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ABSTRACT OF THE DISCLOSURIE=

A gaming system including a central server linked to a plurality of
gaming machines. Upon a suitable triggering event at a triggering gaming
device in the gaming system a bonus event occurs. VWhen the bonus event
occurs, the players actively playing each auxiliary gaming device in the gaming
system are each provided a chance to participate in the bonus event as well.
Each remaining gaming device's chance of participating in the bonus event is
based on the individual accumulated bonus event pool for that gaming device.
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TITLE

GAMING SYSTEM AND METHOD FOR PROVIDING GROUP PLAY WITH
DIVIDED BONUS FEATURES

BACKGROUND

[0001] Gaming machines which provide players awards in primary or
base games are well known. Gaming machines generally require the player to
place or make a wager to activate the primary or base game. In many of these
gaming machines, the award is based on the player obtaining a winning
symbol or symbol combination and on the amount of the wager (e.g., the
higher the wager, the higher the award). Generally, symbols or symbol
combinations which are less likely to occur usually provide higher awards. In
such known gaming machines, the amount of the wager made on the base
game by the player may vary. For instance, the gaming machine may allow
the player to wager a minimum number of credits, such as one credit (e.g., one
penny, nickel, dime, quarter or dollar) up to a maximum number of credits,
such as five credits. This wager may be made by the player a single time or
multiple times in a single play of the primary game. For instance, a slot game
may have one or more paylines and the slot game may allow the player to
make a wager on each payline in a single play of the primary game. Slot
games with 1, 3, 5, 9, 15 and 25 lines are widely commercially available.
Thus, it is known that a gaming machine, such as a slot game, may allow
players to make wagers of substantially different amounts on each play of the
primary or base game ranging, for example, from one credit up to one-
hundred-twenty-five credits (e.g., five credits on each of twenty-five separate
paylines). This is also true for other wagering games, such as video draw
poker, where players can wager one or more credits on each hand and where
multiple hands can be played simultaneously. Accordingly, it should be
appreciated that different players play at substantially different wagering
amounts or levels and at substantially different rates of play.
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[0002]) Secondary or bonus games are also known in gaming machines.
The secondary or bonus games usually provide an additional award to the
player. Secondary or bonus games usually do not require an additional wager
by the player to be activated. Secondary or bonus games are generally
activated or triggered upon an occurrence of a designated triggering symbol or
triggering symbol combination in the primary or base game. For instance, a
bonus symbol occurring on the payline on the third reel of a three reel slot
machine may trigger the secondary bonus game. When a secondary or bonus
game is triggered, the gaming machines generally indicates this to the player
through one or more visual and/or audio output devices, such as the reels,
lights, speakers, video screens, etc. Part of the enjoyment and excitement of
playing certain gaming machines is the occurrence or triggering of the
secondary or bonus game (even before the player knows how much the bonus
award will be). In other words, obtaining a bonus event and a bonus award in
the bonus event is part of the enjoyment and excitement for players.

[0003] Certain secondary or bonus games are activated automatically.
Other secondary or bonus games require player activation. Once activated,
certain secondary or bonus games play to the end or final bonus award
automatically. Other secondary or bonus games require at least some level of
player interaction which may vary. In certain secondary or bonus games, the
player may need to pick selections. In some secondary or bonus games, the
player is required to make one or more decisions, such as whether to risk one
amount for a higher amount. From the triggering of these secondary or bonus
games to the end of these secondary or bonus games, the player is generally
provided indications, instructions and information about the play of these
secondary or bonus games. These indications, instructions and information
inform the player of how and why the player is obtaining or has obtained any
award(s) in the secondary or bonus game. Gaming machines often include a
display device, such as one or more reels, wheels, dice, video display screens,
to display how and why the player is obtaining the secondary or bonus award.

[0004] Certain awards are also available to multiple gaming machines or
groups of gaming machines. These awards are sometimes displayed on a
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single display for multiple gaming machines. For instance, progressive awards
associated with gaming machines are also known. In one form, a progressive
award is an award amount which includes an initial amount funded by a casino
and an additional amount funded through a portion of each wager made on the
progressive award associated gaming machine. For example, 1% of each
wager on the primary game of the gaming machine may be allocated to the
progressive award or progressive award fund. Individual progressive slot
machines have a self-contained jackpot, wherein the jackpot grows with every
play. A linked progressive gaming system includes two or more slot machines
connected to a common jackpot, each of which individually contribute to the
jackpot.

[0005] The progressive award grows in value as more players play the
gaming machine and more portions of the players' wagers are allocated to the
progressive award. The jackpots can reach sizeable amounts such as
$1 million or much higher amounts before a player hits or wins the jackpot.
Such sizeable jackpots are very attractive to players. As the jackpot grows, so
does the overall expected payout percentage of the game. When a player
obtains a winning symbol or symbol combination which results in the
progressive award, the accumulated progressive award is provided to the
player. After the progressive award is provided to the player, the amount of
the next progressive award is reset to the initial value and a portion of each
subsequent wager is allocated to the next progressive award as described
above. These progressive awards enable multiple players to build a potential
award as game play continues.

[0006] The muiltiple gaming machines which may win a progressive
award may be in the same bank of machines, in the same casino, in the same
gaming establishment (usually through a local area network (“LAN")), in two or
more different casinos or in two or more different gaming establishments
(usually through a wide area network (“WAN")). Such progressive awards are
sometimes called local area progressives (“LAP") and wide area progressives
(“WAP"), respectively. Moreover, a gaming machine or bank of gaming
machines may be simultaneously associated with a plurality of progressive
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awards. In these multi-level progressive (“MLP") configurations, a plurality of
progressive awards start at different award or value levels, such as $10, $100,
$1000 and $10,000 and each individually increment or increase until provided
to a player. Upon a suitable triggering event at at least one of the gaming
devices associated with the MLP, one or more of the progressive awards
which form the MLP are provided to at least one of the players at such gaming
devices.

[0007]) Regardless of the type of progressive, known gaming machines
typically require the player to play the maximum bet to be eligible to win the
progressive jackpot. Even on a single payline dollar machine, the maximum
bet can be $5 (max bet on many slot machines is 5 credits per payline). Many
players who are not willing to wager the required amount, or not consistently
willing to wager such an amount, are thus excluded from having an opportunity
to win the progressive jackpot and enjoy its associated payout increase.

[0008] While such bonus awards are popular amongst players, a
number of problems exist with these known gaming systems. First, only one
person typically wins the bonus award. This may discourage the other players
who have been also been playing for a long period of time. Additionally, when
a bonus award is won, the other players often have a difficult time figuring out
who won the bonus award.

[0009] Certain secondary or bonus games include a group gaming
aspect wherein a plurality of players participate in a group event for one or
more bonus awards. These group events often include a plurality of player's
that are classified as actively playing eligible gaming machines in the gaming
system. However, as players frequently keep their level of game play at the
minimum amount required to remain classified as actively playing an eligible
gaming machine, player's outcomes in the group event often do not
correspond with player’s level of play prior to the group event. This skews the
outcome or award distribution in group events to such players that keep their
level of game play at the minimum amount required to remain active.
Accordingly, there is a need to provide a gaming system with a group event,
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wherein each active player's outcome in the group event is based, at least in
part, on that player's relative level of game play.

[0010] Mystery bonus awards are also known. For instance, U.S.
Patent Nos. 5,655,961, 5,702,304, 5,741,183, 5,752,882, 5,820,459,
5,836,817, 5,876,284, 6,162,122, 6,257,981, 6,319,125, 6,364,768, 6,375,569,
6,375,567, RE37,885 and 6,565,434 describe mystery bonus awards and
certain methods for providing such awards to players. These patents also
describe certain methods for determining which gaming machines will provide
the awards to players. These patents further describe methods for a central
server to determine which ganiing machines will provide the bonus awards and
the amount of the bonus awards.

[0011) PCT Application No. PCT/AU98/00525, entitled “Slot Machine
Game And System With Improved Jackpot Feature" discloses a jackpot
awardable to a plurality of gaming machines connected to a network. Upon
each play of each gaming machine, a jackpot controller increments the value
of the jackpot. Prior to each primary game, the gaming machine selects a
random number from a range of numbers and during each primary game, the
gaming machine allocates the first N numbers in the range, where N is the
number of credits bet by the player in that primary game. At the end of the
primary game, the randomly selected number is compared with the numbers
allocated to the player and if a match occurs, that particular gaming machine is
switched into a feature game mode in which a jackpot game is played for all or
part of the incremental jackpot.

(0012] More specifically, for every game that is played, a random trigger
value is selected in the preprogrammed range as determined from an average
number of credits wagered per jackpot. When the primary game is
commenced, it is then reported to the controller, which allocates a contribution
to the prize pool. Each game is also allotted numbers from the same number
range from which the random number was selected, one number in the range
being allotted for each credit bet such that the player's probability of being
awarded the jackpot game is proportional to the bet. The previously selected
random number is then used as a trigger value and compared with the values
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allotted to the player, if there is a match between the trigger value and the
player values, the player is given an opportunity to play the jackpot game.
Alternatively, a number is allocated which is equal to, or proportional to the
number of credits bet in the respective primary game, the trigger value is
compared with the single player value and a jackpot game awarded if the
trigger value is less than or equal to the player value.

(0013] In one embodiment of the system disclosed in PCT Application
No. PCT/AU98/00525, a prize is always awarded in the jackpot game. The
jackpot game is used to determine the size of the prize to be awarded. The
winning machine is then locked up and the controller awaits an indication that
the prize has been paid before allowing the machine to be unlocked. The
machine then returns to commence a new primary game. If the trigger value
does not match, then there is no feature game awarded for that bought game
and the machine returns to step and waits for the next game to commence.

(0014] PCT Application No. PCT/AU99/01059, entitled “Player
Information Delivery” discloses a gaming console in which an animated
character occasionally randomly appears and awards a player a variable
random bonus prize. The occurrence of the animated character is weighted by
the desired hit rate of the feature and is dependent upon the player's bet and
may or may not be dependent upon the size and type of the player's bet.
Additionally, the gaming console includes a bonus pool (funded by the player)
and a random decision is made whether the contents of the bonus pool will be
awarded in addition to any other win.

[0015)U.S. Patent No. 6,241,608 B1 entitled “Progressive Wagering
System” discloses a linked progressive wagering system that is capable of
accepting wagers in different currencies and different denominations of the
same currency. The system periodically computes each current prize value
using the data acquired from each gaming device and displays the current
prize value at each location where participating gaming devices are located (in
the currency used at each particular location). This patent also discloses the
system specifying a boundary criteria, such as a maximum value or an
expiration date and time, for a progressive award prize. If a gaming device




05 Jul 2012

2012203947

has not randomly generated a prize award event when the specified boundary criteria is
met, a progressive award prize is forced by the system upon one or more randomly
selected participating players.

[0016] There is a continuing need to provide new and different gaming machines
and gaming systems as well as new and different ways to provide awards to players
including bonus awards. There is also a continuing need to provide new and different
linked or related gaming machines. Moreover, there is a continuing need to provide
gaming machines and gaming systems which provide new and different features

relating to group gaming.

SUMMARY

[0016A] According to a first aspect of the invention there is provided a gaming
system comprising:

a plurality of gaming devices, each gaming device:

(i) including a display device, an input device, a processor, and a memory

device which stores a plurality of instructions, which when executed by the

processor, cause the processor to operate with the display device and the input

device to display a primary game operable upon a wager placed by a player, and

(i) is associated with a distinct accumulated bonus event pool which is based

on wagers placed at said gaming device; and

a controller configured to communicate with each of the gaming devices, wherein
upon a triggering of a first bonus event, the controller is programmed to:

(@) designate one of the gaming devices as a triggering gaming device and

designate each of the remaining gaming devices as auxiliary gaming devices;

(b) for each gaming device, determine if the accumulated bonus event pool

associated with said gaming device exceeds a threshold amount;

(c) if the accumulated bonus event pool associated with the triggering gaming

device does not exceed the threshold amount, enable the triggering gaming

device to participate in the first bonus event;

(d) if the accumulated bonus event pool associated with the triggering gaming

device exceeds the threshold amount, enable the triggering gaming device to
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participate in the first bonus event, wherein any first bonus event awards
randomly determined for the triggering gaming device in the first bonus event are
modified by a triggering gaming device modifier and a first accumulated bonus
event pool modifier that is based on the accumulated bonus event pool
associated with the triggering gaming device; and

(e) for each auxiliary gaming device, if the accumulated bonus event pool
associated with said auxiliary gaming device exceeds the threshold amount,
enable said auxiliary gaming device to participate in the first bonus event,
wherein any first bonus event awards randomly determined for said auxiliary
gaming device in the first bonus event are modified by a second accumulated
bonus event pool modifier that is based on the accumulated bonus event pool
associated with said auxiliary gaming device.

[0016B] According to a second aspect of the invention there is provided a gaming

system comprising:

a plurality of gaming devices, each gaming device:

(i) including a display device, an input device, a processor, and a
memory device which stores a plurality of instructions, which when executed by
the processor, cause the processor to operate with the display device and the
input device to display a primary game operable upon a wager placed by a
player, and

(ii) is associated with a distinct accumulated bonus event pool which is
based on wagers placed at said gaming device, and
a controller configured to communicate with each of the gaming devices, wherein

upon an occurrence of a triggering event, the controller and the plurality of gaming
devices are programmed to:

(@) designate one of the gaming devices as a triggering gaming device
and each of the remaining gaming devices in the gaming system are designated
auxiliary gaming device;

(b)  enable the designated triggering gaming device to participate in a
first bonus event, wherein if the accumulated bonus event pool associated with

said triggering gaming device exceeds a threshold amount, any first bonus event

7a



awards randomly determined for the triggering gaming device in the first bonus
event are modified by a triggering gaming device modifier and a first

05 Jul 2012

accumulated bonus event pool modifier that is based on the accumulated bonus
event pool associated with said triggering gaming device; and

(c) enable at least one of the designated auxiliary gaming devices to
participate in the first bonus event, wherein any first bonus event awards
randomly determined for said designated auxiliary gaming device in the first
bonus event are modified by a second accumulated bonus event pool modifier

that is based on the accumulated bonus event pool associated with said auxiliary

2012203947

gaming device.

[0016C] According to a third aspect of the invention there is provided a gaming
system comprising:

a plurality of gaming devices, each gaming device:

() including a display device, an input device, a processor, and a
memory device which stores a plurality of instructions, which when executed by
the processor, cause the processor to operate with the display device and the
input device to display a primary game operable upon a wager placed by a
player, and

(i) is associated with a distinct accumulated bonus event pool which is
based on wagers placed at said gaming device, and
a controller configured to communicate with each of the gaming devices,

Q wherein upon an occurrence of a triggering event, the controller and the plurality of
gaming devices are programmed to:

(a)  designate one of the gaming devices as a triggering gaming device
and each of the remaining gaming devices in the gaming system are designated
auxiliary gaming device;

(b) enable the designated triggering gaming device to participate in a
first bonus event, wherein if the accumulated bonus event pool associated with
said triggering gaming device exceeds a threshold amount, said first bonus event

is associated with a first average expected payout that is based on the

7b
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accumulated bonus event pool associated with said triggering gaming device;

and

(c) enable at least one of the designated auxiliary gaming devices to
participate in the first bonus event, wherein for each participating auxiliary
gaming device, said first bonus event is associated with a second average
expected payout that is based on the accumulated bonus event pool associated
with said auxiliary gaming device.

[0016D] According to a fourth aspect of the invention there is provided a gaming
device operable under control of a processor, said gaming device comprising:

a display device;

an input device; and

a memory device which stores a plurality of instructions, which when executed by
the processor, cause the processor to operate with the display device and the input
device to:

(i) display a primary game operable upon a wager placed by a player,
wherein at least part of said wagers placed are allocated to a distinct accumulated
bonus event pool; and

(i) upon a triggering of a first bonus event, display a first bonus event which
includes:

(a)  a designation of said gaming device as a triggering gaming device
or an auxiliary gaming device;

(b) a determination occurs if the accumulated bonus event pool
exceeds a threshold amount;

(c) if said gaming device is designated as the triggering gaming device
and said accumulated bonus event pool does not exceed the threshold amount,
said gaming device is enabled to participate in the first bonus event;

(d) if said gaming device is designated as the triggering gaming device
and said accumulated bonus event pool exceeds the threshold amount, said
gaming device is enabled to participate in the first bonus event, wherein any first

bonus event awards randomly determined in the first bonus event are modified

Tc
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by a triggering gaming device modifier and a first accumulated bonus event pool

modifier that is based on said accumulated bonus event pool; and

(e) if said gaming device is designated as the auxiliary gaming device
and said accumulated bonus event pool exceeds the threshold amount, said
gaming device is enabled to participate in the first bonus event, wherein any first
bonus event awards randomly determined in the first bonus event are modified
by a second accumulated bonus event pool modifier that is based on said
accumulated bonus event pool.

[0016E] According to a fifth aspect of the invention there is provided a method of
operating a gaming system, said gaming system including a controller configured to
communicate with a plurality of gaming devices wherein each gaming device is
configured to display a primary game operable upon a wager placed by a player, said
method comprising:

(@)  maintaining a distinct accumulated bonus event pool associated with each
gaming device, wherein each accumulated bonus event pool for each gaming device is
based on wagers placed at said gaming device;

(b)  determining if a triggering event occurs; and

(c) if the triggering event is determined to occur:

(1) designating one of the gaming devices as a triggering gaming
device and each of the remaining gaming devices in the gaming system are
designated auxiliary gaming devices;

(i)  enabling the designated triggering gaming device to participate in a
first bonus event, wherein if the accumulated bonus event pool associated with
said triggering gaming device exceeds a threshold amount, any first bonus event
awards randomly determined for the triggering gaming device in the first bonus
event are modified by a triggering gaming device modifier and a first
accumulated bonus event pool modifier that is based on the accumulated bonus
event pool associated with said triggering gaming device; and

(i)  enabling at least one of the designated auxiliary gaming devices to
participate in the first bonus event, wherein any first bonus event awards
randomly determined for said designated auxiliary gaming device in the first

7d
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bonus event are modified by a second accumulated bonus event pool modifier

that is based on the accumulated bonus event pool associated with said auxiliary

gaming device.

[0016F]) According to a sixth aspect of the invention there is provided a gaming
system comprising:

a plurality of gaming machines; and

at least one controller configured to communicate with said gaming machines,
wherein the at least one controller is programmed to:

(a) identify a plurality of players of said gaming machines;

(b) for each identified player, maintain a distinct accumulated bonus event
pool for said identified player, wherein the accumulated bonus event pool maintained for
the identified player is based on any wagers placed by the identified player on said
gaming machines;

(c) determine if a triggering event will occur; and

(d) if the triggering event is determined to occur:

(1) designate one of the identified players as a triggering player
and designate each of the remaining identified players as auxiliary
players,

(ii) cause the triggering player to participate in a first bonus
event,

(i)  randomly determine a first bonus event award for said
triggering player,

(iv) if the accumulated bonus event pool maintained for said
triggering player exceeds a threshold amount, cause the first bonus event
award determined for the triggering player to be modified by a triggering
player modifier and a first accumulated bonus event pool modifier that is
based on the accumulated bonus event pool maintained for said triggering
player,

(v)  cause at least one of the auxiliary players to participate in
the first bonus event,

Te
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(vi) randomly determine a first bonus event award for each
auxiliary player participating in the first bonus event, and

(vii)  for each auxiliary player participating in the first bonus event,
cause the first bonus event award determined for said auxiliary player to
be modified by a second accumulated bonus event pool modifier that is
based on the accumulated bonus event pool maintained for said auxiliary
player.

[0016G] According to a seventh aspect of the invention there is provided a
gaming system comprising:

a plurality of gaming machines; and

at least one controller configured to communicate with said gaming machines,
wherein the at least one controller is programmed to:

(a) identify a plurality of players of said gaming machines;

(b)  for each identified player, maintain a distinct accumulated bonus event
pool for said identified player, wherein the accumulated bonus event pool maintained for
the identified player is based on any wagers placed by the identified player on said
gaming machines,

(c) determine if a triggering event will occur; and

(d) if the triggering event is determined to occur:

(i) designate one of the gaming machines as a triggering
gaming machine and designate each of the remaining gaming machines
as auxiliary gaming machines,

(ii) cause the triggering gaming machine to participate in a first
bonus event,

(i)  randomly determine a first bonus event award for said
identified player of the triggering gaming machine,

(iv) if the accumulated bonus event pool maintained for said
identified player of the triggering gaming machine exceeds a threshold
amount, cause the first bonus event award determined for the identified
player of the triggering gaming machine to be modified by a triggering
gaming machine modifier and a first accumulated bonus event pool

7f
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modifier that is based on the accumulated bonus event pool maintained for
said identified player of the triggering gaming machine,

(v) cause at least one of the auxiliary gaming machines to
participate in the firsi bonus event,

(vi) randomly determine a first bonus event award for the
identified player of each auxiliary gaming machine participating in the first
bonus event, and

(vii)  for each identified player at each auxiliary gaming machine
participating in the first bonus event, cause the first bonus event award
determined for the identified player of said designated auxiliary gaming
machine to be modified by a second accumulated bonus event pool
modifier that is based on the accumulated bonus event pool maintained
for said identified player of the auxiliary gaming machine.

[0016H] According to an eighth aspect of the invention there is provided a

method of operating a gaming system, said method comprising:

(a)
(b)

identifying a plurality of players of a plurality of gaming machines;
for each identified player, maintaining a distinct accumulated bonus event

pool for said identified player, wherein the accumulated bonus event pool maintained for

the identified player is based on any wagers placed by the identified player on said

gaming machines;

(c)
(d)

determining if a triggering event will occur; and
if the triggering event is determined to occur:

(1) designating one of the identified players as a triggering
player and designate each of the remaining identified players as auxiliary
players,

(ii) causing the triggering player to participate in a first bonus
event,

(i)  randomly determining a first bonus event award for said
triggering player,

(iv) if the accumulated bonus event pool maintained for said
triggering player exceeds a threshold amount, causing the first bonus

78
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event award determined for the triggering player to be modified by a
triggering player modifier and a first accumulated bonus event pool
modifier that is based on the accumulated bonus event pool maintained
for said triggering player,

(v)  causing at least one of the auxiliary players to participate in
the first bonus event,

(vi) randomly determining a first bonus event award for each
auxiliary player participating in the first bonus event, and

(vii)  for each auxiliary player participating in the first bonus event,
causing the first bonus event award determined for said auxiliary player to
be modified by a second accumulated bonus event pool modifier that is

based on the accumulated bonus event pool maintained for said auxiliary
player.

[00161] According to a ninth aspect of the invention there is provided a method of
operating a gaming system, said method comprising:

(@)
(b)

identifying a plurality of players of a plurality of gaming machines;
for each identified player, maintaining a distinct accumulated bonus event

pool for said identified player, wherein the accumulated bonus event pool maintained for

the identified player is based on any wagers placed by the identified player on said
gaming machines;

(c)
(d)

determining if a triggering event will occur; and
if the triggering event is determined to occur:

(i) designating one of the gaming machines as a triggering
gaming machine and designate each of the remaining gaming machines
as auxiliary gaming machines,

(i)  causing the triggering gaming machine to participate in a first
bonus event,

(iii)  randomly determining a first bonus event award for said
identified player of the triggering gaming machine,

(iv) if the accumulated bonus event pool maintained for said
identified player of the triggering gaming machine exceeds a threshold

7h
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amount, causing the first bonus event award determined for the identified
player of the triggering gaming machine to be modified by a triggering
gaming machine modifier and a first accumulated bonus event pool
modifier that is based on the accumulated bonus event pool maintained
for said identified player of the triggering gaming machine,

(v) causing at least one of the auxiliary gaming machines to
participate in the first bonus event,

(vi) randomly determining a first bonus event award for the
identified player of each auxiliary gaming machine participating in the first
bonus event, and

(vii)  for each identified player of each auxiliary gaming machine
participating in the first bonus event, causing the first bonus event award
determined for the identified player of said designated auxiliary gaming
machine to be modified by a second accumulated bonus event pool
modifier that is based on the accumulated bonus event pool maintained

for said identified player of the auxiliary gaming machine.

[0016J] According to a tenth aspect of the invention there is provided a gaming

system comprising:

a plurality of gaming machines; and

at least one controller configured to communicate with said gaming machines,

wherein the at least one controller is programmed to:

(@)

for each gaming machine, maintain a distinct accumulated bonus event

pool which is based on any wagers placed on any primary games of said gaming

machine;
(b)
(c)

determine if a triggering event will occur; and
if the triggering event is determined to occur, cause:

(1) a plurality of said gaming machines to participate in a first
bonus event, wherein for each participating gaming machine, any first
bonus event award determined in the first bonus event is modified by an
accumulated bonus event pool modifier that is based on the accumulated

bonus event pool maintained for said gaming machine, and

7i



05 Jul 2012

2012203947

(i)  one of the gaming machines which participated in the first
bonus event to participate in a second, different bonus event to win a
second bonus event award.

[0016K] According to an eleventh aspect of the invention there is provided a
method of operating a gaming system, said method comprising:

(@) for each of a plurality of gaming machines, maintaining a distinct
accumulated bonus event pool which is based on any wagers placed on any primary
games of said gaming machine;

(b)  determining if a triggering event will occur; and

(c) if the triggering event is determined to occur, causing:

(i) a plurality of said gaming machines to participate in a first
bonus event, wherein for each participating gaming machine, any first
bonus event award determined in the first bonus event is modified by an
accumulated bonus event pool modifier that is based on the accumulated
bonus event pool maintained for said gaming machine, and

(i)  one of the gaming machines which participated in the first
bonus event to participate in a second, different bonus event to win a
second bonus event award.

[0017] In one embodiment, the gaming system disclosed herein includes a
central server, central controller or remote host in communication with or linked to a
plurality of gaming machines or gaming devices. In another embodiment, the gaming
system includes a plurality of linked gaming machines, wherein one of the gaming
machines functions as the central server, central controller or remote host.

[0018] In one embodiment, upon a suitable triggering event at a first gaming
device in the gaming system (referred to herein as the "triggering gaming device") a
bonus event occurs. When the bonus event occurs, the players actively playing one or
more of the other gaming devices in the gaming system (referred to herein as the
"auxiliary gaming devices") are each provided a chance to participate in the bonus
event as well. In one embodiment, each gaming device includes an individual pool or
meter of accumulated wagers and each auxiliary gaming device's chance of

participating in the bonus event is based on the individual accumulated bonus event
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pool for that gaming device. Accordingly, one embodiment of the gaming system and
method disclosed herein guarantees that the triggering gaming device the gaming
device which triggered that bonus event) will participate in the bonus event and one,
more or each auxiliary active gaming device each gaming device which did not trigger
that bonus event) is guaranteed a chance to participate in the bonus event, wherein

such a chance is based on the amount of wagers
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previously placed at that individual gaming device. That is, the gaming system
and method of implementing the gaming system disclosed herein enables a
plurality of players at a plurality of gaming devices to each participate in a
bonus event, regardless of which gaming device in the gaming system
triggered the occurrence of the bonus event.

[0019] It should be appreciated that as each gaming device in the
gaming system may be designated as either the triggering gaming device (i.e.,
a gaming device which causes or is otherwise directly associated with the
triggering event) or an auxiliary gaming device (i.e., a gaming device which did
not cause, is not associated with or is indirectly associated with the triggering
event), upon the occurrences of different bonus events, the same gaming
device may have different designations. That is, for a first bonus event, a first
of the gaming devices in the gaming system may be designated as the
triggering gaming device (and thus guaranteed to participate in the first bonus
event), but for a second bonus event, the first gaming device may be
designated as an auxiliary gaming device (and thus not guaranteed to
participate in the second bonus event). Similarly, for a first bonus event, a
second of the gaming devices in the gaming system may be designated as an
auxiliary gaming device (and thus not guaranteed to participate in the first
bonus event), but for a second bonus event, the second gaming device may
be designated as the triggering gaming device (and thus guaranteed to
participate in the second bonus event).

(0020] In one embodiment, each gaming device in the gaming system is
associated with or otherwise maintains a separate gaming device accumulated
bonus event pool, wherein each gaming device accumulated bonus event pool
is individually funded as a percentage of the total or partial amounts wagered
at that individual gaming device. In one embodiment, each gaming device
includes a separate coin-in or wager meter which tracks the total or partial
coin-in or wagers placed on the primary games played at that gaming device.
In another embodiment, the central controller includes a separate coin-in or
wager meter for each individual gaming machine which tracks the total or

partial coin-in or wagers placed on the primary games for each of the gaming
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machines in the gaming system (i.e., the central controller maintains a gaming
device accumulated bonus event pool for each gaming machine in the gaming
system). In another embodiment, the central controller maintains a separate
accumulated bonus event pool for each player which is tracked via a player
tracking system (implemented through the use of a playing tracking card or
any other suitable manner or suitable system). In this embodiment, if a player
leaves a gaming machine of the gaming system, that player's wagered
amounts and accumulated bonus event pool are saved for the player (via the
player tracking system, the player tracking card or any other suitable system)
for later use at another gaming machine. It should be appreciated that the
wagers placed are tracked in any suitable compatible or comparable manner
such as credits wagered (i.e., if all of the system gaming machines are of the
same denomination) or monetary units (e.g., total dollars or other currency)
wagered. It should be further appreciated that tracking in monetary units
accounts for gaming machines having multi-denominations and/or for gaming
machines of different denominations and/or gaming machines which accept
different currencies.

[0021] In operation, upon a suitable triggering event at a first gaming
device in the gaming system, the central controller causes a bonus event to
occur. For the occurrence of this bonus event, the first gaming device is
designated the triggering gaming device. The designation as the triggering
gaming device ensures that gaming device success in the bonus event
participation gaming sequence (as described below) and thus ensures
participation in the triggered bonus event. In one embodiment, the suitable
triggering event is the generation of a designated symbol or symbol
combination in a primary game of the triggering gaming device. In another
embodiment, the triggering of the bonus event occurs independent of any
game play event which may occur in any primary game or any secondary
game played at one or more gaming machines in the gaming system.

[0022] In addition to the triggering gaming device gaining entrance into
the bonus event, upon the triggering of the bonus event, the central controller
also determines which of the other gaming devices in the gaming system shall
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be provided with a chance to participate in the bonus event. In one
embodiment, the central controller determines the status of the gaming
devices in the gaming system and provides each gaming device which is in
active status a chance to participate in the bonus event. In this embodiment,
upon the triggering of a bonus event, each gaming machine is determined to
be in either active status or enrolled or inactive status. Active status means
that the gaming machine is being actively played by a player, wherein the
active status requirements can be based on any suitable number of satisfied
criteria or defined in any suitable manner by the implementer of the gaming
system. For example, the current level of a gaming device's accumulated
bonus event pool (i.e., is the accumulated bonus event pool at or above a
designated threshold wager level) may be part of the determination of whether
that gaming machine is in the active status. In another example, a play of or
wager on the primary game of the gaming machine within a predetermined
period of time may be part of the determination of whether that gaming
machine is in the active status. Other factors such as: (a) the amount of time
between each play of or wager on the primary game of the gaming machine;
(b) the amount being wagered on the primary game(s); () the number of plays
within a period of time; and (d) the existence of credits on the gaming device
may also or alternatively be part of the determination of whether a gaming
machine is in the active status. On the other hand, inactive status means that
the gaming machine is one of the gaming machines in the gaming system, but
is not in the active status (i.e., not being actively played by a player according
to one or more of the predetermined criteria).

[0023] In another embodiment, each auxiliary gaming device is
automatically provided a chance to participate in the bonus event. In another
embodiment, a designated number of auxiliary gaming devices are each
automatically provided a chance to participate in the bonus event. In another
embodiment, to be provided a chance to participate in the bonus event, a
gaming device's accumulated bonus event pool must equal or exceed a
threshold amount. It should be appreciated that any suitable manner of
determining which auxiliary gaming devices are provided a chance to
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participate in the bonus event may be implemented in accordance with the
gaming system and method disclosed herein.

[0024) After determining which gaming devices will be provided a
chance to participate in the bonus event, one, more and preferably each of
such gaming devices participate in a separate or independent bonus event
participation sequence or sub-game to determine which gaming devices
actually will participate in the bonus event. That is, each gaming device
selected to provide a chance to participate in the bonus event (along with the
triggering gaming device which caused the triggering of the bonus event)
initiates and displays a common bonus event participation gaming sequence or
interface, such as the selection sub-game described below, wherein each
player's odds of success in the bonus event participation gaming sequence is
or can be varied based on one or more factors.

[0025] In one embodiment, the odds of success for one, more or each
gaming device in the bonus event participation gaming sequence (i.e., and
actually gaining entry to participate in the bonus event) is based on the
accumulated bonus event pool of each respective gaming device. That is, the
greater the accumulated wagers in a gaming device's associated accumulated
bonus event pool, the greater the odds of success in the bonus event
participation gaming sequence for that gaming device. It should be
appreciated that since the triggering gaming device is guaranteed entry into
the bonus event, the odds of success for the triggering gaming device in the
bonus event participation gaming sequence is 100%. That is, regardless of
anything the player of the triggering gaming device may do during the bonus
event participation gaming sequence, the player of such triggering gaming
device is ensured of entrance into the bonus event. In one embodiment, the
player at the triggering gaming device is displayed or provided a different
bonus event participation gaming sequence than the bonus event participation
gaming sequence displayed to one, more or each of the auxiliary gaming
devices. For example, the bonus event participation gaming sequence
displayed by the triggering gaming device includes a determination of an
appropriate multiplier to apply to any bonus award provided to the player of
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such triggering gaming device. Accordingly, the bonus event participation
gaming sequence provides that a plurality of gaming devices will each have a
chance to participate in the bonus event and the actual chance of participating
in the bonus event can or will be varied based on the individual gaming device.

(0026] In one embodiment, each auxiliary gaming device displays a
separate bonus event participation gaming sequence, however in this
embodiment, zero, one or more of the auxiliary gaming devices are associated
with a 0% of success in the bonus event participation gaming sequence. In
another embodiment, none of the auxiliary gaming devices display the bonus
event participation gaming sequence.

[0027] In one embodiment, after determining which gaming devices will
be provided a chance to participate in the bonus event, each gaming device
provided such a chance is displayed a plurality of selections in a bonus event
participation gaming sequence. Each selection is associated with an entry into
the bonus event, an entry into the bonus event with an associated modifier or a
non-entry into the bonus event. In one embodiment, the odds of each
selection being associated with an entry into the bonus event (with or without
the associated modifier) is based on the accumulated bonus event pool of that
gaming device. In this embodiment, the greater the accumulated wagers in a
gaming device's associated accumulated bonus event pool, the greater the
number of selections associated with entries into the bonus event (and thus
the greater the chances of that gaming device participating in the bonus
event). For example, if the average payout in the bonus event is one-hundred,
then an active gaming device with twenty credits accumulated in its associated
accumulated bonus event pool is provided a one-in-five chance of qualifying to
participate in the bonus event. In this example, if the active gaming device
displays ten selections to the player of such gaming device, then two
selections will be associated with an entry into the bonus event (with or without
the associated modifier) and eight selections will be associated with non-
entries into the bonus event. It should be appreciated that since the triggering
gaming device is guaranteed entry into the bonus event, each of the plurality of
selections displayed by this gaming device are associated either with an entry
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into the bonus event or with an entry into the bonus event and an associated
modifier. That is, regardless of which selection is picked at the triggering
gaming device, the player of such gaming device is insured of entrance into
the bonus event.

(0028] After displaying a plurality of selections at each active gaming
machine, the player at each active gaming machine (including the triggering
gaming device) is enabled the pick one of the displayed selections. The entry
or non-entry into the bonus event associated with the picked selection is
revealed. If a non-entry is revealed, then that gaming device will not
participate in the bonus event. If an entry in the bonus event without an
associated modifier is revealed, then that gaming device will participate in the
bonus event and any bonus event award determined during the bonus event
will be provided to the player. If an entry in the bonus event with an associated
modifier is revealed, that gaming device will participate in the bonus event and
any bonus event award determined during the bonus event will be modified by
the associated modifier and such modified bonus event award will be provided
to the player.

[0029] After determining which gaming devices will participate in the
bonus event, the central controller will initiate the bonus event. In one
embodiment, a bonus event award, such as a bonus event value, is
determined for each gaming device participating in the bonus event. In one
embodiment, the bonus event award determined for each gaming device
participating in the bonus event is based, at least in part, on the accumulated
bonus event pool for that gaming device. In another embodiment, an
independent bonus event award is determined for each participating gaming
device. In another embodiment, one, more or each of the bonus event awards
is determined, at least in part, based on one of the bonus event awards
determined at at least one of the other participating gaming devices in the
gaming system. In one such embodiment, the bonus event utilizes a shared
device, such as a wheel, to determine one, more or each bonus event awards.
It should be appreciated that any suitable manner of determining a bonus
event award may be implemented.
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[0030] In one embodiment, one or more players at one or more
gaming devices are offered a buy-in to participate in the bonus event. In one
such embodiment, the buy-in offered to the player is based on the amount in
the accumulated bonus event pool associated with the player's currently
played gaming device in relation to an average expected payout for the bonus
event. For example, if the average expected payout for a bonus event is
determined to be $10.00 and the accumulated bonus event pool associated
with a player's currently played gaming device is $8.00, then a buy-in wager
amount of $2.00 is offered to the player. This embodiment provides for the
player to make the choice if they want to participate in the bonus event and if
so, pay any difference required. In another such embodiment, even if the
player's accumulated bonus event pool is greater than the average expected
payout for the bonus event, the gaming system enables the player to buy-in to
participate in the bonus event with an applicable bonus modifier. Such
embodiments enable all players the opportunity to participate in the bonus
event for each and every bonus event and also provides those players who
wager more (and thus have larger accumulated bonus event pools) with a
smaller buy-in than those who have wagered less.

(0031] After determining a bonus event award for each participating
gaming device, any revealed modifiers are appropriately applied to any bonus
event awards. That s, if a player picked selection at a gaming device revealed
an associated modifier, the revealed modifier is applied to the bonus event
award determined for such gaming device. Each of the bonus event awards
(whether modified or not) are provided as to the respective players at such
gaming devices and the bonus event ends.

[0032] In one embodiment, after the bonus event ends, the gaming
device accumulated bonus event pool for each active gaming device that
participated in the actual bonus event is decreased or reduced by a theoretical
bonus event award regardless of the actual bonus event award provided to the
player. In this embodiment, upon the triggering of the bonus event, for each
active gaming device, a theoretical bonus event award is determined based on
the accumulated bonus event pool of that gaming device and it is this
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theoretical bonus event award (and not the actual bonus event award) which is
subtracted from the accumulated bonus event pool. In another embodiment,
after the bonus event ends, the gaming device accumulated bonus event pool
for each active gaming device that participated in the actual bonus event is
reset to a designated amount, such as zero. In another embodiment, after
each bonus event, the gaming device accumulated bonus event pool for each
active gaming device which participated in the bonus event participation
gaming sequence is reset to a designated amount, such as zero. In another
embodiment, after each bonus event, the gaming device accumulated bonus
event pool for one, more or each active gaming device is reset to a designated
amount, such as zero. In another embodiment, after each bonus event, the
gaming device accumulated bonus event pool for the triggering gaming device
is reset to a designated amount, such as zero. In another embodiment, after
each bonus event, the gaming device accumulated bonus event pool for the
triggering gaming device is not reset.

[0033] In one alternative embodiment, based on the outcomes of a
plurality of different bonus award events, a player at a gaming device in the
gaming system is provided at least one award, such as a progressive award.
In one such embodiment, upon a suitable triggering event, the central
controller enables at least one and preferably a plurality of gaming devices in
the gaming system to participate in a first bonus event. In this embodiment, for
each participating gaming device, a first bonus event award or outcome is
determined, wherein the determined first bonus event award or outcome is
based, at least in part, on the level of that participating gaming device's
accumulated bonus event pool. At least in part based on these determined
first bonus event awards, the central controller selects one of the participating
gaming devices to participate in a second bonus event and win a second
bonus event award, such as a progressive award. Accordingly, this
embodiment provides a gaming system with a group event wherein the award
or outcome determined for each participating gaming device is based, at least
in part, on that gaming device's level of game play prior to the group event.
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(0034] In one embodiment, upon a suitable triggering event at a first
gaming device, the central controller causes a first bonus event to occur,
wherein the first gaming device is designated as the triggering gaming device.
In one embodiment, the first bonus triggering event is the generation of a
designated symbol or symbol combination in a primary game of the triggering
gaming device. In another embodiment, the first bonus triggering event occurs
independent of any game play event which may occur in any primary game or
any secondary game played at one or more of the gaming machines in the
gaming system.

(0035] In one embodiment, upon a suitable first bonus triggering event
occurring, the central controller determines if the accumulated bonus event
pool for the triggering gaming device is at or above a designated threshold
amount, such as a designated threshold wager level. If the accumulated
bonus event pool for the triggering gaming device is at or above the
designated threshold wager level, the central controller enables the player at
the triggering gaming device to play or participate in the first bonus event with
an applicable modifier to apply to any awards or outcomes generated in the
first bonus event. In this embodiment, the determination of an applicable
modifier, such as a multiplier, is based on the accumulated bonus event pool
of the triggering gaming device and an additional modifier component
associated with being designated as the triggering gaming device. For
example, the gaming system determines an applicable multiplier of 3X which is
formed from the combination of an accumulated bonus event pool multiplier of
2X (based on the triggering gaming device's accumulated bonus event pool)
and a triggering gaming device multiplier of 1X (which is associated with being
designated as the triggering gaming device). On the other hand, if the
accumulated bonus event pool for the triggering gaming device is below the
designated threshold wager level, the central controller enables the player at
the triggering gaming device to play or participate in the first bonus event
without any applicable modifier.

[0036] In one embodiment, in addition to determining if the accumulated
bonus event pool for the triggering gaming device is at or above the

16




05 Jul 2012

2012203947

designated threshold wager level, for each of one or more auxiliary gaming
devices, the central controller determines if the accumulated bonus event pool
for that auxiliary gaming device is at or above a designated threshold wager
level. If the accumulated bonus event pool for an auxiliary gaming device is
below the designated threshold wager level, the central controller does not
enable the player at that auxiliary gaming device to play or participate in the
first bonus event. If the accumulated bonus event pool for an auxiliary gaming
device is at or above the designated threshold wager level, the central
controller enables the player at that auxiliary gaming device to play or
participate in the first bonus event with an applicable modifier, such as a
multiplier, to apply to any outcomes generated in the first bonus event. In this
embodiment, the determination of an applicable modifier is based on the
accumulated bonus event pool of that auxiliary gaming device. For example,
for a the gaming system determines an applicable accumulated bonus event
pool multiplier of 2X which is based on that auxiliary gaming device's
accumulated bonus event pool.

[0037] After determining which gaming devices to participate in the first
bonus event and any applicable modifiers to apply to any outcomes generated
in the first bonus event, the gaming system disclosed herein enables each
participating gaming device (i.e., the triggering gaming device and zero, one or
more auxiliary gaming devices) to play the first bonus event. In different
embodiments, the first bonus event includes one or more rounds and may be
any suitable type of game including, but not limited to, slot games, card games
(e.g., poker, blackjack), lottery games, skill games or perceived skill games. In
the first bonus event, each participating gaming device determines a first
bonus event award, wherein each participating gaming device's first bonus
event award is modified by any applicable modifier associated with that
gaming device to form a modified first bonus event award. In one
embodiment, each participating gaming device provides its respective modified
first bonus event award to the player of that gaming device. It should be
appreciated that for any participating gaming devices without an applicable
modifier, a modifier of 1X is utilized to form a modified first bonus event award.
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(0038] In one embodiment, the central controller selects one of the
participating gaming devices to play or participate in a second bonus event. In
one such embodiment, the central controller selects one of the participating
gaming devices based, at least in part, on that gaming device's modified first
bonus event award. In one example embodiment, the central controller
determines the participating gaming device with the highest or greatest
modified first bonus event award and enables that gaming device to play or
participate in at least one second bonus event. In this embodiment, the
gaming device's outcome in the second bonus event determines an award to
provide to the player of the determined gaming device with the highest
modified first bonus event award. In different embodiments, the second bonus
event includes one or more rounds and may be any suitable type of game
including, but not limited to, slot games, card games (e.g., poker, blackjack),
lottery games, skill games or perceived skill games.

[0039] In one such embodiment, the gaming device's outcome in the
second bonus event determines which of the plurality of progressive awards in
an MLP configuration to provide. In this embodiment, the gaming system
maintains a plurality of progressive awards in a multi-level progressive or MLP
configuration and the outcome(s) of the second bonus event determine which
level of the MLP (and which associated progressive award) to provide to the
player of the participating gaming device with the highest modified first bonus
event award. Accordingly, it should be appreciated that this embodiment
enables a number of players to participate in a first bonus event, wherein one
of those players is enabled to further participate in a second bonus event to
win one of a plurality of progressive awards of a multi-level progressive award
configuration.

{0040} In another embodiment, when one player at one gaming device
triggers a first bonus event or first bonus game, the central controller enables
all the players at all the gaming devices in the gaming system to participate in
the first bonus event or first bonus game. In this embodiment, for each
participating gaming device, the play of the first bonus game is dependent on
the accumulated bonus event pool for that gaming device. In one such
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embodiment, the accumulated bonus event pool associated with a specific
participating gaming device determines the number of reel spins (or wheel
spins) and any applicable modifier in the first bonus game for that specific
gaming device. In these embodiments, each participating gaming device plays
its respective first bonus game to determine a first bonus game outcome.

[0041] In one embodiment, the first bonus game outcome determined
for a specific gaming device is funded, at least in part, by the accumulated
bonus event pool associated with that gaming device. In one such
embodiment, any remainder in an accumulated bonus event pool associated
with a participating gaming device which is not provided as the first bonus
game outcome is applied to or otherwise rolls over into the gaming device's
accumulated bonus event pool for a subsequently triggered bonus event or
bonus game. In another embodiment, any remainder in an accumulated
bonus event pool associated with a participating gaming device which is not
provided as the first bonus game outcome is forfeited (and the gaming device's
accumulated bonus event pool is reset to a designated amount, such as zero).

[0042] In one embodiment, the central controller compares the results
from the first bonus game for each gaming device to determine a winning
gaming device of the first bonus game. In this embodiment, the central
controller enables the winning gaming device to participate in a second bonus
event or second bonus game. The winning gaming device plays or
participates in the second bonus game, wherein the play of the second bonus
game determines which progressive award of an MLP configuration is
provided to the player of the winning gaming device of the first bonus game.
Accordingly, it should be appreciated that this embodiment enables a number
of players to participate in a first bonus game, wherein one of those players is
enabled to further participate in a second bonus game to win one of a plurality
of progressive awards of a multi-level progressive award configuration.

[0043] In another alternative embodiment, a secondary event is initiated
upon a suitable secondary event triggering condition. In this embodiment, the
triggered secondary event results in a secondary event award. The amount or
value of the secondary event award is determined based on the wager placed
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at the triggering gaming device. In one embodiment, a portion or percentage
of the secondary event award is provided to the triggering gaming device and
the remaining portion or percentage of the secondary event award is
distributed across one or more of the auxiliary gaming devices in the gaming
system. In one such embodiment, the portion of the secondary event award
provided to each auxiliary gaming device is based on that gaming device’s
accumulated bonus event pool. That is, the greater the accumulated bonus
event pool associated with an auxiliary gaming device, the greater portion of
the secondary event award provided to that auxiliary gaming device. In one
embodiment, part or all of the remaining portion of the secondary event award
is redistributed to the triggering gaming device. In one such embodiment, the
portion or percent of the remaining portion of the secondary event award that
is redistributed to the triggering gaming device is based on the accumulated
bonus event pool of the triggering gaming device.

[0044] In one embodiment, upon a suitable secondary event triggering
condition at a first gaming device, the central controller causes a secondary
event to occur, wherein the first gaming device is designated as the triggering
gaming device. In one embodiment, the secondary event triggering condition
is the generation of a designated symbol or symbol combination in a primary
game of the triggering gaming device. In another embodiment, the secondary
event triggering condition occurs independent of any game play event which
may occur in any primary game or any secondary game played at one or more
of the gaming machines in the gaming system. In one such embodiment, the
secondary event triggering condition which occurs independent of any game
play event is triggered independent of any wager amounts placed. Thatis, in
this embodiment, the odds of the secondary event triggering condition
occurring in association with a play of a gaming device are the same
regardless of the amount of the wager placed.

[0045]In one embodiment, upon a suitable second event triggering
condition occurring, the gaming system disclosed herein enables the players at
one or more of the gaming devices to participate in a secondary event. The
secondary event may be any suitable game or sequence which results in a
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secondary event award. In one embodiment, the secondary event is a number
of games or sequences or a multiples of the same game or sequence. In
different embodiments, the secondary event includes one or more rounds and
may be any suitable type of game including, but not limited to, slot games,
card games (e.g., poker, blackjack), lottery games, skill games or perceived
skill games.

[0046] In one embodiment, the secondary event award is based, at least
in part, on the wager amount placed at the triggering gaming device. That is,
any secondary event award provided to any players at any gaming device in
the gaming system is directly proportional to the bet multiple of the triggering
gaming device. For example, if a player wagered a first amount of 5 credits at
the triggering gaming device, the secondary event award is based, at least in
part, on the first wager amount of 5 credits. In another example, if the player
wagered a second amount of 10 credits at the triggering gaming device, the
secondary event award is based, at least in part, on the second wager amount
of 10 credits. As the amount of the secondary event award is based on the
wager amount placed at the triggering gaming device and as the secondary
event award is distributed over a plurality of gaming devices in the gaming
system (as described in more detail below), the gaming system disclosed
herein provides increased excitement and enjoyment for players because at
one or more auxiliary gaming devices, the player's secondary event awards
are based on one or more variables outside that player's control. That is,
determining a group secondary event award based on one or more variables
at one gaming device in the gaming system, such as based on a bet multiple
at a different gaming device other than the gaming device the player is
currently playing, provides increased excitement and enjoyment for players at
the gaming devices in the gaming system disclosed herein.

[0047)In one embodiment, after a secondary event award is
determined, a portion of the determined secondary event award is provided to
the triggering gaming device. In one such embodiment, the player at the
triggering gaming device is provided a set or predetermined percentage of the
determined secondary event award. In another such embodiment, the portion
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of the determined secondary event award provided to the triggering gaming
device is based on the accumulated bonus event pool associated with the
triggering gaming device.

[0048] In one embodiment, in addition to distributing part of the
determined secondary event award to the triggering gaming device, part or all
of the remaining portion of the determined secondary event award is
distributed across one or more of the auxiliary gaming devices in the gaming
system. In one such embodiment, the portion or percentage of the secondary
event award provided to each auxiliary gaming device is based on that gaming
device's accumulated bonus event pool. In this embodiment, the greater the
accumulated bonus event pool associated with an auxiliary gaming device, the
greater portion of the secondary event award provided to that auxiliary gaming
device. In another embodiment, the portion of the secondary event award
provided to each auxiliary gaming device is based on that gaming device's
accumulated bonus event pool relative to a designated amount of accumulated
wagers in the gaming system when the secondary event is triggered. In this
embodiment, the central server (or one or more individual gaming device
processors) determines, for each auxiliary gaming device, a portion or
percentage of the secondary event award to provide to the player of that
auxiliary gaming device based on that gaming device's accumulated bonus
event pool relative to the total amounts wagered on each of the gaming
devices in the gaming system (i.e., a total accumulated bonus event pool for
each of the gaming devices in the gaming system) during a designated time
period.

[0049] In one embodiment, part or all of the remaining portion or
percentage of the secondary event award may be redistributed and provided to
the triggering gaming device. In one such embodiment, the central server
determines whether part or all of the remaining portion of the secondary event
award is redistributed to the triggering gaming device based on the
accumulated bonus event pool associated with the triggering gaming device.
In another such embodiment, the central server determines, based on the
accumulated bonus event pool associated with the triggering gaming device
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relative to the accumulated bonus event pool associated with one or more of
the auxiliary gaming devices, whether part or all of the remaining portion of the
secondary event award is redistributed to the triggering gaming device. In
another such embodiment, the central server determines whether part or all of
the remaining portion of the secondary event award is redistributed to the
triggering gaming device based on the accumulated bonus event pool of the
triggering gaming device exceeding a threshold level. In this embodiment, the
amount of any of the remaining portion of the secondary event award which is
redistributed to the triggering gaming device is based on the amount, if any, by
which the accumulated bonus event pool of the triggering gaming device
exceeds the threshold level.

[0050] Accordingly, one embodiment of the gaming system disclosed
herein determines a group secondary event award based on the wager placed
at one of the gaming devices in the gaming system. Moreover, the gaming
system disclosed herein provides a first portion of the secondary event award
to the triggering gaming device, provides a second portion of the secondary
event award to one or more auxiliary gaming devices and provides a further
third portion, if any, of the secondary event award to the triggering gaming
device.

[0051] The gaming system disclosed herein contemplates employing
one or more displays in conjunction with the gaming machines which will
provide the players of the gaming machines information about the bonus
awards to increase player awareness of these awards and interaction between
players of the gaming machines. The display(s) can provide any suitable
information about the gaming system, gaming machines, bonus events and
bonus event awards.

[0052] Accordingly, the gaming system and method disclosed herein
provides a multi-player gaming environment wherein the success of one player
benefits one, more or all active players in the same group. In other words, the
player at the gaming device that caused the triggering of the bonus event is
guaranteed entry into the bonus event, while the players at the other active
gaming devices are provided a chance game to qualify to participate in the
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bonus event, wherein the odds of qualifying are based on the accumulated
bonus event pool associated with that gaming device. This creates an
atmosphere of support among players as well as providing players with the
appearance of multiple bonus events. That is, players at the gaming devices
of the disclosed gaming system should not feel they are competing with one or
more other players for part or all of the bonus event awards. It should be
appreciated that while the players will each be given the chance at these
multiple bonus events, the payouts in these bonus events may still be
controlled and funded from the wagers placed at the individual gaming
machine. This provides control to the game designer in allowing for a game
that has a high rate of bonuses and a high volatility while being funded by each
individual gaming machine.

[0053] Accordingly, an advantage of the gaming system disclosed

* herein is to provide a gaming system having a plurality of gaming devices

wherein multiple bonus event awards can be provided simultaneously or
substantially simultaneously to players based on a single occurrence of a
bonus triggering event.

[0054] Another advantage is to provide a gaming system having a
plurality of gaming devices which each employ a gaming device accumulated
bonus event pool which determine, at least in part, the odds of each active
gaming device qualifying to participate in the bonus event.

[0055] Additional features and advantages are described in, and will be
apparent from, the following Detailed Description and the figures.

BRIEF DESCRIPTION OF THE FIGURES

[0056]Fig. 1 is a schematic diagram of the central server in
communication with a plurality of gaming machines in accordance with one
embodiment of the gaming system disclosed herein.

[0057)Fig. 2A and 2B are front perspective views of alternative
embodiments of gaming devices disclosed herein.

[0058]Fig. 3 is a schematic block diagram of the electronic
configuration of one embodiment of a gaming device disclosed herein.
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[0059] Fig. 4 is a flowchart of one embodiment of the gaming system
disclosed herein illustrating the triggering of a bonus event to the providing of
one or more bonus event awards.

(0060] Figs. 5A, 5B and 5C are top plan views of one embodiment
disclosed herein illustrating one bonus event participation gaming sequence
provided to a number of gaming devices in the gaming system.

[0061]) Fig. 6 is a flowchart of one alternative embodiment of the gaming
system disclosed herein illustrating the triggering of a first bonus event to the
providing of a second bonus event award.

[0062]) Fig. 7 is a top plan view of one alternative embodiment disclosed
herein illustrating the different progressive awards which may be provided as a
second bonus event award to the player of the gaming device with the highest
first bonus event award.

[0063] Fig. 8 is a flowchart of one alternative embodiment of the gaming
system disclosed herein illustrating a secondary event award distributed
amongst a plurality of players at a plurality of gaming devices in the gaming
system.

[0064] Fig. 9 is a chart of an example of the relative wagered amounts
for three auxiliary gaming devices and the percentage of the remaining portion
of the secondary event award associated with each of the gaming devices.

[0065] Fig. 10 is a chart of an example of the relative wagered amounts
for three auxiliary gaming devices and the triggering gaming device and the
percentage of the remaining portion of the secondary event award associated
with each of the gaming devices.

[0066])Fig. 11 is a top plan view of one alternative embodiment
disclosed herein illustrating two gaming devices displaying information to
different players regarding the secondary event award.

DETAILED DESCRIPTION
[0067]) In one embodiment, the gaming system disclosed herein
includes a plurality of bonus event awards provided to players of the linked
gaming machines in an apparently random fashion to the players of these
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gaming machines. These awards are referred to herein as bonus event
awards to distinguish them from the awards that the gaming machines provide
to the players for winning outcomes in the plays of the primary wagering
games, such as slot games, card games (e.g., poker, blackjack) or any other
suitable game.

(0068] In one embodiment, the gaming devices of the gaming system
are operable to provide multiple bonus event awards to multiple players at the
multiple linked gaming devices at the same time or substantially the same
time. Alternatively, the gaming devices of the gaming system are operable to
provide multiple bonus event awards to multiple players at the multiple linked
gaming devices in an overlapping or sequential manner.

(0069] Referring to Fig. 1, one embodiment of the gaming system 10
includes a central server, central controller or remote host 12 and a plurality of
gaming machines or gaming devices 14a, 14b, 14c . . . 14z in communication
with or linked to the central server or central server 12 through a data network
or a remote communication link. The linked gaming machines may be of the
same type or of different types of gaming machines. The linked gaming
machines may have the same primary game or two or more different primary
games.

[0070] The number of gaming machines in the gaming system can vary
as desired by the implementer of the gaming system. These gaming machines
are referred to herein alternatively as the group of gaming machines, the linked
gaming machines or the system gaming machines. The play of each of the
gaming machines in the group is monitored by the central server 12. That is,
the central server or controller maintains or keeps track of the play and/or
other activity on or relating to the gaming machines in the gaming system. In
one embodiment, the central server keeps track of the play on each gaming
machine including at least: (1) the amount wagered by the player(s) for each
play of the primary game for each gaming machine (i.e., a total or partial coin-
in or wager meter which tracks the total or partial coin-in wagers placed on all
of the primary games for all of the gaming machines in the gaming system);
and (2) the time the wagers are placed or the amount of time between each
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play of the primary game for each gaming machine. It should be appreciated
that the player of a gaming machine may change during this tracking and that
this tracking can be independent of the specific player playing the gaming
machine. In one embodiment, as described below, the central server
determines the status of each of the gaming machines in the group based on
this information. It should be further appreciated that other information may be
employed by the central server or controller to determine the status of each of
the gaming machines in the group. For instance, the number of games played
or the amount of each wager placed on each play may be used in the
determination of the status of each gaming machine. The central server,
central controller or remote host may be any suitable server or computing
device which includes at least one processor and at least one memory or
storage device. In alternative embodiments, the central server is a progressive
controller or another gaming machine in the gaming system. The terms central
server, central controller and remote host are used interchangeably herein.

(0071] Two alternative embodiments of the gaming devices of the
gaming system are illustrated in Figs. 2A and 2B as gaming device 14a and
gaming device 14b, respectively. Gaming device 14a and/or gaming device
14b are generally referred to herein as gaming device 14.

[0072] In one embodiment, as illustrated in Figs. 2A and 2B, gaming
device 14 has a support structure, housing or cabinet which provides support
for a plurality of displays, inputs, controls and other features of a conventional
gaming machine. Itis configured so that a player can operate it while standing
or sitting. The gaming device may be positioned on a base or stand or can be
configured as a pub-style table-top game (not shown) which a player can
operate preferably while sitting. As illustrated by the different configurations
shown in Figs. 2A and 2B, the gaming device may have varying cabinet and
display configurations.

(0073] In one embodiment, as illustrated in Fig. 3, the gaming device
preferably includes at least one processor 56, such as a microprocessor, a
microcontroller-based platform, a suitable integrated circuit or one or more
application-specific integrated circuits (ASIC's). The processor is in

27




05 Jul 2012

2012203947

communication with or operable to access or to exchange signals with at least
one data storage or memory device 58. In one embodiment, the processor
and the memory device reside within the cabinet of the gaming device. The
memory device stores program code and instructions, executable by the
processor, to control the gaming device. The memory device also stores other
data such as image data, event data, player input data, random or pseudo-
random number generators, pay-table data or information and applicable game
rules that relate to the play of the gaming device. In one embodiment, the
memory device includes random access memory (RAM), which can include
non-volatie RAM (NVRAM), magnetic RAM (MRAM), ferroelectric RAM
(FeRAM) and other forms as commonly understood in the gaming industry. In
one embodiment, the memory device includes read only memory (ROM). In
one embodiment, the memory device includes flash memory and/or EEPROM
(electrically erasable programmable read only memory). Any other suitable
magnetic, optical and/or semiconductor memory may operate in conjunction
with the gaming device disclosed herein.

[0074] In one embodiment, part or all of the program code and/or
operating data described above can be stored in a detachable or removable
memory device, including, but not limited to, a suitable cartridge, disk, CD
ROM, DVD or USB memory device. In other embodiments, part or all of the
program code and/or operating data described above can be downloaded to
the memory device through a suitable network.

[0075] In one embodiment, an operator or a player can use such a
removable memory device in a desktop computer, a laptop personal computer,
a personal digital assistant (PDA), portable computing device or other
computerized platform to implement the present disclosure. In one
embodiment, the gaming device or gaming machine disclosed herein is
operable over a wireless network, such as part of a wireless gaming system.
In this embodiment, the gaming machine may be a hand held device, a mobile
device or any other suitable wireless device that enables a player to play any
suitable game at a variety of different locations. It should be appreciated that a

gaming device or gaming machine as disclosed herein may be a device that
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has obtained approval from a regulatory gaming commission or a device that
has not obtained approval from a regulatory gaming commission. It should be
appreciated that the processor and memory device may be collectively
referred to herein as a “computer” or “controller.”

[0076] In one embodiment, as discussed in more detail below, the
gaming device randomly generates awards and/or other game outcomes
based on probability data. In one such embodiment, this random
determination is provided through utilization of a random number generator
(RNG), such as a true random number generator, a pseudo random number
generator or other suitable randomization process. In one embodiment, each
award or other game outcome is associated with a probability and the gaming
device generates the award or other game outcome to be provided to the
player based on the associated probabilities. In this embodiment, since the
gaming device generates outcomes randomly or based upon one or more
probability calculations, there is no certainty that the gaming device will ever
provide the player with any specific award or other game outcome.

[0077]In another embodiment, as discussed in more detail below, the
gaming device employs a predetermined or finite set or pool of awards or other
game outcomes. In this embodiment, as each award or other game outcome
is provided to the player, the gaming device flags or removes the provided
award or other game outcome from the predetermined set or pool. Once
flagged or removed from the set or pool, the specific provided award or other
game outcome from that specific pool cannot be provided to the player again.
This type of gaming device provides players with all of the available awards or
other game outcomes over the course of the play cycle and guarantees the
amount of actual wins and losses.

[0078]In another embodiment, as discussed below, upon a player
initiating game play at the gaming device, the gaming devi<ns1:XMLFault xmlns:ns1="http://cxf.apache.org/bindings/xformat"><ns1:faultstring xmlns:ns1="http://cxf.apache.org/bindings/xformat">java.lang.OutOfMemoryError: Java heap space</ns1:faultstring></ns1:XMLFault>