embodiments, an EM hybrid game’s balance between an entertainment
game and a gambling game is accomplished by the communication between the
RWE server 252 and each of a GW patron server 254 and the GWE server 256.
Similarly, the utilization of an EM game is accomplished from the communication
between the GWE 256 server and the EGS server 258.

[0061] Although various configurations of networked EM hybrid games are
discussed above, networked EM hybrid games can be configured in any manner as
appropriate to the requirements of a specific application in accordance with
embodiments of the invention. Operation of an EM hybrid game is discussed further
below.

Electromechanical Hybrid Game Operation

[0062] EM hybrid games in accordance with many embodiments can configure
any of a variety of EM games to operate as part of the EM hybrid game. In many
embodiments, the GWE of an EM hybrid game (using a local GWE or a remote GWE

~16-



WO 2013/049745 PCT/US2012/058156

server or GW patron server) can manage a player’s interactions with the EM hybrid
game using a player account that identifies the player and enables the EM hybrid
game to aggregate or process information related to a specific player. A player
account can include any information related to a player, such as GW or RW
parameters which may affect the gambling game. In the case of such factors which
would impact the gambling game, the implications of choices the player would make
and their effects on the gambling game would be clearly disclosed to the player. In
certain embodiments, a choice that a player could make can include (but is not
limited to) the selection of a certain color ball in a skee ball game may result in 2
RWC instead of 1 RWC bet on each gambling play of the RWE, or a variable wager
of RWC dependent upon the size of a ball used in a basketball target game.
Therefore, a player's choices while playing the entertainment game can enhance or
retard their performance at the gambling game, but in all cases, the choice and the
cost are clearly disclosed to the player who makes the choice. During these
selection periods, the RWE's operation would be suspended for a reasonable
amount of time so a player may have sufficient time to make a choice proper for
them based on the funds they have available to responsibly play with, considered
against how much they wish to advance their performance in the entertainment
game. Many different factors can determine the relationship between play of an
entertainment game and a gambling game of a EM hybrid game, including (but not
limited to) the size of a RWC wager, entering of bonus rounds and the use of RWC
in the gambling game, ball size or weight (including but not limited to a smaller
diameter basketball, a heavier basketball), goal size (such as but not limited to a
smaller or larger goal), available players (such as but not limited to a row of foosball
men or a table top hockey player), friction on the control mechanisms (such as but
not limited to foosball or table top hockey rods with variable resistance), color of a
ball or hockey puck (such as but not limited to where a blue air hockey puck might
correlate to higher RWC wagers than a red hockey puck), amount of time available
for game play (such as but not limited to where a game clock could run faster or
slower and affect the pace of wagers made), presence of special targets or
obstructions (such as but not limited to special targets that can be provided in skee
ball). Although particular factors are listed above that can relate an entertainment
game to a gambling game, any factor can be utilized to set a relationship between an
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entertainment game and a gambling game as appropriate to the requirements of a
specific application in accordance with embodiments of the invention.

[0063] In several embodiments, the entertainment game dynamically adjusts its
difficulty in response to the player’s skill as perceived by the system. While this has
no effect on the ultimate outcome of the gambling game from a RWC perspective, it
gives the player a custom experience tailored to his or her abilities. This dynamic
adjustment of difficulty can be used to effect the payout of GWC as embodied in
Table Ln-GWC and by virtue of presenting more valuable (from an entertainment
game perspective) challenges to the player to be overcome.

[0064] In numerous embodiments, an operator can manage player accounts in a
GWE to set a number of thresholds within the entertainment game or gambling game
such as (but not limited to) to trigger automatic awards, elevate players to enhanced
standing or retard their status, make them eligible for tournaments, prizes, secondary
drawings and other such experience enhancements. In certain embodiments, an
operator can program a GWE server and/or a GWE patron management server with
the desired thresholds, and these servers in turn would configure the game
contained GWE’s to monitor entertainment game play so as to identify matches to
the specified thresholds. Signaling between the devices and servers can ensure that
the appropriate awards, eligibility and other actions were properly recorded for a
given player and their characters, and that said players where suitably informed as to
these changes in status, awards, or eligibility.

[0065] In several embodiments, player accounts can be utilized to manage
competitions among players of the EM game of the EGS. Thereby, players can
compete head-to-head to win GWC in the entertainment game, and gambling games
can be initiated independently for each player, or jointly. In certain embodiments
within a foosball type EM game executing in an EGS, each player independently
puts credits into the game and is provided a certain number of balls in exchange.
Every time a player scores a goal, a gambling game is undertaken on behalf of the
scoring player. If the gambling game leads to an increase in RWC, the player also
receives additional balls for use within the foosball type EM game. In this regard,
even if the other player doesn’t score goals, they benefit from the RWC wins of the
other player by gaining the benefit of extended play time on the foosball type EM
game. In another embodiment, players jointly contribute RWC to the game, share a
pool of balls, and gambling game wins accrue to the players jointly.
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[0066] In many embodiments, an EM game includes games altered to include
sensors that record actions undertaken by a player playing the EM game and/or the
position and/or velocity of elements within the game. In certain embodiments, a
table soccer game might be oulffitted with sensors that measure the radial and axial
position of each player actuator, a sensor or sensors that establish when a goal has
been scored, sensors on the table surface that can recognize the position of the ball,
and sensors that recognize when a ball is introduced to the game through the entry
hole located on each side of the table.

[0067] A process by which an EM hybrid game is utilized in accordance with an
embodiment of the invention is illustrated in FIG. 3. The process 300 includes
receiving (302) RWC. RWC can be received (302) such as (but not limited) by
feeding money into an EM hybrid game or by otherwise providing the EM hybrid
game with funds. After receiving (302) RWC and while (303) the EM game portion of
the EM hybrid game is being played by the player, the game play of the EM game is
monitored (304). A decision (306) is then made that determines if a gameplay
gambling event associated with a gambling game has occurred. A gameplay
gambling event is any event in the entertainment game from which a gambling game
can be triggered. If a gameplay gambling event has not occurred, the process
continues to monitor (304) play of the EM game. Occurrence of a gameplay
gambling event causes RWC to be wagered (308) in the gambling game. The
outcome of the wager in the gambling game is used to affect (310) the gameplay of
the EM game using one or more actuators of the EM game. In certain embodiments,
one or more actuators are operated so as to increase a game difficulty level upon a
loss outcome of the gambling game, or one or more actuators are operated so as to
decrease a game difficulty level upon a win outcome of the gambling game.

[0068] Although various methods of operating EM hybrid games are discussed
above, EM hybrid games can be operated in any manner as appropriate to the
requirements of a specific application in accordance with embodiments of the
invention. Operation of an EM hybrid game that utilizes a pop shot EM game is

discussed further below.

Pop Shot Electromechanical Game

[0069] An EM hybrid game in accordance with many embodiments can
implement a pop shot type of EM game within the EGS of the EM hybrid game. In
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certain embodiments, a pop shot game is similar to an arcade game whereby a
player has a fixed amount of time to shoot baskets at a stationary or moving
basketball hoop. Inserting RWC into the EM game gives the player access to
basketballs so long as there is time remaining. During the fixed time interval the
player shoots continuously at the basket. Each time a basket is made, the player
gains GWC, and a gambling game is initiated that wagers a specified amount of
RWC. If the gambling game results in a gain of RWC, the player gains additional
time on the clock to play the game. The player continues shooting until there is no
time remaining, even if they have run out of RWC. In certain embodiments, when
RWC reaches zero no more gambling games will be initiated.

[0070] In several embodiments, pop shot EM hybrid game play is not metered by
time but rather by a fixed number of shots available to the player (such as but not
limited to one for each RWC inserted into the EM hybrid game). Each time the
player takes a shot, a RWC is consumed in the gambling game. If the player
receives a payout in the gambling game, RWC accumulates, and additional
basketballs are made available to the player. If the player loses the gambling game,
RWC decreases, and additional basketballs are not released to the player. GWC is
accumulated as a function of the number of basketball shots made, and can be used
to drive a bonusing system, whereby additional basketballs are made available,
along with associated free gambling game play for shots made with these extra
basketballs when a high enough level of GWC is achieved.

[0071] In particular embodiments, a player can choose to have the basketball
hoop remain stationary or to move. A different gambling game would be associated
with play in each circumstance, and differing amounts of GWC would be earned for
baskets made in each context.

[0072] In certain embodiments, basketballs of different colors, weights or sizes
can be used to correlate to varying amounts of RWC. The amount of GWC earned
as a function of each basket made could also vary with the size of the basketball.
[0073] Although various configurations of a pop shot EM game part of an EM
hybrid game are discussed above, EM hybrid games can be configured to operate in
any manner as appropriate to the requirements of a specific application in
accordance with embodiments of the invention. Operation of an EM hybrid game

that utilizes a foosball EM game is discussed further below.
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Foosball Electromechanical Game

[0074] An EM hybrid game in accordance with many embodiments can
implement a foosball type of EM game within the EGS of the EM hybrid game. In
certain embodiments, a foosball type EM game is similar to a version of the table
soccer game whereby between two and four players (either one or two players per
team) attempt to score goals on the opposing team by shooting a small ball into a
net at either end of the table. Inserting RWC into the EM hybrid game gives players
access to a fixed number of balls (each corresponding to a specific amount of RWC)
that can be put into play on the table. RWC can be managed collectively by the
system (such as but not limited to RWC submitted on behalf of all players and
treated as a single pool) or independently for each team. During the game, a single
ball is dropped into the table, and the players direct the ball, via their rod-mounted
soccer players, towards the opponent’s goal. A gameplay gambling event can occur
each time a goal is scored where the scoring team gains GWC, and a gambling
game is initiated for a specified amount of RWC. If the gambling game results in a
gain of RWC, the team that scored the goal is awarded RWC and an additional ball
or balls (corresponding to the amount of RWC won) for subsequent deployment in
the foosball type EM game.

[0075] In several embodiments, RWC is treated as a single pool where the
scoring of a goal still causes an allocation of GWC to the scoring team, but makes an
additional soccer ball available for use by either team, thereby extending play of the
EM game. EM game play can also cause RWC to accrue to the pool (if the
gambling game returns a winning result), said RWC being capable of being cashed
out at any time.

[0076] In numerous embodiments, the introduction of the ball into the game
triggers the gambling game, the consumption of RWC and the possible awarding of
RWC and GWC as well as additional game balls.

[0077] In a number of embodiments, the nature of the gambling game (such as
but not limited to the pay tables or odds) is affected by the nature of the goal scored.
A goal scored via a shot by a defensive player at the far end of the table may
convey, for example, better odds in the gambling game, than a goal scored using the
offensive players closest to the opponent’s goal. In several embodiments, a fraud
detection system can be utilized to sense a lack of effort to defend against a goal in
order to increase the odds of the gambling game. In a number of embodiments, the
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fraud detection system suspends the operation of the hybrid game. In many
embodiments, the fraud detection system simply notifies the users that they are not
eligible for increased odds prior to conducting the gambling game.

[0078] In particular embodiments, when players put RWC into the EM hybrid
game, a fixed number of different balls (such as but not limited to different colors,
sizes or numbers) are provided to the players. Each type of ball conveys a specific
amount of RWC to be bet, with the total corresponding to the amount of RWC
entered into the EM hybrid game. In certain embodiments, when 10 RWC is bet,
and five balls are provided, three of these balls might be yellow, corresponding to a
single credit of RWC, one might be blue corresponding to two RWCs and another
ball might be red corresponding to five RWCs. By choosing which ball to play, the
player(s) dictate the size of the gambling wager to be made.

[0079] In certain embodiments, upon entering RWC into the EM hybrid game,
players can allocate, through a user interface, the distribution of RWC across the
soccer balls provided.

[0080] In several embodiments, the amount of RWC associated with a given
soccer ball is fixed, but the number of balls provided to the player varies as a
function of the amount of RWC entered into the EM hybrid game.

[0081] In a number of embodiments, both the number of balls, and the amount of
RWC associated with each ball or consumed upon a goal being scored can be set by
the player prior to commencing play of the foosball type EM game.

[0082] Although various configurations of a foosball type EM game part of an EM
hybrid game are discussed above, EM hybrid games can be configured to operate in
any manner as appropriate to the requirements of a specific application in
accordance with embodiments of the invention. Operation of an EM hybrid game in
tournament play is discussed further below.

Tournament Play

[0083] EM hybrid games in accordance with many embodiments enables players
to engage in tournament play with other players in an entertainment game for
accumulation of GWC while engaging in a gambling game. Tournament play can be
player vs. machine in a single-player mode or multi-player mode, and can also be
player v. machine and/or other player(s) as a function of a specific EM game.

Tournaments can involve simultaneous play by two or more players or asynchronous
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play by one or many players depending upon the nature of the EM game.
Tournaments can be formally scheduled events or ad hoc events triggered by
attainment of a specific amount of GWC.

[0084] In several embodiments, a tournament may or may not necessitate
payment of an entry fee, payment of GWC, and may or may not pay out cash or
other prizes to the winner(s). A wide range of variations to the tournament format
can be added, including the use of a loser's bracket that might necessitate the
payment of an additional entry fee to continue. Tournament caps or minimums
relating to player prowess can also be established to ensure relatively balanced
competition.

[0085] In several embodiments, tournament play can involve players competing
head-to-head simultaneously across a number of networked EM hybrid games or it
can involve players competing on independent EM hybrid games either serially or
simultaneously and their scores being compared manually or automatically at the
close of the tournament. Players can be exposed to their competitor’s profiles during
the tournament process, such that the “identity” of their competitors is known in the
form of a player name, avatar or other defining characteristic(s).

[0086] In numerous embodiments, tournament play can take place across a
network of a plurality of EM hybrid games, with a centralized tournament server
connected to individual EM games while tracking entertainment game performance
across the EM hybrid games. Alternately, a tournament can take place in the
context of a plurality of EM hybrid games operating in more of a terminal mode under
central control by a tournament server. In certain embodiments, the tournament
server functionality is subsumed within a RWE server, GW patron management
server, GWE server or a EGS server. Thereby an EM hybrid game tournament can
be played in parallel or serially. In certain embodiments, EM hybrid games can
include tournaments across one or a plurality of EM hybrid games that are not
networked together, using various media to store individual player’'s results, which
are then submitted for manual compilation and establishment of the tournament
winner(s).

[0087] In several embodiments, tournaments can be set up on a scheduled or ad-
hoc basis by a tournament organizer. In other embodiments, tournaments are
staged directly by the players. In embodiments where players stage tournaments,
the players can define the size of the tournament, time and place, rules, entry cost
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(in terms of GWC), and prizes (again in terms of GWC) using guidelines controlled
by the a tournament organizer, or in a more ad hoc fashion.

[0088] Although various configurations for tournament play operation of an EM
hybrid game are discussed above, EM hybrid games can be configured to operate in
any manner as appropriate to the requirements of a specific application in
accordance with embodiments of the invention. Internet based EM hybrid game

operation is discussed further below.

Internet Based EM Hybrid Game Operation

[0089] EM hybrid games in accordance with many embodiments can include
execution of functions associated with the RWE, GWE or EGS at remote locations
over a network such as the Internet. Thereby, players can physically interact with
EM games at casinos or other regulated locales, but the execution of the RWE,
GWE and/or EGS might be run on one or more remote servers, connected securely
to the local EM game via the internet or other network. Thereby, the only notable
difference between a land based casino and a network (such as the Internet) based
EM hybrid game would be whether players are present in a gambling operation
location in the case of a land based operation, or at home or other distributed
location in the case of the network or Internet based operation.

[0090] Although various configurations of Internet based EM hybrid game
operation of an EM hybrid game are discussed above, EM hybrid games can be
configured to operate in any manner as appropriate to the requirements of a specific
application in accordance with embodiments of the invention. Management of player
accounts in an EM hybrid game is discussed below.

Management of Player Accounts

[0091] EM hybrid games in accordance with many embodiments of the invention
can manage the experience of particular players through player accounts for
individual or groups of players. In many embodiments, player accounts can be
centrally managed by the GWE of an EM hybrid game and can be property-specific,
property group specific, title specific (spanning one or multiple properties - including
Internet-based casinos or game play sites) or game-manufacturer specific. Player
account management can also be linked to a frequent player card or other casino-
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related identification scheme. In numerous embodiments, player accounts are
managed by a GW patron management server or other remote server.

[0092] In several embodiments, each player account can store one or more
profiles, where each profile keeps track of a player's game identity (i.e. a player
name), and attributes associated with the player account. For example, this might
include (but is not limited to) the amount of GWC a player account has, the current
state-of-play for that account (e.g. game level reached) or player preferences.
Typically, RWC are not broken down to the player account level, but may be stored
as part of the overarching player account. Also, a profile will typically be game-type
specific, such that a given player account will contain one or more profiles per game-
type played.

[0093] In various embodiments, each player account can include a profile and
identifying details can be associated with the profile include (but not limited to) a
name, a graphical representation of the profile (i.e. an avatar selected by or
generated by the player), or other information linking the profile to the player (e.g. a
photo of the player) to the player account.

[0094] In several embodiments, a player account enables players to interact with
one another, either at the player account or player profile level. In certain
embodiments, bulletin boards are supported for the posting of messages, and can
span one or more casino properties, game types and/or on-line environments.

[0095] In many embodiments, player profiles support a reservation system
whereby players can reserve an EM hybrid game machine at a casino for game-play
at a specific date and time. This can be done graphically or via text, and can allow
one or more EM hybrid game machines to be reserved such that individuals or
groups can reserve specific physical locations to play. These reservations may or
may not be accompanied by a deposit that may or may not be refunded when the
reservation is filled or other fee structure such as a minimum spending commitment
to book an EM hybrid game. The reservations can also be designed to support the
concept of group play, such that individuals or groups can set up ad hoc
tournaments involving head-to-head competition or score-based competitions
depending upon the nature of the underlying EM game of the EGS in question.
[0096] In many embodiments, reservations can be made in the context of a player
account and/or a player profile and/or be linked to an individual through a player card

or other ID mechanism used within a casino environment. As part of the reservation
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system, a casino, or other managerial entity, can schedule specific games and invite
players, as a function of player accounts and/or profiles, to participate. A scheduling
function within the reservation system keeps track of all reservations within its span
of control and can lock out specific EM hybrid game machines from general use by
walk-up players as reserved use period approaches. Only the player with the
appropriate reservation can sign in to the EM hybrid game machine and use it during
the period in question. A mechanism for “kicking out” a player from a EM hybrid
game machine can also be utilized, such that a player that stays at a EM hybrid
game machine beyond the reserved period can be excluded from ongoing play. The
reservation system can also be configured to prevent “kick out” and to instead shift a
reservation from an occupied EM hybrid game machine to a different, open EM
hybrid game machine, and to inform the player of this change via one of the below
mentioned communication methods when appropriate contact information is
associated with the player account in question.

[0097] In several embodiments, the reservation system can monitor reservation
requests to maintain fairness of EM hybrid game play, such as (but not limited to)
ensuring that players that are going to compete against one another in an
asynchronous or head-to-head competition/tournament are not seated directly
adjacent to one another to preclude collusion between players outside of the game
environment.

[0098] In numerous embodiments, the reservation system also allows players to
invite specific players (via their profiles) or unnamed players (i.e. an open invitation
or “challenge”) to compete against one another at a specified date or time, or within
a specified period of time if the game is played asynchronously. Such challenges
can be accompanied by wagers between the players, where the wager can include a
payout of GWC or RWC. The system can accept invitations to such a “challenge
game”, monitor performance of the players to the challenge, and collect and
distribute GWC or RWC as necessary in accord with the result of the game. The
system can support both ad hoc challenges, where the challenger establishes the
nature of the challenge, and pre-defined challenges, where a specific goal or scoring
attribute is selected by the challenger from a pre-defined menu.

[0099] In many embodiments, the player profile and account management system
also contains a GWC marketplace, whereby players can expend GWC to acquire a
range of in-game attributes, possessions or characteristics for use in the casino
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deployed EGS game and/or in versions of the game that are used at home. In
certain embodiments, a player might expend GWC to buy extra time for use by his
player profile in the casino version of pop shot basketball that allows additional
opportunities to sink baskets relative to the base game. In addition, a player can
expend GWC to purchase a range of casino promoted prizes or benefits for use
outside the game environment, including (but not limited to) discounts at casino
shops, meal discounts, and free game play.

[00100] In a number of embodiments, the player profile and account management
system, in addition to the aforementioned bulletin board method described
previously, may enable players (via a specific account or at the player level) to
communicate with other players, via their player profiles and/or at the player level,
and also allows the casino (or manager of the gaming environment) to communicate
with players outside of the gaming environment. The system can push
communications to players through email and/or SMS messages, html, mobile phone
apps, and/or text messages, voice mail messages or other communications means
that a player has attached to his account. This allows players to received notices,
such as (but not limited to) specific opportunities for game-play, new high scores,
challenges made, declined or accepted, and the status of reservations. The system
can also receive inputs to allow players to manage their account, such as (but not
limited to) setting up reservations or to make, decline or accept challenges.

[00101] Although various configurations for player account management of an EM
hybrid game are discussed above, EM hybrid games can be configured to operate in
any manner as appropriate to the requirements of a specific application in
accordance with embodiments of the invention. Leader boards and signage for EM
hybrid games are discussed below.

Leader Boards and Signage

[00102] EM hybrid games in accordance with many embodiments of the invention
can track entertainment game GWC scores to improve hybrid game play. In many
embodiments, an EM hybrid game can issue additional GWC to the current high
scoring player, on a time-metered basis, so long as that player remains the top
scorer across the game or games in question. Similarly, players of the entertainment
game can also receive additional benefits due to their accumulation of GWC such as
a bonus of GWC upon reaching a certain level. Furthermore, a leader board can be
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posted to each EM hybrid game machine through the GWE and GWE Server, and/or
can be displayed as part of the signage associated with one or more EM hybrid
game machines inside the casino. A player profile and/or avatar's persistence on
the leader board, and therefore their accumulation of GWC on a time-metered basis,
continues according to parameters set by the casino operator. In certain
embodiments, a player will remain on the leader board or over game signage until
they would be removed if he or she does not play again within a fixed period of time
(such as but not limited to 2 days or 30 days), or if the player rejects more than one
invitation from another player for head-to-head competition over a 24 hour period.
[00103] In many embodiments, an EM hybrid game can be managed by adjusting
a leader board, such as (but not limited to) the rate at which GWC is accumulated by
players on the leader board, the period over which GWC can be so accumulated,
and the number of EM hybrid game machines across which the leader board applies.
EM hybrid game can be managed, such as by casino operators, to increase the rate
of GWC accumulation for the leader board related to a bank of EM hybrid game
machines getting low levels of play to induce more players to use these EM hybrid
game machines. A bank of EM hybrid game machines experiencing very heavy
game play might feature a lower rate of GWC accumulation by the players on its
leader board or a shorter period before the accumulation is terminated without
additional game play.

[00104] Although various configurations for implementing a leader board or other
signage of an EM hybrid game are discussed above, EM hybrid games can be
configured to operate in any manner as appropriate to the requirements of a specific
application in accordance with embodiments of the invention. Secondary drawings
for EM hybrid games are discussed below.

Secondary drawing

[00105] EM hybrid games in accordance with many embodiments of the invention
can implement a secondary drawing, which is a random drawing that awards GWC
and/or RWC and/or other prizes to participating players. Based on selections made
by a casino operator, or other manager of the EM hybrid game, players participate
automatically and in a real time or non-real time fashion as a function of achieving
some pre-specified goal of their play on the EGS. These goals can include (but are
not limited to): (a) a specific level of GWC on a specific player profile is achieved, (b)
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accumulating a specific amount of GWC across all the player profiles within their
player account, (¢) accomplishing some feat in the game (e.g. getting ten basketballs
in the hoop in a row), (d) gaining GWC at a rate greater than a specified threshold.
Secondary drawings can award any form of prize, including (but not limited to),
RWC, GWC, cash, merchandise, and EGS assets for use within the gambling
environment including tournament play (such as but not limited to game balls that
convey special gambling benefits). Secondary drawing may or may not require the
player to purchase entry into the drawing by expending GWC, as the secondary
drawing can also be free. The drawings may take place for each player immediately
upon crossing a GWC threshold or paying the GWC entry fee, or may operate by
issuing the player a real or virtual “ticket” representing a single entry into the
drawing, said drawing taking place at a specific date and time. The secondary
drawing may be solely for that player in that they have a certain chance of being
drawn and thus being awarded the prizes, or they may be entered into a pool of
entrants with one or more entrants being drawn and awarded a prize.

[00106] Although various configurations for a secondary drawing of an EM hybrid
game are discussed above, EM hybrid games can be configured to operate in any
manner as appropriate to the requirements of a specific application in accordance
with embodiments of the invention. User interface management for EM hybrid

games are discussed below.

User Interface Management

[00107] EM hybrid games in accordance with many embodiments of the invention
can include a user interface that enables a player to be appraised as to the current
status of the player’s play of the EM hybrid game. A user interface can include
display and input devices that can be resident within a single physical device (i.e.
portions of a flat panel display) or can consist of a multitude of displays and input
devices for each major subsystem’s conceptual display (RWE, GWE and EGS).

[00108] In many embodiments, the EGS game status and score appears in a
window (created through software) on a physical display, said window being framed
by a window (again software generated) consisting of information about the gambling
game. Both are manifest within the same physical display. The RWE display, which
frames the GWE display window (in which the EGS game status and score appears),
would provide any and all information relevant to the RWE game, including (but not
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limited to), number of credits, magnitude of current bet, winnings this session, results
of previous RWE game play, odds of winning, active bonuses or multipliers. The
boundaries between the GWE game display window and the framing RWE game
display need not be static. In certain embodiments, a RWE game display window
could impinge upon the GWE game display window, in a dynamic mode form, to
alert the player to a change in the status of their RWE gambling game such as a
winning event, losing event, jackpot round entry or other notable occurrence. A non-
exhaustive list of examples of this dynamic impingement could be a starburst flash,
an expanding bubble, a rapid zoom in, or a shaking screen. The GWE game display
window would typically not impinge upon the RWE game display if such
impingement would serve to obscure the player’s information related to the RWE
game, such as but not limited to the number of credits the player has in the EM
hybrid game machine. In certain embodiments, the physical shape of the RWE
game display need not be a full frame enclosing the GWE game display window. It
can consist of any portion thereof, such as a single side bar, and need not be
rectilinear in shape.

[00109] In numerous embodiments, an entertainment game user interface is
accessed by the GWE to interact with the player as relates GWE related functions
(such as but not limited to communications with other players, announcements and
notices regarding tournaments and/or promotional offers, and secondary drawings).
However, these aspects of the entertainment game user interface need not always
be present. They can be hidden or displayed as governed by rules resident within
the GWE, where the rules can take into account the requirements of the EGS and
RWE games and their display so as to not interfere with game play.

[00110] In several embodiments, additional physical devices can be used to
communicate with the player as related to entertainment game or gambling game
play, such as but not limited to where the user interface can span multiple devices.
In terms of communicating information to the player, these additional devices can
take the form of conventional visual displays normally associated with computers
and/or visual communication, such as but not limited to flat panel displays, or they
can be electromechanical devices. In certain embodiments, gambling game
information could be conveyed to the player in whole or in part through LED
numerical displays, or an electromechanical construct (such as but not limited to an

electromechanical needle meter that could be used to indicate RW credits, while an
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analog clock could indicate a player’'s status in the EGS game, and a transparent
tube of balls could be emptied on the bottom and filled on the top to visually
communicate overall credit status). In a number of embodiments, user interfaces
can be connected directly to the GWE and/or the EGS as opposed to being ported
through the GWE to the EGS.

[00111] In numerous embodiments, entertainment game and gambling game user
interfaces can include a plurality of physical devices. The entertainment game user
interface or the gambling game user interface could include multiple displays, or a
single display plus one or more electromechanical devices (such as but not limited to
a vibratory shaker, audio speakers, or flashing lights).

[00112] Although various configurations for user interface management of an EM
hybrid game are discussed above, EM hybrid games can be configured to operate in
any manner as appropriate to the requirements of a specific application in
accordance with embodiments of the invention. Modes of use for EM hybrid games

are discussed below.

Modes of Use

[00113] EM hybrid games in accordance with many embodiments of the invention
can operate in various modes of operation. These modes can include (but are not
limited to) a combined skill and random mode, random only mode and skill only
mode.

[00114] In many embodiments, a random only mode allows the entire game to be
switched to operate as a gambling game, such as but not limited to as a
conventional slot-machine. This mode does not include any game of skill and more
conventional entertainment graphics such as spinning wheels of fruit or other objects
within pay lines are displayed in response to a manual play trigger (such as but not
limited to spin reels button) to provide a traditional gambling game experience. A
gambling game may be displayed on one or more of the game’s user interfaces.
[00115] In several embodiments, a skill only mode allows for the entire game to be
switched to operate as an entertainment game only. In certain embodiments, an EM
hybrid game running in this mode can operate as a conventional video arcade game.
The RWE system is dormant so that there is no randomness except as is provided
by the EGS and its attendant EM game, and the GWE and EGS operate in concert
to provide a non-gambling gaming experience to the player. An EM game that runs
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in a skill only mode may charge money for game play in the mode of a conventional
video arcade (such as but not limited to money purchases a fixed amount of game
time, basketballs, or other metric). In this mode, the player cannot wager RWC but
can wager GWC, such as wagering on the outcome of game play in betting against
other players and/or the house as to the ultimate outcome of the game or other
game related characteristic at the end of the game, such as whether a shut-out might
result in a head-to-head match of foosball. Similarly, an EM hybrid game manager
may still choose to operate tournaments and reward players with prizes based on the
amount of accumulated GWC.

[00116] In numerous embodiments, a combined skill and random mode is a native
mode that includes both an entertainment game and a gambling game. In this native
mode, the RWE's role is to provide an operating system for a gambling game with
player entertainment functions left to the GWE, EGS and EM game.

[00117] Although various configurations for modes of use of an EM hybrid game
are discussed above, EM hybrid games can be configured to operate in any manner
as appropriate to the requirements of a specific application in accordance with
embodiments of the invention. Processing apparatuses for EM hybrid games are
discussed below.

Processing Apparatus

[00118] Any of a variety of processing apparatuses can host various components
of an EM hybrid game in accordance with embodiments of the invention. In several
embodiments, these processing apparatuses can include, but are not limited to, a
gaming machine, a general purpose computer, a computing device and/or a
controller. A processing apparatus that is configured to implement an EM hybrid
game in accordance with an embodiment of the invention is illustrated in FIG. 6. In
the processing apparatus 400, a processor 404 is coupled to a memory 406 by a bus
428. The processor 404 is also coupled to non-transitory processor-readable
storage media, such as a storage device 408 that stores processor-executable
instructions 412 and data 410 through the system bus 428 to an I/O bus 426 through
a storage controller 418. The processor 404 is also coupled to one or more
interfaces that may be used to connect the processor to other processing
apparatuses as well as networks as described herein. The processor 404 is also
coupled via the bus to player input devices 414, such as tactile devices including but
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not limited to keyboards, keypads, foot pads, touch screens, and/or trackballs, as
well as non-contact devices such as audio input devices, motion sensors and motion
capture devices that the processing apparatus may use to receive inputs from a
player when the player interacts with the processing apparatus. The processor 404
is connected to these player input devices 414 through the system bus 428, to the
I/0O bus 426 and through the input controller 420. The processor 404 is also coupled
via the bus to player output devices 416 such as (but not limited to) visual output
devices, audio output devices, and/or tactile output devices that the processing
apparatus uses to generate outputs perceivable by the player when the player
interacts with the processing apparatus. In several embodiments, the processor is
coupled to visual output devices such as (but not limited to) display screens, light
panels, and/or lighted displays. In a number of embodiments, the processor is
coupled to audio output devices such as (but not limited to) speakers, and/or sound
amplifiers. In many embodiments, the processor is coupled to tactile output devices
like vibrators, and/or manipulators. The processor is connected to output devices
from the system bus 428 to the 1/0O bus 426 and through the output controller 422.
The processor 404 can also be connected to a communications interface 402 from
the system bus 428 to the I/O bus 426 through a communications controller 424.
[00119] In various embodiments, a processor loads the instructions and the data
from the storage device into the memory and executes the instructions and operates
on the data to implement the various aspects and features of the components of a
gaming system as described herein. The processor uses the user input devices and
the user output devices in accordance with the instructions and the data in order to
create and operate user interfaces for players, casino operators, and/or owners as
described herein.

[00120] Although the processing apparatus is described herein as being
constructed from a processor and instructions stored and executed by hardware
components, the processing apparatus can be composed of only hardware
components in accordance with many embodiments. In addition, although the
storage device is described as being coupled to the processor through a bus, those
skilled in the art of processing apparatuses will understand that the storage device
can include removable media such as but not limited to a USB memory device, an
optical CD ROM, magnetic media such as tape and disks. Also, the storage device

can be accessed through one of the interfaces or over a network. Furthermore, any
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of the user input devices or user output devices can be coupled to the processor via
one of the interfaces or over a network. In addition, although a single processor is
described, those skilled in the art will understand that the processor can be a
controller or other computing device or a separate computer as well as be composed
of multiple processors or computing devices.

[00121] In numerous embodiments, any of an RWE, a GWE and an EGS as
described herein can be implemented on multiple processing apparatuses, whether
dedicated, shared or distributed in any combination thereof, or may be implemented
on a single processing apparatus. In addition, while certain aspects and features of
EM hybrid game processes described herein have been attributed to an RWE, a
GWE or an EGS, these aspects and features may be implemented in a hybrid form
where any of the features or aspects may be performed by any of a RWE, GWE or
EGS within an EM hybrid game without deviating from the spirit of the invention.
[00122] While the above description contains many specific embodiments of the
invention, these should not be construed as limitations on the scope of the invention,
but rather as an example of one embodiment thereof. It is therefore to be
understood that the present invention may be practiced otherwise than specifically
described, without departing from the scope and spirit of the present invention.
Thus, embodiments of the present invention should be considered in all respects as

illustrative and not restrictive.
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WHAT IS CLAIMED IS:

1. An electromechanical hybrid game, comprising:
a gambling game comprising a real world engine configured to provide
a randomly generated payout for the gambling game; and
an entertainment game comprising:
an electromechanical game system that manages an
electromechanical game including an actuator that physically affects an element of
the electromechanical game, wherein outcomes of the electromechanical game are
based upon mechanical actions performed within the electromechanical game;
an entertainment game user interface that senses an action by a
player during play of the electromechanical game that affects the outcome of the
electromechanical game; and
a game world engine that manages the entertainment game and
communicates gameplay gambling event occurrences based upon a player’s skillful
execution to the gambling game;
wherein the entertainment game is configured to provide outcomes
upon a player’s skillful execution of the electromechanical game;
wherein the gameplay gambling event occurrences trigger the
randomly generated payout for the gambling game; and
wherein the electromechanical game system is configured to operate
the actuator based on an outcome of the randomly generated payout for the
gambling game.

2. The electromechanical hybrid game of claim 1, wherein the
entertainment game user interface is configured to display an outcome of the

entertainment game.

3. The electromechanical hybrid game of claim 1, wherein the outcomes
of the electromechanical game are based upon a consumption of at least one
element used to further game play and the action by a player is a choice made that
affects the consumption of at least one element.
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4. The electromechanical hybrid game of claim 1, wherein the actuator
operates differently dependent upon a setting for an entertainment game difficulty

level.

5. The electromechanical hybrid game of claim 1, wherein the
electromechanical game system is configured to operate the actuator to increase a

game difficulty level upon a loss outcome of the gambling game.

6. The electromechanical hybrid game of claim 1, wherein the
electromechanical game system is configured to operate the actuator to decrease a

game difficulty level upon a win outcome of the gambling game.

7. The electromechanical hybrid game of claim 1, wherein the game world
engine is configured to award game world credit based upon a player’s skillful

execution of the electromechanical game.

8. The electromechanical hybrid game of claim 1, wherein the
electromechanical hybrid game is network connected to communicate with remote

servers.

9. The electromechanical hybrid game of claim 8, wherein the
electromechanical hybrid game is network connected to communicate with a server
selected from the group consisting of: a real world engine server, a game world
patron management server, a game world engine server and an electromechanical

game system server.

10.  The electromechanical hybrid game of claim 9, wherein the real world
engine server is configured to provide a randomly generated payout for the gambling

game in communication with a hybrid game’s real world engine.
11.  The electromechanical hybrid game of claim 11, wherein the game

world engine server is configured to communicate with an electromechanical hybrid

game’s game world engine and manage the entertainment game and communicate
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gameplay gambling event occurrences based upon a player’s skillful execution to the
gambling game.

12. A method of operating an electromechanical hybrid game comprising:

detecting the presence of real world credits in a player account
accessed by the electromechanical hybrid game;

monitoring operation of an electromechanical game system using a
game world engine for a gameplay gambling event;

communicating a gameplay gambling event from the game world
engine to a real world engine, wherein the game world engine is configured to
provide a randomly generated payout from a gambling game from a wager of real
world credits based upon the gameplay gambling event; and

operating an actuator that physically affects an element of the
electromechanical game based on an outcome of the randomly generated payout for

the gambling game.

13.  The method of claim 12, wherein the actuator is operated to increase a
game difficulty level upon a loss outcome of the gambling game.

14.  The method of claim 12, wherein the actuator is operated to decrease
a game difficulty level upon a win outcome of the gambling game.

15.  The method of claim 12, further comprising displaying the outcomes of

the electromechanical game via a user interface.

16. The method of clam 12, wherein the outcomes of the
electromechanical game are based upon a consumption of at least one element
used to further game play and the action by a player is a choice made that affects

the consumption of at least one element.
17.  The method of claim 12, further comprising awarding game world credit

based upon a player’s skillful execution of the electromechanical game using the

game world engine.
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18. A machine readable medium containing processor instructions, where
execution of the instructions by a processor causes the processor to perform a
process comprising:

detecting the presence of real world credits in a player account;

recording skillful execution of an electromechanical game, where
outcomes of the electromechanical game are based upon mechanical actions
performed within the electromechanical game;

monitoring operation of an electromechanical game system for a
gameplay gambling event;

randomly generating a payout from a gambling game from a wager of
real world credits based upon the occurrence of the gameplay gambling event; and

operating an actuator that physically affects an element of the
electromechanical game based on an outcome of the randomly generated payout for
the gambling game.

19.  The machine readable medium of Claim 18, wherein the processor
instructions further comprise operating the actuator to increase a game difficulty level
upon a loss outcome of the gambling game.

20. The machine readable medium of Claim 18, wherein the processor

instructions further comprise operating the actuator to decrease a game difficulty

level upon a win outcome of the gambling game.

~-38-



